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Greetings Citizens of Azeroth, 


Brady is pleased to present this fully-updated and revised Official 
Strategy Guide, now called the Master Guide. 


We at Brady still play WoW and we have taken a second look 
at our Official Strategy Guide with a very critical eye. After 
12 patches, much of the information in the original guide had 
become outdated. In addition to updating the meat of the guide, 
we wanted to make the book more manageable and easier to 
use. We are confident you will find it easier to navigate, packed 
with more information, and more attractive than before. It is also 
important to note that this guide, although smaller in page count, 
covers much more than the first. You need only compare the two 
to find that this Second Edition keeps the "1st day"' chapters, intro 
to WoW, world maps, and classes. We have added a PvP chapter, 
an Insiances and Raids chapter, and about 1500 quests. 


We hope you enjoy using this guide as much as we enjoyed creat¬ 
ing iL We didnY just create a book we hope you will use; we cre¬ 
dited the book we wanted to use ourselves. 



Enjoy! 

BradyCames 
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o ne nf the greatest difficulties of stralSgy writing is that there Is afmosi:. never 
the lime, money, and abilsiy lo return to a beloved product and update the 
original materiai- With World of Warcraft, we've been given the opportunity 
to do just that: to update, improve, and expand on the original guide with no 
rime or expense spared. It seemed like a rare luxury to spend over half a year 
in preparation for the release of the first World of Warcrafl strategy guide. 

Yet, that is modest compared to the lime placed on this guide. Players and 
writers who have been involved with World of Warcrafl from Beta 1 forward 
have come together for this incredible task. And in case you can't tell, weVe 
excited. This is an amazing chance to take a guide that we loved and bring ft 
to life once again. 

If you are wondering what has changed, the list is a bft daunting. Almost 
all text is entirely new; strategies have been broken apart and rebuilt from 
the ground up. We have new tables, data, artd upctatcd maps to handle the 
changes from the last year and a half of updates. Newer screenshots with 
greater character variety were taken while logging in thousands of hours 
between characters on all manner of servers. Searching for Rare or Epic itemsif 
We have them all tn hero. Planning equipment sets, trying out different PvP 
builds, looking for ways to excel in dungeons, raids, and in the battlegrounds? 
We have been too, and the results are in here. 

Everything that could possibly fit between two covers is ready. New players: 
you are still going to receive the comfortable introduction to World of War- 
craft that was present in the first guide (well take you through the early hours 
of play and explain everything to help you on your way). Experienced players 
fear not; there an amazing amount for you here as well. We've taken all of the 
resources from all over Azeroth and the real world and brought them into one 
place. Tired of keeping the Net up in the background or on another system to 
look up item drops in your favorite instances? Do you want to squeeze those 
last few percentage points of critical strike out of your character without losing 
precious Stamina Or Attack Power? We found the best ways fo do it We'll 
help you level your second, third, and fourth characters to 60 in style. We'll 
get you to Exalted in all the battlegrounds. And, we promise that iPs going to 
be fun this time too. 


V 


Clad 10 have you back. 


This Glossary gives you a good idea what the common terms mean in World of War- 
craft. Gaming slang, internal statistics, and other such ideas are explained in enough 
detart to get complete novices and gaming veterans speaking the same language. 


A [radure thdt adds iata m asslin^ iighr tjgoinsr yw. 

Ud teav9it),ds!t]ei)aafhaii]SQ(iiHluieQi^ 

tfejtit Tlicl Ogre tj ^ It «kl.' 

hitf Fratu Keyimini. This iwwis itwf The pefiw nw'i 
U<iv0tobkkrosliortd[T«LTwnEoiMas[^^ 

/rik tarrertond Id bl titfea wtlo irnHstfa ycu kiraw 
lha!! ydu are df r. 

Most oHen tliis fe Ufa! tD rate ftnl d CTMliiRi is 
tetaduno pj or hm grrap "We've qggror Hie 
imn itewics the iigpsOT inr«Kis of e moram/npe. 
Ifflpeisoftsays/ferjggra iKciirwisJaC S mecM 15 
ttiB enemv to ijllwk 

IKs is Are ^igncE fioni wtikh (71 onEiiif 
ptJwk QitwKKlw. Tte rrfvs is wIlBneKt Ifv Hw lewl 
dHkfreiKE ktwHDi is inaKteT ond IIib chonidEr 
km Kndiii^ (wiiti manjlK (^[Ding Inan FoiHiit 

Dwny). lilts dhUMa '& dso inHuantd try itn r^ d" 
CHjature iniidred, os a num^ d pretors hove o 
Iei^ Eg^D khTius lo begin 'MtfL 

ts ati (Ttnilmre h Wdd oi Wattrok this eflh^te 
detwiwua a diannof's nbiTu- te Dexige atteds, smue 
Agity Citticd Ifiis (rtuf deal If IcQss iwka ili£ ibnogfi), amt 

ded oioTE doTiogG in ^etvnd iMi ihE’i iftnls {ihDU(]b 

Hike only ooe witi (ertein dsssesS. 


Altjd( Flpiwf 


Artock Skill 


AKA 


StiOfltttnllHi&o Known As 


A SDOnddiy dhoffliia. TIik iiaxiff ihIIh^ it d dioiHlar 
dmr ft'j [ut ks IvnD Hd m q dntiHitv ihar is laim n 
Iflvei comcaiid lo yow primtinf tHoin) (hnKltt. 


DoeIi ho 

lteite|j 

Wi 

CiiilBis 


1^ k pne kid;^ ywi bock oodo itiE 
|[>piH;pec>{dewllEkqlyretoflattth[^ (n 
(feconnEft), 

temnfnnBitttdliTeatuni 

^ tePQ its a Cdtid IB) (o Mow itior 
hwicE iKcnnI domogo). 

CwiiuiES oif in tbfl wid (wt krt ra 0 ^ 
copohifiits (^11 snokias, [dAjls,oiic.i. kUtag iBese I; 


AudHfiHoo^ 


FiEquently stnr^iod Iq AH. Aso arera nlbw 
(hanictEts ho post luny iioois k sok. 1be Iransmifeiis 
hove 0 iradsst tea, yeh thoy nkw your thonuter 
te renka soles omt puchosts v^houf ir^^eiiig 
ottref chnioctEi^ iteectly nnd invosh'iig ntoioir tera in 
bvyiioA^ling. 


lising spelt ^ otnlioste MAi erenry tergete 
fiK n aJision^lpaikid. Sop, Polyrenrph, and Fear 
oiomajoi MoinidK pt POWHlIt CpdikI Cwifciii 
tCQ ihdr not only Fti'di tha ewnies' opium la 
IjDid CmiIidI of, but dknosl rsfODW inn tftiioFy Imn {unhf. 

iBssa/limirqd Gowd Contid nuy iiM mowefTKiii 
but slill dEaw eTcmiBs a ntalsHiii: cuiouni of canfcolj 


lh«e ore spslb. abililies. ond items ibnh idiumtE 
multipls lapis nwagMoom ai5 

, (jftHart tiosed(mflckd4fliaondospedfKra[gslpE[M<^^ 
tosrw Of qn awy off h Ibe disifflKSj. Ibfise ton c-to 
be bosedJofia idetted ara fJtiEse are eJed graund 
tiH]gml AofsV 

Ite reflKts tec umouni of pmtetivB imiK yni 

diorarter is mm Ife mti^Bts nsyoj 

Armor oHfininlaMbeitief nquijm-^ 

HflUr tbflicKttf's cwrenr wmof c ihe ptenoiy Iwlw in 

dereantinifis domo^ oilbpiiEfi. 

j-itvi 0tilIN?(5nfvjiBiis9wlsbi(MarartninlBV^^ 

inidigeiKo tear deirniUos iboir odhihies in and 
auBiilE of twirit._ _ 

Tbis 0 siddsik. ihgn inlkttffi ttia phvsicid Dainq? 

Ha Second cf pw dipiKter, limug D higiiff ndsB 
Atmd; FVmet giEotty he^^ in dealng mme damnge, 
witb bBOVBT wo(^. Hni^ n tijlKr 
inngqd Attodi Ftevear irKtoo^ qVomil imH 

Full dmiKtief hif on Atitid Skit wi ni leost ^rreiol 
weqpor four iiudmiaii Attack Sid Eoqudl ho 
fiw bnws ymir ciiirent fenil. toinEig with o weapon by 
onotking indetMS ynur Aittide Ski PiNmids Rus d^. 
Duing bdttia, Attack Ski (rdbtrm te youi enninry's 
DftEnse) Uihiences lt» cbonte to strike Hiccffiduiy ond 
stofe Cr%i! Hit. 

A mi^ Eristic fn D cinmder, Este Dttrih^ 

00 D major sbla of 0 teawtif's 
fermetoeitemogDend for 

Dodging^ Ciiioti Hits, nnd some dosses' Ateick Fowsf, 
SinnuH for Hit hnit^ Imtiad for Mono, nod Spit (or 
retMfy cf Hit Pcrtity'AteiiE cftisr liira) 


Awtor 

IIh visud iffitssnlDKon of youe [tcrociK in VAkU 


{!fbi]ilBd{iH'Ji)l. 


cfWdioiifi 

[uaninfif 

leinpiM stuff tfjte ejosltebofi] pUyeiswili niq« 
piteUiRL Often coiy GMi by ilk 

BattUgiwHl 

An itsionad oira kr IVFconflid. Sign cftodoyiD 
ibomniwdtUsti If 5pi*iiBh(ifl.a pratsls. WSGis 

Stnioe 

Repnesentetk 


WoEsrag Oiitfi, M s Aratbi Basin, AV e AIiwh ttdiey. 


He Aimor stnislii; ts confciEd lo P toblo of EsImDted 

BfiL 

BeBodiiPtEf 


Armor values lor o ^en level Itio risoh t you 
choirater's Pamnga Miligaran (sound by 
tee Atin« $lar on you daorter poge]. Ibis mlun 
tragNy explains iho senoonr of damogo absorbed by 
yooronmr wIibr yni dooUH srrirutkbjf a antura 
uf simikii IbveI. Abililiterad ^<011 ihtknse bote 

Armor ond Domc^ Miligpiira. 

m 

IriBind teoteiteiw iin witb ywiiHiortitinne («teo: 

>Mi on lElcport teem ■ tlie (ute). This tni obo be 
vsEd lo deHno when on 'rtiBiTv Binds to you dhntirta on 
pkinip (Bnf) a on first egiip (Srj^. 

Damg^ 

Miigalion 


Tte mrans Ihot a spodfic itsm nill Bnd to your 


BMonFi^ 

Btadoo- 

Fitkiqj 

chqmctEj tee lii^t fine it Is equipped. Aher that poinr, it 
connoi bs imded or put cfita tee duPra Hoi^. fiEkre 
teal lira, norrrd trade Is oompUiefy qlmHiafile. 

Tinse itoms kmiedkiteiy ^ ta d [harottsf when 

Irated d iTtrflEd. arte teey ain rKirsr fre 

Irodd fw nny iB(m West o(t«. tease 

Rreequofity {orfn^) oitil Die Found IkiniHiweifii 

Dwra^ePer 

SKond 

Bnse daneg^ fron o spell vredpoa or nb^y is r^y 
pan of It story. Ganioge Pei SeciHirt (QPSf s o woy k 
fig™ ttut tow Jodive, [H ute fiitB, 0 ^ ote 

Ibe higher Ibe DPS, IbE motB donogo cm nrSriiy eon 
ptodaco. lis & ciffsi most HipoiXtah for oiiiilioft tef or 

PVE siEudiaiB. in stetHoitr PVl^ berst temogo c hbm 
iinpurtartteansperific DPS. 


Encmiia. 


Adteitif Eony speB tear goes cn sn oraifty togBEond 

BMt/Zeppebi 

BiDatsand tEppdins iM (ortnrrei tee 

confctsts^ 

Be huff 

sleys terns Iw sjiedad d tore. Some dral dntKgp; 
some raducieslQls, 

Brats 

Hot just ra omrof [necb ! Tte is cfco uKit ta signly o 
powH-up iteteoi teteoHofitegJOunds Wfmaiig Guldi) 
itul liitjrases run ^ ("tf you con moke ii ta our 
bosE, tee bools oris opj'). 

DEfense 

lis sht [i«Htnr.€s how dfiisn your dinmcia is stiurk 
pfiysiddbr rad bow olten aidi hhnrs eta Ctttod brni 
ItshiriuEociqinflnreitiiesteo (honxtir's levd 

End ineosos taiworif ibol (up wkl your ihamcler 
Bstlnied. 

BkB 

Be Right 




Epeb, AbaaiEs, w ttorre teat iW damosQ wmodiotElv 
QnddaecIvhQonirgst. 

BUT 

BeKghiTlieiE 

DuudDotrage 

Bidf 

Using spots la mcrisase tea potanrjd of yam olliis, this 
isfeij to bate teteset'Please bull rTin, good PfissT and 

Ed tee oduiA sprdi uffrat ten bcif 1 brae 

Hit Polity wrahi"* 

Dispel 

Ta mmoio o Otetff fiom an gty or ta cemove a ftsilin 
effurtfiwi afcfc 


DM 

SboahandforidaTnoge. 


inlngarno prebbitteot codsos something uneipedEd 

DnQ 

DoJIofDijnib 

Bug 

lo htippeti. Kris tray tMyiire Custanicf Somioe 
BepiESEniatef/G^ iteMveritun Cyra will nood lo 
sufemrf a titkei tf ttu tejg is 

001 

Shorthond FuDotraqa CWarTima. EHlT obittiej/speib 

DIO oflfin my eitecfcnf hut requite stows Cfftits k tee 
mtefiw ta nt. fit toutssL Wdrlodis or* Bspecialy fenosra 


Ta foniHil n gVefi neo te tee bops of eilbef gdUng cll 


kr their duel DOTs. 

Coma 

tee [ttprehef s|3?jms for yrarsetf/yraf gi^ 
pmpose«Stopping hf raraiies Fnm boeteg siety 
teete. Tou cm totnp aa oreo, 0 gtuKyon!, Bie totpsB 
cd a lallen enemy, utd sp torlh. Wts oflEn itwolws 

Btulfipie peopio to be dora most etfedivejy (ttK pup 
hns fte i»d wteoboi fw Qiffteiiia th^ 
teeracti^J. 

ftwj 

Crwiteg a’Rillipte iteras hom u source. This is 

vk posdble through ntu eaploits H nt ri dun'nq this 
stage of tee gom^, ond Wfl L kod ta trainr ranoHies or 
branng nf wtutcu. 


Emok 

An oteon (teen with vaite or onisiatian] tear is mode 
by yrar domCa. [traies ore very usolU for mlepkiyiri 
QrtdsBHniufidinteissiiihL 


'^AJVUebJlAi K»4 -i n __r _ wjlTiA \Ar 


Cnr^r 

jl)fQSWOQ QBriiJJiirOlY fVKi TOf U p&'SQO Wft QVDHK 

bf, [toys 00 mihhf semis, and»fe^ 

Id use a spell. Ilte may «flr irteinlY lite soiie 
(instoBt-citst sgols hne i^iosr no detoy d my son) 

0 reqrie up laSEKftl ssdHf^ nf time inuested ititee 
foslitgi process dun^ whidi inkruteras moy aour 1 

hpetime 

Ei(»iiin:e/!Q' n^«a)tes you pfogtess hJWfd 
onote« Icvei. 

&5t 

Eifbi 

AilrttjBsteatqa: ogitestiha Terms of Use for M el 
Wgrrmit cad rupibifiito on bugs Id tern pkiyss ra unfte 
oteimtngc BVSQiteor;. 


ibEOpstef isstiwk. 


k r^tadk yj 0 piw target w lypo nf teript oF^ 


Aparson wtn^ cifdUeof ooslfn^speib. Oftn used to 

Fpira 

fer detefd drapj of trade itBnc of oqwjmient 

Caster 

tisfir lo hfegas, 'Wcfiodcs, Prieis, nod DntJd iftee stay 

ki OEtet F«ni. It b iiinjlie^ ii noniE lot iba pM 

is asnlienDi9fl wtnrai]iils EilhH proriorRoi ufi^ 
Bfimnoticn, depemkm] on tbar nffiSofianr. “Kil tboir 
rasters first, they OB aflwtfng the fkig oanier!!!' 

Going (jniti otw spol difirfy itita iSie nost. 'Thui 

Sbomca Cboin Costs Lessa HenBng Wiive evay lime 
teagstsin hDuble,' 

Flog 

An ohled {tntged) In the Bunkfounds: teos? ore 

nglii{ided te i;^ iq> a iKtii^ 

l\P ridiiTty, (E in "TFmI iwitiw is (kiggod For 

Gst 'entr' 

Owii Cesting 


Ta be PvP Btinbled. On Pet, Siottdoni BP shveis, nnd k 
tee dwisf TonflS^ lEoig /piflp is letprired befotE I'l^hng 
ogonSdNoteef Fgetione pos^ 
your nteFInsste. 

Otrase 

A meteod of winnutg tent eal Oi^k but (vpans 
h be urlo'ir r rae way «diK^. Ibis moy be guitB 
iruoiMte ill Sara nsts. teiscosyiKiniimFordiusE. 

Fighi 

Bqte fiKiiiM ise bote/gryphisic/ets. to By thnracters 
ttewera dtifls (Tid tewK. teffe mi^ 
bteig "ra tee ttei.' 

ClOB 

A set of otiif ties nnd stetetics lor y«ur dronidEr tbDrij 
dtosEn (king cTEolm lls greedfy inllucncis how ifou 
tril ploy yuurrhorralEr. 

FreekrAI 

The « a bor aie tiiot dlws Dry diofodtr to 1^ 

Ottra iBeetvid k VEPy dose bknib (Ilf ir^ 



Primwfy e Pvf lerwi lemond iraflidr,. Ifils is wIhi 
diDrortars of mute higher Isvul ga ofhtr yuungidr hsgGis 

tbw hffre nty iKyiB rd suni^ w Bvra ssrapngt 
people ore utipmpoKd dtje Jo eombol wHh u imb. 
A pHtsra wfw dots diS aciMiy is n ''gtjnker,' 

ConibiitPflt 

Con 

WtiMs nadHimlasItareiKteteaEimfighr beside 
teem nnd gimtfy iJlied tee oukome of (omhal. 

Short lof Its MS used in mofiy olrlBr fiOGs te 

lell Imw [Hwsfirt o tieatuiE was. b) iflfprid d yifniiaoH, 

Gnnk 

this is done witfi bote n niraric level nompoirsn ond 
by tee tee boekgriiKind taler of tee rate's franra. 

Toihiiriieora slain oneniykiiwwld tef ii nnottemph 

GO 

Shaft hr Tfood Gamei' Spoken lo iyjddffi oFlff Ifre 
efld of rnuny bc'llegiaind tmtiiies, eveo wliEn h 
the Id^ skto. 

Cwpss 

Compiog 

lo pramnt tt«n frnm lesraiidi^ nf ifjEir bodywiteout 
boing Mbd ogote. Tlus & nsri griteng by dtenition. 

IIK ten ndtfnoHlyM tsODnsidi^teD Iteodof 
aggression cprstlha party being cinpil 


^1 f« 'Good itiir 13 slgiuil ^uvol or 
oppreoGira. 


















































































To Gimp meons to tdte o (ourse of oction wih Tr^ents 
or equipmem llm mokes vwo 

Being 0 Ginv is to be such 0 dwrccM. An exo^ 
would be Q fid Inteied gear Wonior with a sirf^ 

■rffeoinig irnprovonents. 

GM 

iRDame Biizzinl represenhitives tivil tiy Id coned hn 
fao^ 01 deal with honissiMKr issues. 

GreveyDid 

A pkxe wfieee chorocters Ktum idler deolh. 11 ^ 
con nm bock to Ibdr bodies b ie to begin onew, or 
they oin Reswred m the Spirit Heeler ncorby (this 
(brnges diet egjiptTMHtf omJ co^ 

(oio shod tine). 

Grawyoid 

Camping 

Staying h oreos where enetaes in sprnM^ 

8 (dtiagr«in(h or use the Sprt IMer ii the Aotrnri 
woiid. This is (onsidefed to be in vety poor taste by 
itnny pbyets and iTKiy (to sorn servers) l« def^ 
asgriefipg. 

Gmf 

Mokiig on odvre effort to tuross onoltiei pto)^ 
goes beiH the rules <rf tfto gomi Cioveyi^ 
crortier ployer, KiU Steohng, ond otfier moheious och 
oreindudedindn. 

Giinii 

Id specifia^ goto expetiOKe Ity ol^ 
opposed to guesting for expenance). ()ftea 
axl mindless. 

GioupLoot 

A stondoid set of loot toies lor groups to estonces. 

Gioup Uxt does 0 Round Robto system b stomiard 
itens, lett^ each person loot 0 fv ixirnber of b^ 
nM/«hir) ttetns of 0 chosen ihteshoh) 
cypeors thotobws poopfe toil Need. Greed, or Boss 
on the item. 

Gnwp/Porly 

A teem (d up to fm (borocters dim ore tovitod 
coripleto (omnton goat This is greot b (p;e$t^ 
obost rnonitoiory b doing tostotKe durtgeoTB m Ihw 
oppropriotelwel. 

cut 

Grophical User toterbe 

Gold 

Groups of players get togedw and bm gute. 1^^ 
the takes ni« signotures froia ungijilded (hoiod^ 
unique occouDts. Tb stofto oif by getttog 0 charter frorn 
orn of the duee nub cdb to yom fodion. 

Hale list 

Monstets keep on toternto btoi lb diorocter diey 

WANT to kill the most. Ifcs is the Hate list Domoge 
done, hecirg, and other octorities oginnst die monster's 
toterests detonnine wb sloys high on the Hole list. 

MOW 

Time 

to diordiond. used os HOT. A heotoig spel that 
heb onodwr (furxter n ihKis insieod of n 
instontchuBi;. 

Heorthsione 

An item grven to (4 choiacters dnt olo^ 
et bins for instont teteportation (oxe pet hooi). The 
pmress of kotong on oeo us'ng the Heot(istot)e is 
'Tbtohtog.* 

HitPDinis 

Ik stm to roeosure how tough yom chotocter 6 (how 
much demogs they bebe ding). Stomtoo 
bonuses, bets, aid bufis oHect Hit Boinis. 

Honor 

Ibtito goined ftom Idib ogcirist enenib of sim^ 
h^) levd rind from Boltlegnund toctoties 

HyM 

Adosslkiotnissemrolnicfttsorrestsnktwieri them. 
Shomons, Itoiodins.aitoDiiids ora very good examples 
id Hybrid dosses because drey con switoh between 
some toriing, heoitog^ ond dornoge dectng toiei 
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to, the speed or i 4 Kh Defense ond Weopoi Skis rm 
loonied, ond intprom the spel Ciicd Otonce. 

lA 

CotntKto totorto leim to s^d Ikt sorneone B >$1 
ludding'ond thd diey shouto to le token seitously 

mon Sight 

Ctflen used os Q fVP leim b someone that receites no 
neity ot ol. 11101 guy used /spit on my byiriendt 
he is XOS now!' 

CHStcoi 

To Top enennes thot another pio/ei a sotting up lo 
figfe. Ik prevents Ito do/et bom being 0^ 
experitnce for tl« rnorutw. nils con i» gitefng If done 
repeatedly, ond iTs very poor etiiuetto in ony event. 

Kite 

Id Id nr«ne. oisosutnnons die intoge of strelthing 
ewemies behind you like 0 p 85 an Hyng 0 kite. This is 0 
tochidfN of kil^ er^mies slottV by usieg 
ranged ottocks Id wound Ihenn while evoditq/nniing 
owoy from Ik foes. 

log 

()ebys osased by |xw toterraf iitoncy. 

8 wheri your cotnputo corak b this rmd 

Ihtpgs Ground otisaeen to get peopb into ikn pri^ 
posHfons. 


leedi 

to be n 0 group or raid ond ctxttibute Dodiiig * 1 ^ 
just sm itrara oed Wild Reputonk to Merrx Vi^ 
b two burs.’ 

leet Speak 

Also known os 1337 speak. The use of lutibers b 
leptocing tertoto kttm ok gewrafly idtosynr^ 
gmnnifl to denote olegiime to die younga geek 
ojkutf. 

Level 

A nwosrae of you dioracter's powei owf ptogiesston in 
AK(oih.Ths ranges from 1^60 before the gome's first 
ixporision iiiives. hi Ik future, this 

170 , and who knows whor the futwe will hold! 

Levebog 

Gowing fettoh, ond through tkrn lA^ 
b your dtonctois. Tb is dooe by (ornpleVag 0^ 
kitngtnoRstets, eiilortog the world, arid so lotih. 

Uhl of Sight 

Tk dhecttK between OIK enity Old thei torget. 

Many obillies lequn 0 dract lin of Seghr, ond wh^ 
lOS is broUh Hw spets/obitities «df iol to go off. 

IM 

to post 0 item to 0 channel so that olheB moy see its 
stoiistirs. Hohitig down Shift wUe clicking (» 01 ite^ 
wf do thh b vvhispeis and gudd chot, bot Ml b 
private chtfehormb. 

LOl 

lough Out Loud; tommcri Intomel usoge b onytbng 
iviusng. toil (rolEng ori ik ftoor kiughtog) ^ 
also used. 

m/m 

low on Afemo ond ()ur (d Mm; these ore sioteinenrs 
mode by ccstm to b the group know thot fun tune 
isoimostovet. 

looking For 
Group 

()t IFG-usk to b peopb kiww ikl you ore trying to 
find a group to occornphsh 0 task. Graeps with open 
slols rnoy yen IFM, a 'looking b more.' 

loot 

Loot itself is the treasure thot is token from morsters 
cdter they fii; To loot rneotB to octooily bend ovw 0^ 
lidbKtck on bodies to toko said items. 

lofwtiie 

A persoi of low level b 0 gven ociWity. This con mean 
someone in Ik first few levels of 0 Bvf brocket, even if 
ItM person is level SO-S?! 

Uoltox 

Mony Inns CH Bcnk oraos hove Moiboxes. Auction items 
od money ore dehyered here. Money con oho k sent 
to other chorocters, os con items and letiersi Ihifeeb 
ifris is tiirioiivttoot low levels. 

Mon 

bff cunent primary dicrocleiiis opposed to youi olb. 

Mostot looter 

A lo(H sek^ kt onhi oHows k group leodw to 
loxb treasure ok ito ihspet)S(rtion. The '6 kriw 
toeffklem ik is ohen used ie DKP-type systems or 
when dealing wti extronefy voluobto toot. 

Med 

to iwsl, ent/ikidk, and restore ony tfliea bulb r^ 
pteporeg b futwe fighting. This is oftn coBed by tk 
group leodei Of oprinoryheoler. 

MdM 

Direcl plrikcol cornltol m close longe. 

Miswl 

Or MT. Dock vdien you messege the wrong person Willi 

0 /teR or when you post to the wror^ chot dionnei. 
Example; Itooh, my guild sucks ond I'm thtoktog of 
ieoving Ikra' sold in guild chcl. Response 'TiES, MT. 

1 wos talking ohout onodiet guM !' 

Mob 

Skit b Mobde. An oU gcratog terrn thof peeists. A 1 
of Ik world's monsters ore Mobs. 

M 06 

Mossfra Ontne Gome 

Mount 

A (TGOtiwe fxp your (hcrorb can tiito. At led 4 ^^ 
eveiy (functet Iw k obily to leom to tide 0 mount 
ondtbotoe.purckseone. 

HeedBefoie 

Greed 

The honor system of toot ■ nstonce dungeons. This 
tneom kt you do nol try to (dI tftfO on ifeins thot 
yow choroctv doesn't octuolly wont lo equip. I you ora 
going to tqup soTTKltirng; you need h. If you WQ^ 
sd. or sand It to one of your ohs or frieds, it's greed. 

Nitf 

When Ik gome h patched and certoM ocfoos/ohitites 
ore rerbed in effectivenoss. 'Tfiwy ftnolly stepped 

Metfbg Mortol Suie!' 

Ninjo 

to loot in item kt MS up b iktBsx^ 
ori iieriB thcH ore ipik ctooity not ones kt you nee^ 
Ihis 6 akin to 01 oct of steoing kin 0 9IM-Don'f (h) 
it f you went to hove fiieiids, good guiids, goori groups. 
It is NOT worth the money. 

NM 

Nevermnl. Sometimes used os NVM. 

Noob/Newhie 

An insuh. Thh is ediwt sdd when sorrooiu) do« 
someihing completely foolish fkt gets them wtheit 
group/team in ttooble. Ibe Poiodn bubbled while 
ciroyiiig k ftog, N() 0 B 1 !!'II cent also be used it 

0 selkepiecating moincr 'Even though Tve been 
through Wd^ Caverns 3 tHiMS, 1 si fee! tke 0 
noob there.' 

NK 

NorHhoyer Chinoctot. 1 k vornjs 

wk give quests, offer services, ond exist to support tk 

l»jc^ of VVbild of Werauit ore ol NPCs. 

Ofkdk 

Also kiicwN to Seoondoiy Talks. These ore tough 
choocteis that bock ito tk ptimory Tank by wor^ 
oboul single liigeH bd peal Of to costers. Wh^ 
needed b this lofe, ()fflmks often otten^ 
highbnage. 

OMW 

OaMyVMiy 


OOC 

(Tot (N Ctiorock. Soiwtenes signified on 
servers with tk use of porenth^s, os in'The horn has 
sounded! 1 must bnra this pbel (gotto tog guys)* 

Oiw\/Pwn 

1337 speak b 0 moja victory over someone or 
someriung. 

PC 

PtoyerChorockf 

Ping 

to cieote 0 gtowng yellcw drcle on the local rnop 
through rjghtdking onon veo; this todkotes 
dnet positfon of 0 torget (espedcly ciseful in lie 

Brittfegcouiids). This B ok 0 speeb Hunter iMb 1 ^ 

is used to uncover SledAied targets. 

PtuniBM 

kE 

An ireo of effect ohity ihct enters aound Ik tester, 
^wriened to PBAoE. 

Port 

to ftod or fbb is to irnrn«ficby invd to 0 ceHoin 
tocQibt Altoges ito tfis by ftortirg to set locoti^ 
ptoywcnunlkrtteciihstonestofbttoonlnn thot 
(hey hove bound to, ond Wralodcs cn Surnrti^ 
tolhemsdres. 

Bor 

Pokiis ore often shorSend to kt R^ome. Pot use 

B (citimM n PvE ond fM* b tested 

Mono. Other irnpoitont Potbe metode Free Action, 
SwftiKSS. and many skknhot)^ chokes os wi. 

fWedevel 

to ossBt 0 barartovd thaixm by helpicg iiem 
grind ot a much foster poce. Often more effective with 
sAgMy higfwW chomctin (hot stay out of group. 

fVoc 

An ikn effect (hot goes eff under certain comhiros (on 
hit, when sirack, etc.). Tkse often occur somewhot 
imlon^ ck CIS saiKwhoi pewduf vvhen ^ 

0(01 Short b *Frogtanmed Hondom O.C.ainence'. 

ihdiesston 

Trades b croflhg i>J gudieiing. A thoiocier con 
only kotn two normof Bnifessiois, as opposed to 
SKOndory skis. 

PST 

Please Semd Tell used wb oiH b iieins or lequ^ 
fv service. Ite leb peofte know that you woiit to be 
prrvoiely messaged with any offec. 

fUer 

The persorr desigpated to pul enrmves bock to 0 group 
(o tosk Ikt is esserJial b sole pby it tougher mstonce 
dungeons) . Kwiters ore ideal pelers, but ony doss con 
take this roll i they ere skM and coutious. 

PvE 

noycf vs. Eiwircomenr. Quests, dungeon dekng, ond 
monster gnnrkrrg ore coBsiieced to be M content. 

PVP 

Ployer vs. Ployer. Bortegrojnds, world tcrdlkts, ond 
du^ ore examples of PvP content. 

QfT 

()uoted Fff ItotfL Used to iidbto in osserting op^ 

Queue 

Ik woilirig Rsf b the Bottieground^ 

Rod 

Groiifis dme five (hoiacten con bm when 0 leader 
salacK the Convert to Roii button. AMrough oxperieiKe 
is reduced rhciTwricoly ond quKts ate no longer 
(omptetoble (with several exceptioas}, the fiopower 
(or onwiBlek potenbl) of 0 bge forae cen be 
hen^Kiol, ond riecessoiY in lotegome rod dun^ 
ond bottfegrounds. 

Rondom 

Used to hgrae oil who geh ctflon items thcH rmiiy 
(horoctars wont. For instonce. if there ore several Masers 
n 0 gnxp, Iky rtnoy/roriCetra b 0 M'llhril kin thot 
theycorrwoooss. 

Rank 

Gibing high Hoow to 0 given week irxieases y^ 
Stomkig compared to oikr pkryars of the some locticn. 
Woriung hord elkwn you to increase to PvP Rank, 
olowing conskbobto rewords in your capital city. 

Reputotion 

OiHerero KfC gnxips con be cowled ai \niious wo^ 

Will noeosed Reputokn you goto acess to Hems, 
recipes, ond resojrcas. Or, ^ you go to sirv iqoirist 

0 girm foctb, you con lose sixh cpporiuniites oral 
d^ter Ik inasses of tbir peopto b fun ntj ptt^^^^ 

ResSickriess 

VVIten taDught bock to Me by 0 SpMt Haok then ‘8 0 
period cd docteosed rontom effectwncss. IhK di^ 
connol k cured by chiuoctars. 

RcsistoDce 

Abilty to negote V intigete doTuge 9 ^ 
vvious mogkol or nonphysiad oitocks. Drere me 
Resistonces b Arcane, Eke, Nokas, Frost, and Shodow. 

Rested Boms 

Chofocteis goto ibAto k ooritb expeiierKa b k^^ 
whfc ky ora h 0 Rested sni& Ths octroes svhie you 
OK togged out or in on Inn/Gty. Note kt Iny/Giy 
resting gives your ckiob F()UR tunes ik ornount of 
Rested Bonus, soil RFAllY helps to log off ot axho 
lorotionolikerKlofoday. 

m/ 

mm 

Cemmen totemet tonn used os response to something 
very enteibning.‘Rol on tk Fkror loughrog/Rc^ 
the Fba toughing my [bun] Off.' 

Resurtedion/ 

Re; 

Being tiooglit bock to Me. This is done by returning to 0 
(apse, spe^ to 0 heeb. Of tw hoviag h^ng 

thmocrotsuEt vortoiB types of Resuneciion Spellt 

fbffiwtog 

Gtaytog hdnrDciw to promote 0 gieaiw 
depth to the wtxld. 

Root 

to lock on enemy in plooe b 0 short time. They con 
fight, but they connol move. 

Run Speed 

Kow fast you (hotocta mows oooss ttoiQiL T^ 
ore severoi wcqn to inrraote this, inkidtog pol^ 
spedfk doss Abiites. 


Snore 

to stow on ertetry's rrmemeiw Honvstong, 

Ffost Spelk of mony typiK. imd other such 

Srm oppcixits. They cm sill move and fight, but 1 di 
itiudi ecsb to IQte thern during the time. 

SpOM 

Defeoled inamiesacil golherod resources ratera to 
tk wprM ofb 0 lini The event B cried 0 Sperwn 
(or 0 Pop). 

Spedoiraiton 

()ften tefen to tolanr seleclkHB. This denotes 0 focus on 
ploying you choracter no speck way Geor, iolortts, 
and pbystyie oil come together to moKnin o g.iran 

Spec. Con refer to trade skis. 

Split 

Atthbule thot cDotrois ik rata of Hit Boint/Mana 
rageneratbi b your thorocter. 

Stocking 

Abitoie that work in ktaTMiny insleito cl replocing ooch 
other ore said to Stock. Snores often do NOT Stock. 

DOTs of olmost dl types obsototely DO Stock. 

Stomno 

Aftiibute that deretmines your chonxter's Hit Point total. 

Standing 

A fodder for Honor golned in a week. You compere 
ogokist your own foction b high Stondwg. Achieving 
egdremiAy high Rook s impossibte wilhour consistBnilly 
high Standing ond 0 huge kivestrnent of tiine. 

Stot 

A Stotislic that reflects on your geot, leveis, Aitnbiies, 
ond anmt state. Your skits protide o ^neral idea tor 
yoa character's comt»t perfortitoree. 

Sleollb 

Ito A&ity thm aOovn 0 choroctw hmited misM 
k cost of (twvetrwnr spaed, Dvoilolto b on^ 
ond ()raids (lE wet K sorrw irrabs). Sleallli is broker) 
^ the chotoder tote s{wk ockns w kAes 
dorpcgtofonytypo. 

Strength 

Atokte thcH deterrmnes nwk dontege Old pot^ 
b domoge rnigation from shieto btock^^ 

Slun 

Any OhiTty/effect kt COMPIETEIY holts on awny. 

They cannot move or escape this eftoctuitd it weor off. 
Ho cambot is possible b kiT) at this time. 

Tolenis 

Toienl (binh ore used to OMsf n one of iiiee lolent 
Tiaes. Each chraixter (toss hos bee mob kids of 
Tatonte to cfxxBB froin, ond you cem ebsoA/toly mu ond 
tndch town two or even bee litem bes. Tokrtt Points 
aragNenhomlvrelsI()^0,addtogupKiS1 tab IPs. 

Tonk 

A tough choucter (lesigrM to grab ererny oggra irod 
hold d while mitigcitog as much of k itomp^ 
possite. Worriors ore often tk best tanks, but Paladins 
and Druids ore useftd hae (B w«R. to lower levels. 
Shamans ond both Himta a Wotock Pats con oiso 
be iBkite Kinks. 

Top 

The last point of dorirage ogoinsr ony ta^ tops it b 
ymi/you graup. This designates tk monster os ycits, 
turning its stofus Ixr grey to J okn. Osly you ( 
experience or loot from your lopped target. 

touit 

An ifiitr kt pushes your ihotock mudl htq^ 
k lop (10 creoturo's Hole list. Great for biking! 

tol/WhiS{N( 

A prkto tnessoge, sant ikeify to 0 parsoii by typing 
/tol or/whispcf enj kii loma. You coo also dkk 
on 0 cbcvoctoi's name on the saeen and send 0 /tel 
from there. 

TTusol 

Tk onrami of nAuence on tk Kota list kf Q ghrei 
Dcthb causes. H'i|^ Threat b GREAT d you wTXd aggro 
High Ibreot 6 hott^ 1 you ore squishy. 

Toon 

Another tenn b yow (hoKicter iagame. 

TIon 

A teim Died to derote tk process of gciinng new 
obt lies (which coa k done every even levei), DS in 
*t1 go noin in Irocifoige.'It con also k ised to denote 
k (At (f (uing enefl«s hough Qn^ 
pup ond getting those peofle engogid ii combet. 

Tk secck dehnkn (im be token os griciing 1^ <ke 
tepeoiedty to people of k some toction. 

Twink 

A cborocter (usuiy iowtevel) thet pcssesses gear/ 
eackniments greoily okva kr cbfiliK/meaRs. 

libef 

Common sAng usoge meons kt o perspfl/rmnslef/ 
itain is todreritely perwerfU 1 it B ubec. 

WIB/WIS 

WonttoBuy/VtottoSel 

Zerg 

1b gather B 0 large group ond rush torwvi This'8 
oftN D foolish or risky todic h k bortlegrounds 
beccuse H leaves points undebided/unwcntied. 
Suppotling AMes s good; blind tushk is bod. 

Zorn 

CemmontemifaategrowofAroroth. Wstends, 
HAkad, Botrm, Dutotor ore ol Zones. 






















































































































RACE 









Choosing a name, race, and class for your character may seem like a simple start, 
but irs all about investment. You can pick the first cfass that comes to mtnd in any 
race and click on the button to give you a default name Or, you can sit down and 
consider with full attention to detail what you want from a character, what each 
class provides, and which race fils you the best, then think about a name that neflecls 
all of that. Though this is a very personal decision, there are still a few lips that might 
help along the way. 


CLASS 


Your intended class Is the best thing to 
decide first. After all, you don't want to 
fall in love with a race and suddenly find 
that they don't have the class you were 
hoping to play. If you don't have a class 
in mind already, stop and think about 
yourself. Do you want to get up close 
and personal? Is ranged combat more 
your style? Is magic a way of life for 
characters in the games you love, and. If 
so, do you like to support/heaf or go on 
the offensive with it? 

If you don't have answers to those questions yet, perhaps because you are new to 
fantasy games, go deeper into your analysis. Do you lead well? Prefer to sit quietly 
and act suddenly, on your own? Is supporting others very important to you, or are 
you disinclined to be constantly involved with other people's needs and problems? 
There are no wrong answers here, [t's better to be honest about what you want and 
seek the class that suits you. 

The table below may help here. Though personality issues are extremely subjective, 
there is a tendency that you wiil notice In people that are happiest in a given class. 

The Classes in a Nuisheil 


'class ' 

Major Aspeds of Play 

Parsonalrly Leaning 

Pruitf ' 

Fbxibjlity, Hooling 

People Who Ctmra Change 

Hunt^ 

Sunmol, [Tlerceplion, PtilSng 

i Those Who Hold Bad from Dirett 
Conflict 


Crowd CoRlroi, Range, Post Ute/Fast Death 

The Feailess 

Pdadin 

Canncit&e Killed Eosily, Ihg NooEer Who Won't Die 

Peopfe Who Hale loyng 

Priest 

Massive Hea^ng and Gmup Stippol 

StitJporier^ 


Stidrfeii Damage, Maity Stwis, Hi^ Prepamlwn 

Agyres^ Ployers 

Slwmon 

SpedalUnlkiri Coil Lsad In Shony Melee, Ronged Damage, ei Heorng, 
Meey Putlis to Succoad 

All types 

Wjjiiock ' 

lougheir Than ley Look, Ma[er JllKty Cpirns, Gods of Attrilwi) Wodare 

Those Who Love to Win 

WarriQr 

Grab Immense Aggro, Hamper Enemies, Requires EuHt Skill aid Gear lo 
Show their Ultiinaie 

loaders 


The people who end up being happiest In their classes almost always fee! that way 
because the personality of the class mtitches their own. There are many folks who 
play a class for the %vrong'' reasons and end up never quite clicking with it. This is 
because they chose the class based on stats instead of soul. Class X may be the flavor 
of the month, but nerfs/buffs come and go. Try everything, analyze what feels right, 
and run with that. 




Though Racial Traits are discussed later 
and certainly have an influence in game- 
play, it is stili -STRONGLY recommended 
that you choose a race based on feel. If 
you grow to love your character, you are 
going to spend hundreds of hours watch¬ 
ing them fight, grow, and succeed. Don't 
pick a character that doesn't look or feel 
right to you; look at al! of the races, try 
male and female versions of each, and 
.see what click-s. Let no one influence 
your decision in this. Pick what you like. Love it, enjoy it, and mock anyone who 
doesn't understand. In World ofWarcraft, all possible character/race combinations 
are fully viable for the endgame. Anyone can solo to level fiO. Anyone can group up 
to 60. End of story. 


NAME 



You might be amazed to realize how 
much goes into a name and how much 
people assume about you based of this. 
Generic fantasy names are near-on 
impossible to remember, movie char¬ 
acters are almost despised, and comic 
names might not get you Into all the best 
groups. Consider the following: 




Th e World of Warcraft Name Generator gives you random names to consider. 
You can click on this as many times as you [ike and keep what you want. At 
the minimum, this avoids many of the issues with offensive names. 

Other fantasy name generators are found online as well. Search for these and 
see if there Is anything you like. 

Simple names are often much better than complex names, if people have 
trouble typing your name, they won't remember it either. This is bad! You 
want people to remember who you are and to enjoy typing In your direction 
{well, if you like grouping and roleplaying). 

Strongly consider avoiding popular names from fiction. Almost no one is go- 
ing to treat you well if your name Is a variant on common characters. Drisst 
Entruri Pickkardd is not your friend. Seriously, there are already 50 Hunters on 
your server alone with the name xxLegolajtx. Nobody can remember which is 
which. Nobody wants them around. If you want to go for it, good luck! Enjoy. 
But, don't say we didn't warn you. 

Real world names are right out too. jay low the Priest might be able to team 
with Bennnifer the Druid, but things just won't work out in the long run. 

It also needs to be said that names of major religious figures may be taken as 
major insults by some of the playing community. Be considerate and try not 
to make major political/social statements with your World ofWarcraft time. 
People are in-game to get away for a while and enjoy the beauty of Azeroth. 
Be kind to the folks out there; most of them are pretty good people and would 
be happy ro be your friend. By the same token, racial slurs are right out, and, 
yes, CMs will change names without warning. If you see someone using a 
name that is offensive in these ways, have no guilt in reporting them to a CM. 
Odds are, you aren't the only person offended by such language. 

You don't need to have the most creative or incredible name to get by. Just 
choose something that you like. Something that sounds,goo ^to.yo u. Simple, 
concise, dear, and easy to type. 
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Online games have fheir own systems oi social rufes; there are certainly more 
interactions in a game like World of Warcraft than with offline roleplaying games, 
where people are seldom able to compete or cooperate while playing. WoW creates 
an environment vvhere both positive and negative interactions between players are 
intended to occur, but even the negative ones are set within certain guidelines. Be¬ 
haviors that tall outside of normal etiquette can be considetied rude or inappropriate 
or even as griefing To make friends and have a smooth experience in game, it pays 
to learn the rules up front. 


WHILE HUNTING 


The environment is primarily cooperative in the open field (at least within your own 
laction), where players are aligned against the monsters that stalk Azeroth. Whether 
soloing or grouping to accomplish this, there are ways to keep from stepping on 
Other peoples' toes. Beyond that, it's good to know when someone else is doing 
something that is genuinely disrespectful so that you can advise them fat first), avoid 
them if they cunLinue, and ignore them if no change occurs. 

You Took My MobsUI 

Mob ownership is often a point of contention during PvE hunting. Soloists and 
groups run into situations where other characters will come through and kill some 
of the same targets in the area where they were already hunting. The first point here 
is to use a cool head; everyone has a right to go after monsters. Even when a higher 
level person is attacking a beast, they may be after trade items that are useful, doing 
a backlog of old quests, or just farming something for their allies. 

instead of reacting with a negative attitude, see whai can be done for both sides from 
the beginning, If you are on a kill quest, offer to bring the other person/people into 
your group^—everyone benefits from this. By the same logic, if you are on a coJIec' 
tion quest and someone else is going after the same targets for different reasons, it is 
STILL faster to group together and hunt. Take the time to ask them first before imme¬ 
diately moving to invite them; players often respond more favorably and happily to a 
verbal request for a party than if you ambush them with an invitation box. 

For whatever reason, an alliance may not be an option. This happens often enough. 
No problem; you can state what you are doing and see if the other players are 
willing to give you the space to continue with w'hat you were already doing. If they 
can't outright help, at least they can give you enough mobs to maintain the same 
kill rate and excitement. Fair enough for 
everyone concerned. 

By asking people nicely and making 
your needs clear, you have every' chance 
to gel more of what you want if the other 
people are nice. Also, acling politely 
is less likely to trigger their obnoxious 
side (the side that might get them to 
intentionally stay longer and be even 
more obtrusive). 



to Mandle HLWiiug ConflicU _ 

Try to Wosk togstker Wfth fof Mutual Eetiefil 

Agree to Lenve Eodt Dihet Fnotfgh foiggts and Spoita _ 

Find Q Bettet Hutttinc) Spot If Natiilng Con h Arranged _ 

Avo^ Aggressiye fbyets ntid l^etwri ftiry Grielng ta a GM HFTFfi feu Are Csrfoln ibot it Is Itit^tioflol 


Most groups and conflicts are settled by the first tw'o options. However, there are 
times when another group doesn't want to join with yours and is not willing to share 
anything in the region. That doesn't make them griefers^tFs still within thefr rights 
to kill as much as they can within the area (that is your right as well). If the other 
group reifuses to have a comforiable attitude, you may fry another camp of the same 
creature {this DOES NOT mean that you are backing down or acting like a coward); 
there are often .several camps of imporlant monsters in a given region. Rather, it 
shows that you are sensible enough to have a good time and keep from wasting your 
night, experience points, and energy fighting for meager kills on a single quest. You 
can always come back later. Your fun, experience, and treasure are more important 
than making sure someone else 5NT getting those things. 

Okay, so Is there any griefing at all that occurs in regard to mob ownerships Well, 
yes. Even with the tapping system in place, there are ways for people to make life 
difficult for mar^y other classes. Someone with a real chip on their shoulders can use 
fast abilities to tap a monster just before your anticipated puli. This negates the expe¬ 
rience and treasure you receive from the kill, so it's a bad situation, if someone does 

this once, ignore it entirely (it was most 
likely an accident). However, a person 
who follows your parly around and does 
this rnultipie times is absolutely trying 
to get in your way. Ask the person what 
they are doing, then report anything 
foul in their response to a CM. If they 
ignore you and keep doing it, find a new 
place to hunt and ditch the offenders. 
Even at this stage, they may simply be 
too young, inexperienced, or otherwise 
hindered to know what they are doing 

It is still useful lo know how to combat the people who try to tap "your" monsters. 
Note that your DOTs and debuffs aren't useful for tapping. You need to deal damage 
to a largel, and deal El quickly. Find your fastest ranged ability and use that for grab¬ 
bing monsters. If you are a melee class, see what works the best out of your existing 
options. For a Rogue, a fast thrown weapon or missile attack may be ideal. With 
Warriors, a Charge and immediate Hamstring. Obviously, Hunters and magic classes 
have the edge in doing this, but any skilled player who knows their class can learn to 
tap quickly and get the monsters they want. 

One very useful thing to be aware of is the ability of certain classes to immediately 
lose aggro. Rogues and Hifniers especially are able to grab creatures and then get 
them onto you [w'hether they are members of your faction makes no difference in 
this). What happens is that these characters gather the aggro, move over to you, 
then use deaggro abilities, such as Vanish or Feign Death. This puts the aggro onto 
you even if you haven't touched the monsters- Yikes! Most ofien this happens by 
accident when someone gets too many mobs at once on them and needs to escape; 
you are now the closest target for monster aggression and in the wrong place at the 
wrong tirne. However, a few nastier players of the community make an art form of 
doing this on purpose—and they are not usually subtle about it. if you see a suspi¬ 
cious/aggressive person gathering mobs into a tight group and then making a direct 
lino toward you, prepare yourself for escape or an attack of your own against the 
monsters. Report those of your faction who do this consistently for griefing. 
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Treasure Distribution — ^ - 

When hunting in a group, especially when that group is composed of strangers, it is 
very wise to establish loot rules ahead of time. The dominant form of drop rules is to 
makes a pledge of Neeti Before Creed. This means that any character in the group 
who needs an item is placed in priority above someone who would just sell the item 
to a vendor or give it to an alternate characler/guildie. This keeps parties together in 
a better atmosphere of cooperation. By agreeing on Ibis BEFORE any powerful items 
drop; people save minutes of wasted hunting time trying to figure out who gets what. 



Even with good loot systems in place, the game cannot police each player and make 
sure they don't roll for items in an honorable way. Indeed, Croup Loot and Need 
Before Creed tanT see Into a character's inventory and determine whether they are 
actually going to equip an item. Thus, honor and trust play a huge part of proper 
l reasu re d s stri bution. 


Though individual definitions vary, the standard idea is that Need means that you are 


going to equip and use an kem as soon as you possibly can, either the moment you 


get It or as soon as you reach the proper 
level. This item is an actual upgrade tor 
your character, has an important place 
for you, etc. Greed is frequently used for 
items that aren t needed or for Enchant¬ 
ers who pretty much want everything 
that drops for their trade. Passing is done 
for items [hat aren't needed at all or for 
cases where guild groups are supporting 
their Enchanters {e.g.. Need if you really 
need an item. Greed for Enchanters, and 
Pass for other people). 
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good to Icnow what the loot systems do and do not do. This is usefuf for seeing 
why some things are very bad form. WUh Master Looter, a group leader is going to 
distribute things in the first place, so you don't have to worry about anything [just do 
what you are told, /random if asked to, etc.). More often, though, groups stick with 
Group Loot or Need Before Greed. In any event, you frequently have ihe option 
to roll on items that you don't need. Technically, a Warrior can equip pbte, mail, 
leather, and cloth armor pieces. There might even be some leather with greater +Str 
and +Stam bonuses than your current equipment, so you might feel that you need it. 
Hold on before you cEick that Need button, and think! 

if there are Rogues in the group, they are likely to have some serious need for such 
gear. It Is very important to realize that the Need button carries certain subjectivity. 

If an item isn^t ideal/perfecl/godly for you, wait and see If other people are rolling 
Need on it. Ask people '"This is actually an upgrade for me. If no one eEse Needs, 
can [ roil?" They can always say no. This way, you are working with your group and 
avoiding the cries of "Ninja'" Or really needed that item." 





The muddiest waters come when several people can use art Item AND it is an 
upgrade, but one class may need the upgrade far more than others. Consider a party 
with a Mage who uses swords, a Warrior (also specializing in blades), and a Rogue 
who likes having a sword as well. Who NEEDS the epic sword that those lovely Glitc 
trolls just dropped? Do all of them? Yes and no, of course. 

The Warrior would use it a great deaf. The Rogue would too. For the Mage, It would 
be an improvement, but that player wouldn't be using it nearly as often. In these 

cases, iCs better if the Mage backs oft, 
but it IsnT required either. So, the "right" 
thing to do for the Mage is to let the 
primary melee characters roll for it while 
looking for lesser swords. The "right" 
thing for the Warrior and Rogue is to 
accept the Mage's request to roll If he 
does push forward. Either side has the 
ability to walk away looking respectable, 
even if they don't come away with a 
rare item! 

You can gain a great deal of respect from other people just by stating that although 
something would be nice for you to have, you would like someone else to receive 
the item. This is particularly true if you have had good luck and previously gotten 
somC' good drops dtiring the run. By the same token, if someone else receives an 
item that you both rolled for, he a good sport and congratulate them on their good 
fortune. Everyone gets a little disappointed when they dorVt get what they really 
wanted, but behaving in a mature fashion increases the entire party's enjoyment of 
the gamc"^—and Increases the chance that you can get a good party for the next run. 

If someone in your group consistentEy tries to get every item that falls, talk to them 
about it first. Point out that they are pushing other people out of the way equipment 
wise and that it isn't fair. If they donl listen well, don't group with them again. If 
they are outright rude or unresponsive, boot them immediately and get another 
person for the group. The last thing you want Is to reach the end of a long dungeon, 
defeat the boss, and have the best items of the night plundered by some jerk who 
came in with the very intention of stealing people^s hard-earned gear. 




^ Set Drop Rules Before Leaving Town 

3 Don't Spend Large Amoonls of Time Oeterminlng Ireasote Distribution 
(More Fightino^More Treasure Anywoy!) 

IF Q Player Arts Poorly, You Don't Hove to Sroup Wilb Them Agoln, But Making a 
Sim Hurts the Rest of Ifie Group 

3 If People Continue to De Greedy Even After It's Pointed Out, Cut Your Losses And 
Get Rid of Tliem 
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WHAT DO YOU DO ABOUT NINJA FOOTERS? 

pul I hern or^ your Ignore List and donft group with them again. These players aren't 
likely to be considerate of your group's needs in the future, and it certainly brings 
down everyone"s mood when the best Items of a long instance go up in smoke. Move 
on, keep finding your favorite allies, and don't worry about it. Instances are repeal- 
able, and there are more evenings, more encounters, and plenty more treasure for 
you. As for the Ninja Looter, Imagine how things are going to go when nobody wants 
to group with ihem later for end-game content a couple months In the future. Having 
a had reputation isn't much fun, and a few good items aren't worth the trouble. 


Some people try to call out Ninja Looters 
on the boards. "This guy rolled need 
on everything, or formed a group and 
made himself Master Looter before we 
fought the bosses, etc." This usually Isn't 
worth the effort. Go ahead if you feel 
that this person was so foul that others 
outside your circle of friends r>eed to 
know, but the more sensible path is to 
Inform friends/Bulld members and leave 
it at that. You can't stop everyone on the 
server from dealing with the bad folks, so it's often a more stable course to take care 
of your own. 

Dealing With Incompetent Players 

Not everyone has the same level of skill in World of Warcraft Indeed, there is a 
huge gradient between the most adept and experienced players and those who are 
new to MOGs, WoW, and cooperative play in general. As with many suggestions, 
the best default should be to allow for some mistakes and be patient with others. Yel, 
there are still times when a player is performing so badly that something must be 
done about iL 



When someone in your group [most likely a person in a pickup group) is performing 
poorly and getting others killed, have the group leader lake the first step. The group 
leader should stop for a short rest (area allowing) and explain how the party should 
be performing. If the new player is pulling extra monsters onto a party, advise them 
on who to l/assistl and where to stand. When they outright pull monsters that aren't 
desired, tell them that they aren't responsibie for pulling and that a different player is 
already handling thaL 


Unles.s the player is outright rude in their response to your party's suggestions, keep 
them around at least for the quesi/expedition that you invited them to join. Good 



etiquette dictaies that the group should 
stay together until the task Is done, even 
if the weakest link in the party does not 
improve. Cutting a player for perform¬ 
ing poorly is rude. That said, no one is 
obliged to lake unskilled players out for 
every quest and every raid. If you aren't 
interested in helping that player improve 
their skills, don't group with them In the 
future. That is absolutely your choice. 
And, it's probably a wise decision. 


Spam Invitations 

It is best to look for groups with the tools available (general chat. Meeting Stones, 
looking for group world chat channel, asking in guild if people want to run X 
instance/quest, etc.). Walking around an area inviting everyone you see into a group 
is not polite. Ask first and you will find that it is much easier to collect a better grade 
of players] 

The same is true for duels. Practicing with your character in 1 -on-1 PvP is exciting, 
and many other players are happy to join you in duels, especially near towns when 
they are not engaged with quests, other parties, etc. However, spamming a person 
with duel invites is quite obnoxious and will land you on an Ignore List some of 
the time. The best duels take time to set up, with fun talk, mutual bows, and a brief 
discussion for any rules that are desired. Duels do not simulate irue PvP anyway, and 
oul-oHthe-blue ones aren't worth the breach In manners. 


Asking for^Help 

As long as you don'l demand help from anyone, it is perfectly polite to ask for as¬ 
sistance when going after difficult fights, quests, and such. This can be done on the 
general chat channel, from guildies, or from people in the area. If you see people 
fighting their way toward a quest mob that you need to fight, there is nothing wrong 
with asking to join them. When you can't get close enough for l/sayl to work, whis¬ 
per to one of the members in the group. People rarely mind grabbing an extra person 
for a few kills. 

A side issue of practicing good manners 
Is when your party is standing close to 
an important quest NPC, getting ready 
for the fight. Because some of these 
monsters are hard tO find [because of 
wandering, spawn problems, etc,), it is 
polite to either yell or send a message 
over general to let people know that 
that enemy is not long for this world. By 
doing this, you give others the chance to 
ask for an Invite if (hey are close. 













Requesting-Buffs from Strangers 

When soloing, you find that certain buffs make a huge difference to your perfor¬ 
mance. A Warrior out by his lonesome i$ greatly improved by a Priest^s Stamina 
Buff {Holy Word: Fortitude)- Getting conjured food and water from Mages is another 
boost to sobers, because it is effectively free to both parties- However, no one is 
obligated to help a character with abilities that cost time and Mana to cast. The best 
way to get what you want here is to approach characters that are out in the field and 
ask politely for the .buffs or Kpells that you desire. 

Don't be afraid to help the person it> question polish off a few monsters; because of 
the tap system you receive □ experience and they get their kills substantially faster. 

Be aware, this reduces the experience a player receives. That is usually a good way 
to help out while waiting for a response (ask first, cither way, ''May I have some 
food, my Mage brother? 1 can help you kill monsters for a time or give you some 
coin for your trouble!''). Also, if you have buffs that are useful, throw those on the 
Stranger while they make up their mind (it won't hurt your request, certainly). 

Ef a Mage conjures a large quantity of food/w ater for you, throw a modest tip in 
there even if the Mage doesn't ask for it; that person is going to have a short bit of 
downtime for what they gave you, and a lip imakes them feel better about being 
generous. Besides, the cost of buying vendor food and water is so much higher that 
you save entire goJd pieces at liie moderate levels just by getting Mage assistance; 
encourage them! 

From the buffer's perspective, It is nice to receive tips. However, a kind "thank you" 
is what you should expect and require for future assistance. When people don't 
thank you for your time and effort, it's not worth helping them time and time again. 

On the other side, if you do not demand 
a tip, don't expect one from every char¬ 
acter you help (many may be too poor to 
make things sweet for you). Thus, if you 
aren't going to feel right about helping 
someone unless money is exchanged, 
TELL the other players up front SeHir>g 
your services is perfectly acceptable. 
Pretending to donate them and getting 
upset when people don't realize your 
expectations is a bit unfair. 



Trains 


Running through a region often causes a number of monsters to collect in your 
path, following behind. Even if you are high enough level to survive this, there are 
sometimes grave consequences to thc’se trains (so called because it looks a tad like a 
train, with you as the engine and the monsters as cars following behind). When these 
monsters break off from the chase, they have a chance to aggro on various players 
during the trip home; this varies depending on the rnonsters and area, but it always 
has the potential for chaos. This can cause many deaths and problems to lower-level 
players in an area. 


tf you are running around with a train behind you, avoid other players by as wide a 
margin as possible. And, if your \yay is blocked by a group (at dungeon entrances or 
other such bottlenecks), be willing to move off to the side and wait until your train 
heads home before advancing. It's FAR better to die than to cause another group to 
wipeout. Besides, the characters you just protecied may have a rezxer, offer you a 
group for future protection, etc. If you get them killed, they are not so likely to keep 
you on their friends list! 


Jumping In ^" 

It is fairly common to see other players in trouble. A bad puli or just a poor turn 
of luck can place ariother character or entire group in a situation they cannot win. 
There is no hard and fast rule for what you are supposed to do at that point. If you 
believe your character would turn the tide of battle, feel free to jump in. When 
you KNOW (he other group needs help, take a fresh target and pull that away (you 
get the experience and treasure, but they have one fewer problem to deal with). 
However, if you think the other group might be fine and are uncertain, jump onto a 
tapper! mob; there Is almost no way to give offense by doing that because the otlier 
party still gets their loot and experience. 

All that said, people are strange. You can give offense to some people for things that 
don't hurt them in tlie least. They might be roleplaying or just misunderstand the 
system, but, whatever the case, don't always expect thanks for stepping in. tf people 
don't ask for help directly, you assume a certain risk by charging forward, ^hrug it 
off either way and do what you feel Is right In general, healing the people in trouble 
is least likely to upset folks, killing tapped monsters would be next, and snagging an 
untapped add is the most risky. 

Perhaps the situation is entirely hopeless. When a dozen monsters get trained onto 
a small group, it is unlikely that they wilt evacuate safely. Don't jump in when the 
battle is hopeless (just get tjut of the way and hope for your own survival). Adding Eo 
a failing battle makes things even more chaotic and coufd even cause a fleeing group 
to stop and try to hold their ground. 


if you are a Rezzer or your group has 
such a character that is willing, send 
one of the people in the doomed group 
a whisper and ask if they want a Rez 
(not everyone does if the map is small 
enough and the Graveyard is somewhat 
close by). It's worth a short moment to 
Resurrect the group If that is what they 
want. The good will Is nice to have, and 
your group may need a Rez one day too. 
You never know who will be around 
when that time comes. 



Staying in a Group 

Croups may form for a single quesi, an hour of play, or even a Single battle. Proper 
manners here vary, but the basic key is to be honest about how long you intend to 
stay with a group and stick to your word. If you join someone for a quest, say that 
you are able to stay around for "X" amount of time and that is your limit. Work to 
get the quest done, then stay to make sure that it is done for everyone before leaving. 
In the event that you must leave unexpectedly, atx>]ogize, give at least some of the 
reason, and offer to make things up to people later. 

When the task has been completed, make your intentions known then as welt. If you 
like the party, ask them if they would like to continue grouping and see which quests 
you have in common. If you don't want to group any longer, thank them for the help 
and wish them luck (especially if the party wasn't very good; they'll need it). In any 
event, resist the urge to warder off and go back to your own business without saying 
anything to the group or suddenly separating from them after criticizing or demean¬ 
ing them. Being polite and practicing good manners makes grouping more enjoyable 
for everyone. 

By the same token, don't assume that everyone who leaves suddenly is being a jerk 
and ditching the group. Phone calJs, family, lightning, penguin outbreaks, and other 
problems simply occur. Ef you group with someone a couple times and they consis¬ 
tently ditch after finishing their part of the quest, don't group with them in the future 
(at least, if that type of thing upsets you). 


Grabbing Resources 


Resources that spawn at static points (e.g.. Metal and Herbs) are available to every¬ 
one, and it is another case where first come, first served is the rule. Yet, there are a 
few ways to keep from doing unfair things while collecting. Because many resource 
points have monsters nearby, groups and solo characters must fight to dear the area 

first, unless Ihey are high enough level 
to simply sneak past and grab what they 
want. Regardless, if you see a person 
clearing the area near a resource point, 
do not rush past and steal that point. 
Whisper to the person or group and ask 
If they are going after the resource node; 
if they say "yes", move on and look for 
another [you should get to the next point 
first since that person is still going after 
the Iasi one). 




If you badly need points for your skills, you may ask a person for a chance to access 
the resource point without taking anylbing. With Mining and Herbalism, the point is 
given for using the resource node, not for taking what is inside it. Thus, a whack on 
a vein of ore or a moment looking through the herb patch gives you everything you 
need without costing another person anything (either their point or the materials). 
There is no harm in asking for a chance to do this, and most harvesters won't have a 
problem letting you try, especially after they find that you are good to your word. 

Note that some gatherers are from the other faction (thus you can't lafk to them). 
When that is the case, go ahead and get the poim without worrying about things. 
Competing with the other faction is a good thingl The neutral route is to get your 
point and leave the node for others, even if they are jerks; if they were clearing a 
point, let them have it. You've got your point either way. But, if you want to detract 
from the competing faction, go for it. Be ready for a /slap or /spit thougii [on a PvP 
realm, never gather from a node without killi ng the enemy first)] 

In groups, there may be several resource collectors of the same type (two Skinners, 
two Miners, etc.). As the group is moving into the area, discuss how you plan to 
tradeoff resources. For mines, it may be that everyone gels a hit for points, then the 
metal is split evenly. For Skinning it may be that just one person skins each monster, 
for time reasons, and the Skinners trade who is on duty. 


BACK IN TOWN 


Even in the somewhat relaxed state of standing in town, hawking wares and seeking 
various trainers, there are proper ways lo conduct yourself. 
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Where Is Everything? 

Some of Ihe NPQ in cities can be hard to find, A system is in place that allows play¬ 
ers to ask the guards of maior cities where to find various NPCs. Right-click on the 
guards to bring up a list of the NPCs and locations they are aware of, then choose 
the person you seek (a red flag on the mini-map appears to help guide you there). 

Sometimes, people in the General Chat 
Channel ask where different NPCs and 
stores are located. Try to j^rovide an 
answer for difficult questions. Jf the 
players are asking for answers to simple 
questions that they have access to> direct 
them to the source they should be using 
("The Quest description telis you where 
those monsters are" or "Ask a city guard 
in Stormwrnd; they will put a marker on 
your map"). 

If you are the one who has questions, ask in General and see if people are willing 
and able to help. There is nothing wrong with asking every now and then if you 
don't receive assistance and are still having trouble. This is an area where "Please/' 
"TTiank You," and general courtesy go a LONG way. The more polite you are the 
more often future questions are answered. Also, players tend to provide more infor¬ 
mation when they feel connected to the person asking the question, "Does anyone 
know if the Mo'Crosh Crystal is a shared drop^will get more attention than "Is 
Mo'Grosh Crystal shared?" 

The best tendency is to try and find things you need on your own at first, because 
many iterns, stores, NPCs, and quest targets are quite accessible. Asking where to 
go and what to do the moment you receive a quest frustrates other players on chat, 
and they wonT be as likely to help after several rounds of queries. Instead, wait until 
the tools available to you are exhausted. Look around, reread quests or pertinent 
text, ask your guild or group, then go into General Chat. Also, feef free to whisper a 
personal "Thanksl" to anyone who helps you. Showing that you are genuinely appre¬ 
ciative of their help is a suitable payment for the time they spent typing an answer. 

ON THE BATTLEFIELDS OF PVP 





Many of the rules that govern play in PvE change when dealing with players of the 
opposite faction. This is a desired aspect of the game for many people, and i( is best 
to choose a server that fils your view of etiquette from the beginning if you are wor¬ 
ried about certain aspects of competitive pby, Pvp is one of The rare times when the 
server is what dictates etiquette more than common sense^ disposition, or morality 

When to Attack 

Going after enemies of the opposite faction is a matter of duty on the PvP servers, 
to a fair extent Disrupting another player of your faction when they are fighting a 
monster would be griefing; doing the same thing to an opposing faction's player Is 
acceptable (perhaps even desired depending on how bitter the rivalry is on the server 
currently). 

Indeed, attacking other players in a PvP environment is anticipated and encouraged. 
Any civility that you want to pul into such combat (waiting untiJ enemies are fully 

healed, outside of combat, have seen 
you, etc.) is above and beyond what 
others expect from you. Much like in 
real life, indulging yourenemies in 
this way is a risk that won't always be 
returned. Let roleplaying and your sense 
of enjoyment dictate these respon, 5 es 
instead of standard etiquette. If you want 
to be a dirty^ rotten, backstabbing fiend 
that leaps onto hapless foes at the w'orsi 
of times.. .go ahead and do it! 

Js it possible to grief members of the opposition? Yes, there could be griefing, but 
this would only be an issue if there was a bug that was exploited against members of 
one faction. Things that would nonciaJly be considered griefing are often allowable 
otherwise. Training monsters into enemies is not griefing; it's a viabJe strategy. Again, 
you may not choose to do ft, but your enemies have every right and ability lo do it 
against your party, Be preparied. 

Ganking 

Canking is the process of going lifter helpless characters or characters of MUCH 
lower level. If ganking doesn't do anything for you and it makes other people's 
lives difficult, is it wrong? No. Some people on both sides of the war see ganking 
as a practice of griefers. However, this is not an act of griefing because it is a game 
dynamic that is mutually agreed upon by the parties involved (the targeted players 
chose to come to a server where nori-instanced lA'P is a reatityj. Thus, they knew the 
risks and consented to the attack simply by joining the server. 



That said in defense of gankers, it still is not an act that earns you respect from the 
majority of players unless you accontplish your attacks in novel and exciting ways. 
Using stealth or invisibility to get into contested areas where relatively low-level 
enemies are questing and going after solo targets is fairly simple. Charging in with 
raiding parties, fighting out in the open, 
going after larger groups, etc. is the way 
to have more fun and truly challenge 
yourself. 

Play as you wish. Those who want to 
avoid this style of gaming are absolutely 
free to join the servers where Faction- 
based combat is restricted to instances 
and opt"in combat (e g., defending city 
NPCs that are being attacked or flagging 
for FVP}. 



Corpse Camping 

When an enemy dies, their corpse becomes a respawn point (when their spirit 
returns). Only in dire circumstances do PvPers take Durability penalties for their 
deaths, so it is probable that the person who died will return to their corpse. Corpse 
Camping is the act of patrolling the region where an enenry has died while waiting 
for llie person to return (the followup is to attack the recently Rex^ed character and 
kill them a second tiime). 

Again, this is not griefing. However, it is both obstructive to the other person's 
enjoymeni (since they canT even gel enough health to have a good fight with you) 
and it holds your group in place instead of getting you more experience, money, 
combat, etc. The camped person is free to log off and return at a later point when 
you are gone, and it's impossible to know if that is the case. So, it is often belter lo 
get your kills, move on, and know that the victim could be after you at any time 
(enjoy the rush). 

As far as etiquette goes, people are FAR happier on both sides when corpse camping 
is minimal- Very few players enjoy being camped this way, and most classes simply 
don't have the ability to get away safely when five or six people are boxing them 
into a sinall area. The flipside of this is what happens when a ganker/corpse camper 
goes down. Suddenly, tons of people are ready to camp the offending party, and the 
hunter quickly becomes the hunted. 

Battleground DOs and DONTs 

The PvP Battlegrounds have rules of conduct all to themselves. Some things are 
entirely fair there that would be mean in other parts of the game, yet other aspects 
are surprisingly cordial. Note, these are moral issues. Killing players is one of the 
key means of acquiring Honor, so many people feel the need to kill any and all, no 
matter the circumstances. 


CtRAVEYAROS 

Graveyard camping in the battlegrounds is the most complex issue to bring out in 
Warsong Gukb and Arathi Basin, this action is highly reprehensible. Many players 
on both sides turn nasty toward you if you stay in the area where Ihe other faction is 
brought back lo life. DonT attack these people until they have left the safety of the 
Graveyard. Not only is this a nice thing to do; it keeps people coming back for more 
even after their side has suffered a defeat. Wheft people camp, it causes the other 
Side to feel more than just defeated; they fefel broken and humiliated. Then they 
don't come back. No more easy wins for you—^often no more BGs at all for a few 
hours. Ouch] 

Yet, in Alterac Valley, camping is a standard part of fighting strategy. This is because 
Graveyards are an active part of Alterac Valley warfare (they can be captured). Thus, 
the game encourages you to go after these sites directly. 

EMOTING 

The use of J/spitl is exlremely unpleasant. Though realistic for roleplayers and an 
allowed action by Bliz;:ard, many players find spitting to be rude/irssulting. Reserve 
this for enemies who are vile. Graveyard campers perhaps? 

The flipside of emotes is that they can be used to show respect or friendship, toward 
allies and enemies alike. Try L/salutel to let people know that they are respected even 
if you are trying to kill them. Or, [/love] and l/hug] work well for friendship. A good 
1/dancel Is another way to let people know' that things aren't always about fighting. 

If one side of a battleground is vastly outnumbered, the other side may choose lo 
play around while accomplishing their goals as a way of saying, "we're going to tr>' 
to win this quickly, but we won't fight you directly unless you attack us," Giving the 
understaffed side the initiative in this way is very good form. 















EXITING BATTLEGROUNDS 


Leaving a Battlegrour>d can be a point of contention as well. Because the game 
allows you to queue for multiple Battlegrounds^ It's not a rare occurrence for a 

Battleground to pop up while you are 
already fighting In another. Jf your team 
is in trouble or the fight is close, please 
don't leave unless you have a very 
good reason without telling your team 
first. Even if others take your place, the 
disruption might be enough to tip the 
Other side toward victory. If you do have 
to leave^ let people know and apologise, 
then leave the raid or |/afkl before Jog¬ 
ging out 50 a replacement can enter as 
soon as possible. 


In the Battlegrounds; don't attack enemies If they stop fighting entirely. When 
outnumbered or just outgunned, some people give up and puJi back [this doesn't 
happen often, but ifs worth knowing about). In these cases, the enemies want the 
match over as soori as possible so they can try to get more people into the next 
Battleground, just win the match and don't attack them unless they attack you. 

This also comes into play when other players are zoning into a Battleground that 
Is already in progress. If you see someone standing absolutely stIH, despite coriibat 
going on around them, it's likely that they aren't being deceptive. They are probably 
just away from their keyboards or waiting for the area to load ^especially if you see 
them doing this In their spawn-in points). 

To be safe, go ahead and use crowd control or a snare on such targets, to make sure 
they can't quickly follow and attack you, but don't kill the poor people. 

^Vei IfllKf<1^ WOKIH 

There are certain aspects of MOG play that are almost universal. Appropriately, 
these are present in World of Warcraft and should be explained for people who are 
new to the game, genre, or ever to Blizzard games from the past. 



WHEN NOT TO ATTACK 


PATIENCE IS THE KEY TO GLORY 


It is invariably true that patience leads to greatness in many tasks. Most rolepiayIng 
games have a huge element of this, and MOGs are even more representative of the 
idea. Ifs impossible for players to sit down and see everything there is to World of 
Warcraft in one day for week, or month, or...). Thus, no matter how hard you try there 
Is no way to rush through the game world and gel to the ''end." In fact, though there 
is an end-game portion of content where players are capped in level, there is never 
going to be a heavy hand on your shoulder saying "The game Is over now, you win." 

Regardless of anyone else's view of how fast someone should play, level, and enjoy 
the game, there Is no specific time to reach a quest or an area. Take a week hunting 
for Kodo Leather in Mulgore, or try ex¬ 
ploring all of Kalimdor at level 20 if you 
are truly brave. Nothing that you enjoy 
in World of Warcraft is wasted time. The 
world is here for you to enjoy! Take it 
easy and play as you wish. Indeed, the 
levels iine more exciting, the gameplay 
refreshing, and every group a bit better 
when you remember that fun is more 
important than getting the next skill, 
level. Wombat of Slaying, etc. 


LEARN WHAT YOU CAN HANDLE 



It's exciting to push your character to the very limits of survivability. This is good 
to try on a limited basis for several reasons, first off, it provides a nice rush (even 
if you eventually lose and have to do a short corpse run). Beyond that, this type of 
testing brings you closer to your characters; understanding how to get every last bit 
of power out of a class makes every difference when it eontes to complex challenges 
such as Player Vs. Player combat and dungeon instances. 

Though you naturally cover the limits of your character over time, simply by playing 
the game and dealing with the troublesome situations that arise from large pulls, 
trains from other groups, and ambushes out in the wild, testing still has Its place. The 
issue here is that intentionally testing your class makes the process more analytic; 
you can prepare new strategies, test them out, and really see the effects. It's MUCH 
harder to keep a keen eye out when you are surprised. 



Try finding situations that push your 
character to the limit to see what things 
your race/efass/sryle combo are best 
for countering. Try going against single 
targets of high level In solo encounters: 
engage entire groups of equal or slightly 
lower-level monsters; grab wide aggro 
from a huge range of enemies and try 
to flee successfully. These tests reveal a 
great deal about the strengths of a player 
and that person's chosen character. 


FIND A CLASS THAT SUITS 
YOUR MENTALITY 


A character's class defines what they are capable of doing in so many ways. Though 
ever>' class Is quite Impressive In World of Warcraft, even In solo encounters, there 
are styles ol fighting that are more effective for certain classes. For Instances, War¬ 
riors [landfe |roup.s of enemies FAR better than most alternatives (they have high 
health, impressive armor, and a Rage bar that Is easier to fill when there are more 
targets aggroing). Carters, on the other hand, have more options for crowd control or 
healing, but must be quite careful of burst damage from enemies; success for casters 
involves damage at range, frustrating enemy advances, and using mans efficiently. 


Class Style OuiclzJist 

: Octss fiam 

OomSnQntMls .:J;^ . . ' V — j 

Warnoc 

Weiy High SurviwdiiEity; GDltiec Aggro; Damuge Mitigation; Versotrle Welee 

PfllosSn 

AibquDte Domoge; Bnetup Heoting; Reyirreftlon; SiMtg Amwr; Survival Abilities; GreotVs. Uitdeacf; 
fllllonce-Only Qks 

Regue 

High ejjhI SwstoinetJ Damage; Many Stuns; Stealth; low Armor; Ughr Hit Peinis, iockpkking 

Hunter 

PoYierful, Consistent Pete; Wonderhil Sustained Domage, Traps, Trodcing of Beosis niid Sentient Enemies, 
Moderate Armor 

Umiiij 

Shapeshifting; Slyfe Rexib^ify; Con Act os SubslUnte Tank, Rogae, or Heoler; Damage oI All Bturges; Great 
Roots; Backi|) Hooltg 

Shomon 

Totems b AoE Slalus Effecte; Supeih Group Support; Ranged Magic; Substantial Melee Otmwge; 

Moderate ArniJir; Resurrectlan; HordtClnly Class 

Pfiesl 

PoMful, Post, end EHklenf Heflfing; Stamina Buff, Protective Sltlefil Buff; Closchfionge Fear on o Qukk 
Timer; MUndwii Powers; Iminassiw Domoge With Some Builds; fn^ile Kit Points aid Aimoi 

Warlock 

Mullipla DOTs; Feor flOTS of Fear); Extensiva Pet Summoniirg: Mony ChatWBlbg Spelts, Slutted line 
Between Kit Pwnts and Mano {Can Use One to Gain Itie Other); Complex CIok 

Mcigp 

High Rouged Oomage; Srare Enemies With CoH or Root Them Grie%; Create hoe food/Vi^ater for. ■ 

Self arid Others; Create Mona Gems for Persond Use; Many Instairt Domogs Options; InGomkt Crowd 
Contid; Very Frogife flit Points and Aifflor - ■' 


Don't be afraid to message players of 
specific classes and ask them about their 
experiences. Use the WoW community 
site forums for the same purpose and 
see how actual players feel about their 
play experience. This avoids the path 
of reaching level 20-i0 before realizing 
that a class Is good but still not your 
style. Of course, it's good to try every¬ 
thing yourself in the long run, but that Is 
a different issue. 



CHOOSE A RACE THAT LOOKS 
AND FEELS RIGHT 


Though class selection is dictated by logic, race is a decision based on aesihetics- 
Cerlalnly, there are starting advantages to some race/class combinations (Tauren 
Warriors have higher starling damage per second and health. Gnomes have more 
mona to throw around than other races, etc.). Weigh Che racial advantages against 
your aesthetic needs. 

The choice of a character's race can be a great time to go with your heart. That 
character will charge about the screen for months to come, so pick a race that looks 
and feds right to you! This yields a starting [ocatlori that suits your playstyle, since 
all of the starting areas are geared to the races that inhabit them. Also, it conveys an 
immediate sense of doseness between you and your character; the more you enjoy 
your charadeG the belter each level seems. 
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Another fun thing to try is vorious voice emotes for the sex/rnce combination of your chorocter. f 
Create a chorocter and try the [/flirt] and [/silly] commands five or six times each. If the humor j 
of the combinotion works for you, the style of that race's quests ore likely going to syncli os well \ 
Don't forget to sample the [/donee] of your choice os well, and know thot there ore male/female 
differences even within the races, 

^ ^ 

H Don't let stats or racial trails decide race 

unless that is truly important to you! If 
you are interested in playing any combi¬ 
nation, no matter how odd at first, go for 
it and have no regrets. In WoW, player 
skill and a goexi reputation gets you into 
high-quality groups far more often than 
race, class, etc. 


INVEST IN FRIENDS AND SKILLED ALLIES 


And speaking of good groups, there are a few tips to help with finding them. While 
you are playing, even at low level, try to see which people are active in General 
Chat in a helpful way. Make note of polite, informed players and how they are deal¬ 
ing with each other. Out in the field, see who is eager to buff ungrouped characters, 
jump in to help other characters when a pull goes poorly, etc. Don't be afraid to 
spend time getting to know the other players; the ones who stay involved with their 
characters into the higher levels may be your companions for months to come. And, 
the sooner you become friends with the more friendly and skilled players, the sooner 
pickup groups will be a thing of the past. 

Ironically, to get away from pickup groups, people have to rush into many of them. 
The best times to do this are for kill quests, elite quests, and other activities where 
having more people around aids the process EVEN when they are strangers. Try to 
keep track of all the people you enjoy grouping with. Had a good time with Player 
A?—ask if you can put that person on your Friends list. They will most likely do the 
same for you. Continue this and there will be a cluster of a dozen or more people 
from other guilds that you know and like in no time (leading to faster groups with 
more familiarity, less down time, and more fun). 

On the whole, the best players to choose for your list are the people who click with 
your personality and style of play. Even 
when some players are unskilled and 
make mistakes, they may be wonderful 
> choices in the long run. You cannot train 
someone to be an exciting friend; skill 
in MOGs, on the other hand, is easily 
acquired over time by someone willing 
to learn. The vast majority of players 
who start off poorly but have the will to 
practice and learn end up being quite 
good by the time they reach high levels. 

TRY EVERYTHING AT LEAST ONCE 



There are many classes, races, and areas to explore. Even if one thing grabs you 

from the start, you become a better player by understanding where everyone else 

has been. Look into both factions even if you are sold on one of them. Playing a 
dedicated Alliance character, it is quite an eye opener to see the Barrens as a soldier 
of the Horde. Learning how the other side works together, quests, and levels aids 
in countering those tactics with your original character. Also, there is a chance that 
somewhere you haven't been will completely capture your heart. A player that im¬ 
mediately chooses to play as an ore may fall in love with Mulgore or even pine away 
for the beauty of Elwynn Forest. 

For those with enough patience, try starling characters in each of the six initial 
regions to see if there is something special in one of them. Spending a couple hours 
on this your first day may pay off with a character you didn't even know you wanted 
to play. 



In the same vein, be sure to experience 
world PvP, Battlegrounds, roleplaying, 
raids, and other such content several 
times, even if they don't seem to call 
to you. Some "carebear" players find 
that world PvP isn't their style at all, 
but Battlegrouixls on a PvE or RP 
server are great for them. Or, you might 
discover that roleplaying is wonderful 
once you've met a few buddies and 
understand your character a tad better. 
Try it all! 


IDENTIFY GOALS AND 
SUITABLE TARGETS 


There are many goals for a player to seek in a given session. Sure, it is possible to 
play without more than an urge to beat monsters and have a good time (a goal unto 
itself, honestly). If that is all that you are looking for, recognize that and take a lei¬ 
surely pace; fight the monsters you enjoy fighting even if there aren't any quests for 
that area. With a casual pace, it is entirely possible to group with a huge level range 
of friends and just do whatever you w'anl! 

When you have a more specific goal, do what you can to identify the best targets 
for accomplishing that. Indeed, someone looking for the best experience on a given 
evening should queue the most quests for an area, find a group that Is willing to stay 
together for at least a few hours, and then plow through those quests with military 
efficiency. Or, when quests are dry for multiple areas, gather a high-kill rate party 
and grind elite mobs in an Instance (not entirely ideal for experience, but a fine way 
to work with others and increase your chance for higher-quality gear). By choosing 
the right group, activity, and monster type, you gain more money and experience 
without investing more time or energy. 


Perhaps you want money instead. Taking professions to harvest resources is great 
for this. Mining, Herbalism, and Skinning are great ways to farm for cash. Sell the 
materials on the Auction House and watch the gold pieces roll into the mailbox. This 
will net your character far more money than grinding against even the best monsters 
for your class. 


Another good money-farming technique is to hit instances that are far beneath you 
in level. Solo these and sell the green and blue items that drop (obviously only the 
Bind on Equip pieces can be sold, but instances drop far more of these). On many 
servers, Items that are between 16-19 and 26-29 can be sold at painful buyout prices 
in the Auction House. This is because 
second-generation characters with heavy 
funding are buying such gear for use in 
the Battlegrounds. 

The global point is to do what you like 
without worrying about experience per 
hour (unless experience per hour is your 
goal, of course). People love to explore, 
roleplay, dance around Ironforge with 
stray Gnomes, etc. Experiment, find your 
favorite activities, then indulge. 



THE RIGHT PLACE AT THE RIGHT TIME 


While leveling, there are certainly better places to get the job done at any given 
point. Because questing is such a major aspect of WoW, it is quite useful to know 
where the most quests are throughout the game. One of the keys to progressing 
smoothly comes in traveling back and forth between equivalent regions; when quests 
are depleted in one area, try another for a time then return to see if new things are 
available. 

In Alliance lands, a person may be hunting in Loch Modan from levels 12-14, then 
suddenly find a few of the remaining quests to be a bit challenging (or they will sim¬ 
ply wish for something new). For a change of pace and some easy experience, move 
down into Wc^stfall and do all of the quests there for the early levels. By the lime 
Westfall becomes old news for your budding adventurer. Loch Modan's "tougher" 
quests should be just right. Or, there is always a trip out to Darkshore for yet another 
batch of level-appropriate quests. Horde characters often bounce between The Bar¬ 
rens and Silverpine Forest for the exact same reasons. 









To find oul s^bout quests ^reas and new 
regions, read this guide, taik to people 
around your level, and see what other 
people are doing. Another trick is to do a 
search for people around your level. I ry 
a lA'^hol for characters within a level or 
so and look at their location. You nnight 
find that some people are in places that 
you didn't expect. 


USE ALL RESOURCES 


In game, using your resources means that it is important to keep In touch with other 
players via the chat channels and the guild you choose. Be confident in yourself and 
try 10 find answers through exploring and testing, but don't be hesitant to ask others 
for help when things become muddled or frustrating. Buy quality items from other 
players as well, arid be fast to sell the good things you find but can't use tthis will 
make more coin than vendoring the Items, and it substantially helps others at the 
same timel. 

Outside WoW, ihere are web sites, strategy guides, guild pages, and forums waiting 
for you. Each of these offers a different aspect of assistance for mastering World of 
Warcraft. Guild pages offer social interaction, networking, and a feeling of playing a 
game outside the game. Open forums have tons of information on quest probloms, 
upcoming game changes, and developments in the world. Obviously, strategy guides 
have a good place because they can go into the game with you; kept beside your 
computer, they offer fast information, data charts, etc. Also, guides can be taken 
around for perusal when a computer won't be available (commute by train, long 
trips, and such). 

If you want to know everythirig there is 
to know about WoW, play long, play 
hard, and use ALL of these sources. No 
single one of them is going to replace 
the others. Even with this guide and 
a few major websites about general 
WoW data, you may find great joy on 
the forum for your specific server. This 
is covered more in the Community Site 
section. 



TAKE BREAKS 


Eating, sleeping, work, friends, and all of the other needs demand their own time, 
but there are also breaks in game that can be useful to you. For one, it is nice to 
have a few characters to play unless you are madly driven to reach the level cap in 
the least possible time. Having a few characters gives a player the breathing room 
to play according to a given mood instead of being forced into the same style each 
evening. It is nice to have a tank for slugging things out, a caster for ranged spell- 
work, a crafting and farming character for making money and finding special gear, 
and whatever else calls to you. 

By switching around the characters you play, the game stays more vibrant and has 
fewer demands on you. Instead, you get to go with your mood each time you play. 
The only serious downside of having multiple characters is that friends on the same 
server may out-level you. That is one of the many perks of having a guild; there is 
often a cluster of people in every region, so you won'! be left out by leveling at a 
different pace than the ''averagci" player. For that matter, it is pretty darn hard to find 
an average player when it comes to leveling, since there is a huge range In terms of 

speed and style of play. 

Try keeping a character on both the 
Alliance and Horde sides on some 
servers. This is especially worthwhile on 
servers with heavier roleplaying groups 
because you can play off of more people 
and come up with better organi;jation 
for cross-faction events. Very fun E This 
provides for breaks from the grind even 
while staying in game. 


USING THE COMMUNITY 

Being on online game. World of Warcraft has a number of components in 
the online community that are very useful for players. The community site, at 
www.worldolwarcraft.cQm, has an extensive forum for all users of the game. 

U also has news updates, contests, basic game info, support information, patch 
notes, account management, and a woaflh of others treats. 



TOOLS ON THE LEFT SIDE OF THE SITE 


Account Management is the most essential function of the community site. This is 
shown at the very front of the page [on the left side, where many of the major navi¬ 
gation points are found), and it allows users to control their payment type, cancel 
accounts, and so forth. Password use, paid characters transfers, and parental controls 
are all based from here as well. If you have played WoW for a few weeks and it is 
something that you will play for a while, consider changing your billing information. 

Using the Workshop gives everyone the ability to see PvP rankings, calculate talent 
templates for any character combination, look forward to events and raid resets in 
the game, and view major armor types. 

The Media page is a repository for movies, music, screenshots, wallpapers, and the 
Blizzard Store The Gadgetzan Times is also based there. WoW b not just an in¬ 
game community, check it out and get involved. 

The Forums are a frequent stop for many players of all skill levels. There are always 
new people asking questions, veterans answering and debating the future of classes^ 
and a full range of odd folks in-between. Though sometimes the Forums are a bit too 
much to take in all at once, they are often a very earfy source for knowledge about 
added areas, upcoming changes, and strategies for difficult encounters. Any major 
changes to classes show up here first, and much debate ensues. There are also server 
forums. If you are new and want to get the feel for a server, this is often a good first 
stop. 

The Community pages have comics, contests^ important links to events and com¬ 
munity elements, and fan artwork. Guild Rotations also have finks here (to general 
dfscussions and the specific Guild Relations forum). 

Use the Support pages if you are having trouble with btHing, game access, and other 
major issues that prevent the game from working. 

QUICK LINKS (THE RIGHT SIDE) 


Look on the right side of the main community page for Quick links of various sorts. 
These are sometimes in flux, as new content is added or being focused on during 
patch times and such. 

Learn about new items or areas of the game, recruit buddies to play with you in 
World of Warcraft using the Recruit a Friend program, or set the PvP Rankings to 
your favorite server to see who is slaying on top of the battlefield. 

Don't forget to dick on the En Development fink to check on future elements of the 
game. Patches are always m the works, and these unleash entirely new challenges 
on the players. 

eneum gw 



Leveb of NPCs, monsters, and equipment means a great deal to new and veteran 
players alike. Just because there are items of Stunning power out there doesn't Imply 
that you should be wielding them from the beginning. Indeed, the theory behind 
World of Warcrafi: is that you must buitd your character's skilfs and abilities to the point 
wtiere they are able to w'ield the items of greatest power. The same is true for which 
enemies you are able to fight with any degree of safety; the bitter and hard-fought 
skirmishes your friends have against Defias Pillagers in Westfall will seem like a fond 
memory in a few weeks when you begin engaging the Trolls of Stranglethorn Vale! 

And these are but minor foes in retrospect once your character steps into the flames of 
Stralholme in an attempt to stop the Scourge and Scarlet Crusaders that war there. 
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SHADES OF QUALITY; 
THE EQUIPMENT SYSTEM 


For almost all forms of equipment, there are ways to quickly judge their approximate 
power and usefulness to you. The minimurri levef of an item reveals when you can 
use it, and the color of said item provides a rough sense of how powerful that piece 
is at that leveL 


The table below lists the different equipment tiers. 


Eqiiipui^iil Coloi Scheme 




Comnwn (White) 






items of Poor quality show up in an ugly grey color and are inferior to everything 
efse; there are only useful when nothing else is available. This happens most often 
when you reach levels where new slots of equipment can be used (shoulderpads are 
the most common example beyond level one). 

Common items are the standard ones for early trade/craftfng or for crummy vendor 
equipment. Their color is a lifeless white. You won't use these items long at alL and 
only at the lowest levels is there much of a chance to Intentionatly equip such gear 
and care about it as an upgrade. 

Uncommon items are frequently called "Greens" due to their color. Quite a large 
number of these pieces Bird on Equip and provide attribute bonuses to your charac¬ 
ter. This is the rank-and-file's base equipment. You can find green items from mon¬ 
sters all over the world, and the loot tables are very large, Sell or trade the pieces that 
you find and don't need while collecting the proper gear for your character from the 
Auctiort House, 

Rare items start to gel quite interesting. These appear in a wonderful shade of blue 
and offer bonuses that are substanfiafly above what an Uncommon item would give 
at the same level. Some of these are Bind on Equip and can be found anywhere in 
the world fwiih a low drop rate)r but a huge number are discovered In dungeons, 
where they are a Bind on Pickup drop from specific enemies. Thus, Rare items re¬ 
quire more dangerous fighting to get, but they offer higher rewards and more specific 
character customisation. Sell Bind on Equip blue items on thfr Auction Mouse at a 
premium! 

Everything from Epic gear onward is very difficult to gel. These items require a 
massive investment in crafting, reputation quests that are repeatable and slow to 
complete, weeks of Battleground combat, or the farming of raid-level Instances. 
These items of the higher tiers are way above the power level of green and blue 
items. Anything Ibat is purple, red, or orange is impressive! Some of these are only 
found once on an entire server, 

NPCS, ALLIES, AND ENEMIES 

Much like items^ people and monsters you encounter in World of Warcraft are color 
coded. For both enemies and allies, there are color distinctions that are important 
to understand. 


Other characters of your faction and 
NPCs will be either Blue or Green in 
appearance vvhen you highlight their 
avatar, A bar appears that lists that 
person's name, class/job, and level. The 
color of that bar declares whether that 
person is flagged for PvP, A blue bar 
means that the target is not currently set 
for /PvP in that area. A green bar means 
that the person is a viable /PvP target 
for enemies from the opposing faction. 
NPCs are always viable targets. 

Enemies and Beasts are different colors. Creatures out in the wilderness may be 
Yellow if they are passive. These neutral creatures do not attack anything on sight, 
regardless of proximity. You are free to walk up next to a Deer, Zhevra, or any other 
neutral creatures whhout fear of reprisal. If you attack these creatures, however, they 
will aggro on you and engage in battle just like any proper foe, 


% . 


Even {tretwf-effed debuffs ftoin yoyi porty con ctmse neutral aeatures to agp. To avoid tfih, use ‘ 
fire controf and hold hock on AoE acfivHies when there ore neuhaf creaiures In ihe way. 

Also note thot many neultol aetitures ore shy and retreat km the area if lliere k a baltte ioldog 
place, fiiis prevents some prabferrts with accideatal aggro. 


More aggressive creatures, such as various predators, undead beings, demons, mem¬ 
bers of the opposing faction that are PvP flagged and attacking, etc,, appear with a 
Red bar when they are highlighted. Red stands for an aggressive creature; these foes 
aggro on you simply for stepping within a certain distance. That distance is deter¬ 
mined by the difference between your level and the hostile creature's level. 


Aggro Distance _ ^ 

Aggro distance, os stoted, is computed by determining ibe difference in level between you and Ihe 
enemy. Being lower level lhan the treofure Increases the disfonce at which it chooses to ottock. 
Thus, very low"Jevel characters for a given region hove [wedotars ond enemies dike racing across 
ioirdistonces for o chonce at some fresb meat. 
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On the flipside, chorarte^who ore mncli iiigber level than the liostlie monstejs in on oteti won't 
aggro them witboul walking right nejrf to ibem. 


FioDliy, some enemies hove O higher aggro ronge than others. Wolves, Coyotes, certain costeis, 
and various oddilionaf foes oggm ot a grealer dtstonce than your level tfifference dktotes. It 
doesn't take long to learn which enemies do this for an orea; you ore then free to use greater 
coution when trying to ovoid otttKks from such forgets. 


Enemies from the other faction are a bit 
more complex, color wise. If you are 
on a PvE or RP server, the game doesn't 
assume that they are all red targets. If 
you aren't flagged for PvP yourself, the 
other team shows up as blue if they are 
also unflagged or as yellow if they are. 

When you flag and engage such targets, 
the coloring turns to red. 

Tlie Reputation System allows for more 
variety in certain NPCs. Regions with 
complex NPCs are given a faction of their own. Goblin towns, rogue elements of the 
Alfiance and Horde, and fully independent groups feature this, tf you improve rela¬ 
tions with these groups, their mood changes to a Friendfy one with your character. 
However, attacking NPCs of these factions turns them against your character. 

NPCs just beneath Neutral are Unfriendly. Though they won't attack you outright, 
they don't offer to speak with your character, sell, or give quests to you, 

Beneath Ltnfriendly is ihe Hostile Ranking; this turns previously passive NPCs into 
aggressive ones. Unless steps are taken to raise your faction with them dramatically, 
expect to be fighting these enemies for the rest of your days. 

Be alert about attacking enemies from various factions. Fighting against the Bruisers 
in Booty Bay or the Timbormaw Furbolgs might seem like fun, but these actions hurt 
your reputation with certain factions by quite a rnargln. This can greatly hinder your 
inieresis in achieving quest goats, finding crafting recipes, or just reaching a safe 
haven. The general rule of thumb is that you should make as many friends as you 
can out in the world of Azerolh, You are likely to need ihemi 


1 Quicklist 
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fionl ]\% Rewards Are Very^pedfic to fhe FddiD>-Involved' ' 
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Honored 
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Friendly 
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Heulral 

Stondard Repufniion Level for Ridjons that Aren't On Your Side (GobRns, Many Gnow) 

UnEn^l'/. ! 
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All MemtiKS of fills fcitliDO Are Enemies 




Not Everyone Comes Alone 

There are several ways for enemies to get help from other creatures in the region. 
First, some creatures try to bring allies from the moment they are pulled. Humanoid 
mobs are the most notable for this, but there are beasts that do this as well. This 
makes tamps of enemies harder to fight because even ranged attacks may bring 
several foes. 










































Another method that some humanoids 
and beasts have (especially with foes 
like Raptors) is to call for help. These 
calls can even brinfj creatures that are 
from different races; for example, an 
NPC Druid may respond to the call of 
a wounded Raptor, There is little to be 
done about these calls for help because 
they occur instantly. The best thing to 
do IS pull such foes back to areas where 
their ca I Is worTt grab anything that you 
aren't already interested in fighting. The range on calls for help will vary by both 
creature and location (the distance is farther outdoors). 

There is a third way for certain enemies to seek aid. When badly wounded, a 
number of wise foes run away (some of them at very high speed}. If the monstecs 
bump into any allies along the way, they will return with friends. Using snare or stun 
abilities can help quite a bit to prevent this problem. For classes without such tools, 
try to save damage for the end of the fight (by saving mana, instant abilities, etc.) so 
that the creatures can be struck down when they try to run. 

What Are Those Special Pictures 
BY Certain,Mobs? 

Elite monsters have special icons that surround their pictures in the interface. Elite 
monsters have a Cold Dragon bonder around their portraits; these creatures have 
much higher health compared with normal mob of that level (they also have more 
powerful attacks and abilities in many cases). Be wary of these mobs, but know that 
they drop better treasure and are worth more experience, so hunting them in groups 
can be lucrative. 

Often, the strategies for fighting Elite mobs are different from those used against normal 
creatures. The general changes are that long-term abilities are even more powerful 
when fighting Elites (DO'Ts, debuffs, and short-term buffs are wonderful in these fights). 
Instead of using the philosophy of ''Bring it down quickly to stay alive/' the characters 
are pushed more toward "Bring it down safely and with maximal control of the 
situation." Use snares to keep these monsters from rushing off to heal or get allies. 
Healing is more important than ever when facing Elites, as your tanks won't always 
have enough health to survive against even a single Elite foe without assisiance. 

Now and then you also see creatures with Grey Dragon borders around their names. 
These are specific creatures instead of a racial type. Each monster of this typo has 
a name ("Murgos Pugnose" instead of a generic Defias). The power level of named 
monsters varies tremendously. Some 
of these are rare but aren't especially 
powerful. Others may have new attacks, 
abilities not normally given to their race, 
and deal far more damage than one 
might expect. This is all a matter of ex¬ 
perience and cannot be predicted simply 
by looking at the creature. So, rare 
spawns are noted by their grey borders 
and may or may not be Elite. They are 
often referred to as Treasure Mobs, as 
they have specific loot. 





Grouping is such a central aspect of MOC play that it is discussed several times in 
this guide (each time with increased detail). Here in the Intrcniuction, our examina¬ 
tion of groups focuses primarily on the basic mechanics and reasons for getting into 
groups. Later on, we explain more about performing in high-level groups and in a 
wider variety of situations. 




WHAT IS A GROUP 

Groups are formed when characters decide to work together. By sharing the duties 
in combat, far more monsters can be brought to defeat, and safety is dran'katically 
improved. Normal groups can be as large as five characters. 

To start a group, one characier tai^ets another person and types l/invrte] or they can 
invite a person from far away by using the character's full name [/invite Serenel, Using 
character portraits is another way to interact with people nearby (right-click on the 
person's portrait and choose invite from the list of options that appears). You can even 
right-click on a person's name on the text bar at the bottom of the screen when they 
enter areas/come online/speak/etc. and invite them from there or l/whisperj to them. 

People who are invited into a group have a query box that appears on their screen; 
it asks whether they wish to )oin the inviter's group, ff they decline, the inviter is 
informed by both a sound and a text message. If they join, the new character's portrait 
is added in the upper-left side of the screen. You are able to see their health and mana 
tor Energy/Rage). Even that character's pets are shown under their portrait. 

So, a group, at its core, is a joining of 
characters who are going to attempt 
their challenges together. With two to 
five people, groups can attem[it all of 
the quests or hunting activities that are 
normally available to characters. The 
quickllst below explains some of the 
changes when doing tasks in a group. 


Changes Between Soloing and Grouping 

Groups Sliofo Their Experience From Kills 
Or Looted Money is DiviiJetl Evenly Between Partrcipatrng Gtoup Membeis 

Bodies Are Ltmtohle fm Items Bosed on o System Decided by fbe Group Leader (Master 


Looter, Round Robin, Groirp toot, Need Befote Grieed, or Free^or AII) 

o Quests Con Be Shared Between Members (So Long os the Prerequisites Are Completed by 
All Member] 

Enables the Group Chat Chcnnei (used by typing [/p *TeKt^J) 

^ ClKKOctei I ntaotton Is DisployetJ for All Gmup Members 


Rwid Robin 


Hoi tdecil 


VoluQble llems Are Leoied os if They Are Normal 
TredGum 


Group loot 


Simplidly w/ Seme Rroieciioii 


Allows Everyoite te Roll on Powerhit Iieim 


Meed Bte Greed 


Raising the Fairness of Drep^ 


Only Allows Choraders Who Cor Use m lt«n 
toGstll 


Free-for-All 


hue Speed and of Use 


Ewryone Can tnot Any Corpse 


Loot Systems 


Master Loot^ 


Coieiel Distriiiitian 


Group learj^r Dlslributes All Valuable Items 


Ultimaleiyj, groups are able to accomplish more things than a solo player, especially 
in the later stages of the game. The quantity or type of loot you receive improves 
dramaticaiFy when going through Instance dungeons. Raid areas, and other group- 
related content. The Battlegrounds are also far more viable when working and com¬ 
municating well with your raid and within your group. 


Loot Systems-Revisited 


Croup loot systems are very important to 
most players. Unless you only play with 
friends and guild mates, it is important to 
find a fair system that distributes loot in a 
way that keeps everyone content. 


Which system is the best to use? As you 

have probably guessed, it depends on 

the group, its leader, and the needs of 
the current mission. 
































What iswI^iding Party 

Riiidin^ parties are basically groups of groups. For difficult Instances, large-scale 
Player vs. Player attacks, or actual raid areas, these large groups are welcome Cor 
even needed), 

To form a raid, wait uniii a group is started normally, then open the raid tab (this Is 
the final tab from (he character screen). Press "'O" to bring these pages up and select 
the raid tab from the bottom. There is a button or the page that appears to ''Convert 
to Raid.'' 

The next stage of a raiding party is to gather several fullydndependent groups. This 
isn't a situation where everyone just clumps together and it doesn't matter which 
person Is in which group. Indeed, leadership and organization are either the beauty 
or bane of raid work. Without orgarrization, it is extremely hard to succeed when 
there are so many j^eople together in a tight area. 

Thus, groups should have an experienced leader at their head. The raid leader/orga¬ 
nizer should often be the person with the most experience and skill in commanding 
for the given task. That means a talented PvPer should be at the head of a raiding 
party against another faction. A person who has done Blackrock Spire 30 times 
should lead two groups into the Raid. 

Raiding parties are discussed at much greater length later in the guide, primarily in 
the Advanced Player vs. Environmeni chapter. Raids aren't needed or often done by 
tharaciers at the lower or even mid-tier levels, so knowing what they are is more 
than enough for now. 


WHEN TO GROUP 


Groups offer many things to both casual and hardcore players. But, that doesn't 
mean I hey are perfect for everything. It's good to know what you w^ant before seek¬ 
ing a group; this makes it much easier to achieve your goals. 

Groups are able to complete quests at a faster pace for Kill Quests, Escorts, and 
Expforation/Delivery Quests. However, groups are far slower when dealing with 
Collection Quests (especially if ground spawns are Involved). If pure speed is an 
issue, if s wise to soio while collecting items, and group when attacking monsters, 

escorting, or exploring high-level areas. 

When it comes to farming coin, the 
situation is quite complex. Solo char¬ 
acters get a fair bit of money if they go 
after tlie right targets (farming lower 
Instance dungeons for Bind on Equip 
blues, harvesting metal and herbs, etc.). 

If money is your goal, try these activities 
by yourself or with a partner. Avoid large 
groups for cash? 



Many duos work quite well, but certoin combErratiois ore even better for specific tasks. Remember 
that everyone bos weaknesses; If you dioose a dec that accounts for these weaknesses, it mokes 
life much easier. For example. Warriors held {igpro, making the fighting safer for low ornior classes . ■ 
[Rogues, Mages, Priests). i 

Even beyond the doss pairings, try to find sonteone who is willing to ploy to the duos strengths Mitf. 
minimize weaknesses, II a Pnesf and Mage group, it is obvious thot tanking isn't a slrongpoiiit of 
the pair. Iitsteod, those to vmufd succeed quickly by using their high DPS and lenn heavily on burst ■ 
damage to keep enemies fi 


Fun rs a fine goal, and groups are easily the best target for having a good time. Mak¬ 
ing friends with good players and nice people makes the game better no matter what 
you enjoy. Even for quests when groups aren't needed, having buddies around keeps 
there from being any tedium to slaying entire bands of roving wolves and bears. 


Good Reasons to Group 

;> Trying to Complete M, Elite, cu Dungeon Quests 
Dealing Willi Kill/Explone/Escort Quests 
Joking oo InstorKes in full Groups 
Fornniag Roids for High-End Corttent 
3 Safety io PvP-InterJse Areas (e,g., Hilfsbrod) 

^ Toflay Widifrienctei 


WHEN NOT TO GROUP 


Okay, so you see the reasons to group and the times when it is desi red/needed. Here 
is the other side of grouping; there are goals that make grouping a bad idea. 

Gaining experience in a group can be slow at certain stages of the game. Unlike a 
number of MOGs, World of Warcraft is dedicated to making it easy to level even 
when you play as a solo character 
Indeed, levefing during soio play is fast 
if you keep your skills, gear, and items 
up to par. Take a great deal of food/wa- 
ter/bandages out with you and slash 
down the beasts of the open field. 1 his 
pulls in experience at a very impressive 
clip, dwarfing just about any group that 
can't get info motion quickly. Find VERY 
target-rich areas, and stay focused the 
entire time. 

During the low levels, quests are worth an even higher percentage of total experi¬ 
ence gained. If you are trying to fly through the levels, jump into groups for the 
group-friendiy quests fas listed above) but solo all of the collection quests. Grinding 
solo kills on the way to and from quests is also a major way to improve experience 
efficiency. These are efficient kills because you gain health and mana on the move, 
so your character is getting to fight without the same level of downtime. 

It's not useful to group v/hen the players you meet are unfriendly, uncooperateve, 
or just don't match your style of piay. If a group isn't enjoyable, it's not worth your 
time. Gold, experience, and levels mean so much more when you're having a good 
time, and players who enjoy the game have better characters. Even with a stat- 
specific view of things, happier players end up with more potem characters (these 
people play more because they are having a good time, and nnore hours equals more 
experience, treasure, and power). 



WHAT COMPRISES A “GOOD” GROUP 


This is certainly a subject for debate, but good groups are the ones that fulfill your 
goals without making game lime stressful or obnoxious. You, as a player, get to 
decide what a good group is for your needs. If you want pure experience and 
money, simply look for the groups that are intense, dedicated to a high kill count, 
fast questing, and disciplined Instance running. If fun is your target, find players who 

relax a bit more, joke around, talk more, 
and explore. 

There are so many players on each 
server that there are always peopJe who 
share your interests and goals. Don't try 
to push other players into your mold; it 
takes less time and is better for everyone 
if you seek like-minded players from the 
beginning. Let the PvPers fight, let Hie 
roleplayers get into their roles, etc. 
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The World of Warcraft has a Quest system in place that not only helps you learn the 
history of the land but also gives experience points and treasure beyond those gained 
from any fighting. Experience earned from these quests does not count against your 
Rest State and automatically adjusts the experience needed untii your State changes, 
this makes for very fast leveling when a player understands how to mix hard fighting 
with consistent questing. 




















There are many different types of quests 
players can take part in. This is designed 
to make leveling fun and interesting; the 
system also helps to guide players from 
one area to the next at appropriate times, 
making it easier to know where it's 
"safe" to continue adventuring. 



TYPES OF QUESTS 


There are many types of quests that are offered in World of Warcraft, from simple 
Kill Quests to the more involved Storyline Quests. They are designed to allow play¬ 
ers to decide on the amount of lime investment they want to make. 

Kill Quests'- 

Kill Quests ask you to go out and either kill a number of creatures or a named NFKI. 
These types of quests are often best to do in a group if time is an issue. While the 
experience of the kills is spread out among the group, everyone gets credit for the 
kills. Often when killing an NPC for a quest you are required to bring back proof of 
the kill. These quests allow all the group members to loot the item off of the corpse 
and do not have to be repeated in order for all members to get the item. The few 
exceptions ask that you complete the quest alone. 

COLLECTION' Quests 

Collection Quests require that you go out and get a specific number of items either 
from a location or from creatures. These can be done in groups to accomplish the 
quest safely; note that only one of the Item at a lime is lootable from any creature. 
Unlike the Kill Quests requiring you to bring back a head or item, these are not 
shared quest items. 

Collection Quests are often quite slow when done with other people. Even having 
competition in the same area for kills or ground spawns of the necessary type can 
be challenging. It is best to take care of Collection Quests when you are in the 
mood to solo and are playing during quieter server times. For example, if you log on 
during prime time, try to run instances or do Kill Quests, Battlegrounds, and those 
types of activities. Early in the day or late at night. Collection Quests become FAR 
more efficient. 

Delivery Quests 

These quests require that you deliver an item from one place to another. The risk 
isn't in facing any particular creature or killing anything on your way (generally 
speaking). The risk comes from traveling through hostile territory and making it 
through alive. As an additional challenge, some of these quests are timed. Packages 
must be delivered within that lime in order to be successful. 

Delivery Quests often have very poor 
rewards and are not enticing in the short 
run. Yet, it is useful to pick up such 
quests when you can and wail until you 
are in the right neighborhood before 
completing them. "Oh, I'm in Westfall 
tonight, I better drop off this letter." 

Keep such quests items in your bank to 
save bag space, and try to remember to 
take the goodies out before jumping on 
a flight. 

The main reason to bother with Delivery Quests is that many lead into chains. 

Longer quest chain start in mundane ways at limes, and the rewards at the end of the 
quests are sometimes quite nice. 

Escort Quests 

Escort Quests ask you to keep an NPC safe as you travel through dangerous territory. 
These are often difficult to solo, and an entire group can benefit from completing it 
together. Often you must defeat creatures that attempt to kill the person/creature you 
are escorting and keep the escort safe until they reach a designated location. 

Stay close to the quest NPC at all times. Should you stray too far from the NPC, the 
quest fails and everything must be started again. When that happens, look in your 
quest log, abandon the quest, and talk to the escort NPC again when they respawn. 



QUEST MODIFIERS 


Not all quests play by the same rules. Some quests are race/class specific, and others 
are only given by certain factions. These quest modifiers are explained below. 


Faction Quests 

Faction quests involve gaining faction with an NPC or group of NPCs in order to 
complete the quest. This can Involve killing opposing NPCs or by doing some task 
that they would like done. Because the Reputation System can rise and fall based 
on your actions toward certain factions, these quests are often repeatable. Thus, you 
have a means of staying in good graces with a faction even if there are occasional 
problems (Sorry I killed your Auntie, but here is a Troll Necklace!). 

Note that repeatable quests are designated with blue symbols over an NPC's head 
instead of the normal gold symbols. 

Class Quests'^'- 

Class Quests are specific to one class. 

These quests grant new abilities or spe¬ 
cial items to the character that completes 
them. These can be done In a group or 
solo depending on your own abilities, 
but the group gains little unless they are 
of the same class. Find other characters 
entering the Class Quest or try to help 
others doing their own quests In return 
for assistance on yours. 

Class Quests are most often found from class trainers or with NPCs who are near 
your class trainers. At landmark levels (10, 20, 30, etc.) you are most likely to gain 
something of this sort; they are not found randomly or at unimportant levels. 

Quest Chains***-' 

Quest chains are part of a larger and evolving storyline. As players accomplish each 
part of the quest chain the line gets more difficult. The last quest is often a final 
encounter against a boss monster. Many of the major quests in Instances start off in a 
mild way, with a quest out in the world. Look Into quest chains for greater rewards. 

Elite Quests***^ 

Elite Quests pit you against NPCs that are indicated as being elite. These NPCs have 
more health than others of their level and are much tougher to kill. These are gener¬ 
ally group-friendly quests and may take you and your group into Instances. Elite 
Quests often lake the most time to complete. 

Dungeon Quests 

Quests that are specifically noted as Dungeon Quests are going to lake your group 
into an Instanced Dungeon. These are major locations that many other players are 
likely to know. If you haven't been to such a place before, ask others to group with 
you and give you the full tour. Let people know ahead of time that you are new to 
the Instance so that they know to explain more complex aspects of the quest. Also 
try asking group members if there are sharable quests for the Instance that you don't 
have yet! 



FINDING AND COMPLETING QUESTS 


It's easy to find quests in many areas. Quest givers that have quests available in your 
level range have yellow exclamation points above their heads. NPCs that have a 
silver exclamation point above their head have a quest waiting for you in a couple 
of levels. 


Once a quest giver has given you all the quests they can, no more exclamation 
marks hover over their head. 


After right-clicking on a quest-giving NPC, a quest log appears to tell you 
what the quest is all about and what kind of reward you shall receive. 
Players have the option of either accepting the quest or turning down the 
request. Don't worry if you turn down a quest. It is possible to return to the 
NPC to get it once more, just be careful 
about turning one down that may be a 
part of a series, because you might miss 
out of something fun later on. 

Quests are stored in your log file on your 
hotbar and can be brought up by using 
the default 'L' hotkey. Twenty quests can 
be stored in your log at any time (any 
further quests are ignored until some 
of the current ones are completed or 
abandoned). 



Your log file automatic ally organizes your quests for you and puls them into catego¬ 
ries based on where the quest was received (or. in special cases, the log lists if the 
quest is a class or crafting quest). It also is color coded to indicate how difficult a 
quest is for you. 














To save a lot of running time, cluster your quests by doing severol in one oreo at a time rother thon 
running Ground from place to piece. For that motter, complete severol quests in a specific section 
of a mop before returning to tov/n (this is very efficient ond leads to faster leveling). 


Grey indicates that the quest is easy and only gives a fraction of normal experience 
for having completed it a! a lower level. Generally this is as little as 1/1 Olh of the 
entire possible experience. Don't let fun or important quests fall to grey before they 
are turned in, and consider abandoning quests that are grey. 

Green indicates that a quest is easy with a minimal amount of danger. The first level 
at which a quest becomes green does not reduce its reward. Afterward, you will 
receive slightly reduced rewards for quests that are completed after becoming green, 
but the ease of completing such tasks mostly negates this penalty. 

Yellow indicates that the quest is within equal range of your level and has significant 
risk even with with proper preparedness. These can be accomplished either alone or 
with a minimal group. At this range experience Is right on target for your level. 

Orange Indicates that the quest is difficult and will most likely need a group. Yet, 
with potions at the ready and a solid background in your class, most orange quests 
are doable. 


Red Indicates Danger! Danger! Danger! With a group you can certainly pull it off, 
but it's likely a good idea not to solo a red quest unless you already know It (by 
completing it with another character). Death may be the only thing you get out of 
going up against a quest that difficult so soon. Give it a level or two and watch to see 
when it changes to orange or yellow to make it more attainable. 


1 Quest Colors _ 1 



Grey 

Trivial 

Substontioi Reduction of Quest Experience 

Green 

Eosy 

Almost Full Experience 

Yelow 

Stcndoid 

Full Quest Experience 

Orange 

Atoy Require Group 

Higih Quest Experience (Items of Higher Level) 

Red 

Requires Group 

Very High Experience (Hems of Consideroble Power for Current level) 

It is as easy lo find the end of a quest as it is the start of one. Ending quest NPCs have 


a yellow question mark over their heads. In addition, these NPCs appear on your 
mini-map, so guiding your character back to them is very easy. When returning to 
town, look for the golden dots that indicate a tracking target for the mini-map; quest 
NPCs show up when their quests are completed, and highlighting these dots will list 
the name of the NPC. 


But wait/ There's More? 



Moke sure to double check an NPC that you turn a quest in to. They may have another yellow 
exclomotion point over their head indicating they hove another quest or a followitp quest for you. 
For thot motter, on NPC thot talks or starts on onimotion sequence Is worth woiting around for; 
these NPCs sometimes hove quests that won't oppeor until they ore done with their song and 
dance about life, love, and growing up. 



When finishing a quest, you are given a reward beyond experience. Rewards are 
often in the form of cash and/or a choice of objects. Even if you are unable to use 
an item, it is possible to sell it to a vendor. Quest items are soulbound and cannot 
be traded between players; sell unusable items to a vendor and enjoy the extra cash. 
Or, if you are an Enchanter, disenchant the item and use the ingredients to improve 
existing equipment. 


Read through your combat log after completing quests. Notice that many major 
quests provide a healthy boost to your reputation with one faction or another. This is 
a great way to get various groups to like your character. 

QUEST SHARING 


An exciting feature of WoW is the ability to share quests. If your character is the only 
person in a forming group with a certain quest, it is easy to "give" the quest to ev¬ 
eryone else in the party. In effect, you become the quest giver for the others, though 
they return to the normal NPC for their completion rewards. 

You cannot share quests if there are prerequisites that the rest of the group members 
haven't accomplished (or if the quest is class/race related and they aren't of said 
class/race). You also cannot give them a quest that requires that a specific item given 
by the NPC (like a special Moonvial or package). A message lets you know if your 
quest has been successfully accepted or if the other person doesn't meet the require¬ 
ments or has a full quest log. 


You cannot receive quests again If you have already completed them. If your quest 
log is full, you have to abandon one of your quests and the other person will have to 
share it again. 

To share a quest, open the quest log and click on the quest that you want to share. 
The option is there to abandon or share the quest; choose "Share" and your entire 
party is queried with that quest (if they accept it, you are good to go). When looking 
at the screen. It even says how many characters in your current group are also en¬ 
gaged in quests that ^'ou have. If a quest has a [31 to the left of It, three other people 
in your group have that quest as well. 

ABANDONING QUESTS 


At any lime, you are free to abandon a quest. This clears the quest out of your log 
(making room for other quests). The original NPC that gave you the quest resets, thus 
enabling you to start the quest again at a later point. You can abandon quests for the 
quest log space, for convenience (if you know you won't do the quest again), or to 
make a second attempt at a quest you have failed. Timed Quests and Escort Quests 
are the most likely to fail; these should be abandoned and tried a second time. 



Wwn rtftupnrng bo tjour body, Mdk« 
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The lives of adventurers would be short indeed if death were a permanent fixture in 
MOGs. Either that, or people would spend FAR more time inside inns, hoping that 
various abominations wouldn't burst through the door. To make the game world a 
bit more fun, and a lot more survivable. Blizzard has implemented a system without 
vicious death penalties. This section explains the various types of death that your 
character could face and how to respond to these problems. 


WAYS TO DIE 


Characters that are slain drop to the ground and are taken out of your control. It is 
impossible to move, cast spells, emote, speak normally, or do anything of impor¬ 
tance to yourself or your group. Private and guild messages are allowed, so you can 
message nearby folks to let them know if you need a Rez. 

Your character enters this stale when his or her health drops to zero. Falling from 
too high a distance, being struck by physical or mystic forces too many times, or 
drowning can do this. There is no starvation in WoW, nor are their status effects that 
directly cause death (though poisons and damage over time abilities can and will kill 
you whether you are still in combat or not). Keep your health high and life goes on. 

When a character is slain by monsters, there is a 10% hit to the durability of all cur¬ 
rently-equipped items. This can be a fairly painful slap to your money when it comes 
to repairing the pieces (especially at high levels). If you are planning lo intentionally 
get your character killed off (for fun, roleplaying, etc.), consider taking off especially 
pricey gear ahead of time. Those who use Spirit Healers to Rez normally lose 25% of 
their durability to ALL carried items, not just equipped ones. Very painful indeed. 


Deaths in Instances 

Instances won't allow characters to return lo their corpses; this would make it loo 
easy to regroup and continue fighting in difficult Instances. Though Resurrection 
spells and Soulstones work in the same manner inside and outside Instances, trying 
to Release and Return to your body fails. Instead, your character automatically 
revives when they enter the Instance. 

The penalty here is simply that parties aren't able lo survive losing a character during 
an Instance run without using either Resurrection or a Warlock Ritual of Summoning 

(once the person has revived normally). Of course, if the enemies of the Instance 
haven't respawned yet, the newly spawned character can run back lo the group on 
their own without needing to clear anything. 



































Death on the Battlefield 

Player versus Player deaths are the most trivial of all in terms of system penalties. 
Everyone is there is to fight honorably and die trying, so the game mechanics are 
extremely lenient on the characters. No durability hits are taken from PvP deaths. In 
fact, characters that are slain inside the Battlegrounds are brought back to life after 
a short delay; a nearby Spirit Healer does the work for them and returns the fallen 
fighters to full health and mana. Pets are even restored as well! Thus, hit release 
when your character falls in battle during the Battlegrounds and wait for the fun 
to start again. 


THE PATH TO BETTER HEALTH 


There are several ways to respond after 
your character dies. Each method of 
revival has different consequences, so it 
is wise to learn all three methods before 
stepping onto the field of battle. 



Returning to Your Body 
(Release AND; Return) in—, 

The most common method of revival comes from Releasing and Returning to your 
corpse. Click on the Release button that appears once your character falls; this tele¬ 
ports you to the nearest Graveyard for your faction. As a spirit, you can see the world 
around you, but other characters and monsters are hidden from view. Only other 
spirits of your faction and the nearby Spirit Healer are visible. 

A pointer on the mini-map appears to lead you toward your body; there is also a 
small gravestone to mark your corpse. Follow the pointer and don't worry about 
random monsters. Take a direct path and only avoid a fast route If the land prevents 
a direct run; as a spirit, you can even walk on water. Once you get near your body, 
the line between life and death blurs (this causes monsters to become visible to your 
spirit). Move within a radius of 40 or so yards and an option appears to revive. Click 
on this in a spot where you are safe from the aggro of nearby monsters or PvPers. If 
you died deep underwater, you have to fully submerge to get in range to revive. 

Reviving in this manner has NO penalty toward your character's experience. Also, 
you are returned to your body with 50% of your maximum health and mana (these 
return normally after that point). There is no Resurrection Sickness, and you are free 
to adventure normally. 


WARLOCKS AND SOULSTONES 

Warlocks are able to Resurrect as well, but it's a special case that merits an explana 
tion. Warlocks turn Soul Shards (collected from enemies as the creatures die) into vari¬ 
ous stones. One of these items is a Soulslonc. Warlocks use these on other characters. 

If you have a Soulstone, the game immediately asks if you wish to revive when 
you die. Your character returns to life in the location where you fell. The Soulstone 
is destroyed in the process (though if you use a different method to Resurrect, the 
Soulstone is not used). 

This power is quite good for use in Instances, where losing a character who has 
Resurrect might mean the end of a good expedition. Even a total party wipeout 
can be reversed with these items (almost always give the Soulstone to the group's 
primary Rezzer). 

THE SHAMAN SELF-REZ 

A wonderful ability of Shamans is the power to Resurrect themselves. This requires 
that they have Ankhs in their inventory (purchased from vendors in major cities at 
a trivial price), and Ankhs can only be used once an hour. This spell is learned at 
level 30, and after that point Shamans become an incredible tool for groups and 
raids against total wipeouts. If everyone 
goes down, the Shaman should wait and 
find out if anyone is using a Soulstone 
from a Warlock. If not, the Shaman 
pops back up and starts Rezzing the 
rest of the group as soon as they can. A 
self-Rezzing Rezzer! Who could ask for 
more? Note that this does not need to 
be cast ahead of lime. Simply having an 
Ankh in your inventory after the spell is 
learned is enough to trigger the option 
after death. 

GOBLIN JUMPER CABLES, FOR THE NON-REZZERS 

Okay, so we saved one of the secret tricks for last. Even non-Rezzers have a chance 
to save their buddies if they are Engineers with 165 skill and have Goblin lumper 
Cables. This item is used to attempt a Resurrection. There is a 30-minuie timer on the 
Cables, so be sure to use them on a Rezzer. Also, remember that this is a fine piece 
of Goblin Engineering; that means you very well might end up dead just for trying to 
use them! They deal 100 damage to you when they fail. 
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Rogues with Goblin jumper Cables are especially valued. In the event that a group 
or raid wipes multiple times and uses its full supply of tricks to Rez itself, the Rogues 
can run back to the dungeon, stealth past mobs that have respawned, and try to save 
a Rezzer. Sending several Rogues to do this may mean the difference betw'een a brief 
wipe or losing an entire raid to bad luck and having to reclear a major raid dungeon. 



Resurrection (Rez) 

If there is an allied person in the area where your body falls. Resurrection may be 
possible. Shamans, Paladins, Priests, Druids, and Warlocks have various powers to 
Resurrect characters in some way, shape, or form. In the first three cases. Shamans, 
Paladins, and Priests cast spells on corpses that call the spirit back to the body. The 
player in question receives an accept/decline button to lei them know that Resurrec¬ 
tion is being used on them. This works even if the person has already released and is 
beading back to their body as a sprit. 


The Spirit Healer 


Okay, so there had to be a costly method somewhere. People who cannot retrieve 
their bodies, are too tired or frustrated to try, or who want a VERY fast Rez can 
choose to Resurrect at the Spirit Healer. 

Every Graveyard has a Spirit Healer. These floating figures of death and rebirth return 
people to life where their spirit stands (thus, you appear at the Graveyard of the near¬ 
est allied faction). Even if you make the long run to a farther Graveyard and use their 
Spirit Healer, your body appears at the yard closest to your corpse. 


I 


When Resurrected your character ap¬ 
pears almost instantly in the area, alive, 
but not well. Depending on the spell 
used, your character may have as little 
as 1 % of their health and mana. 

There are no penalties to accepting a 
Resurrection. Your characters suffers no 
experience penally or long-term attribute 
harm. Thus, the tradeoff with Resurrec¬ 
tion over a release and corpse run is a 
matter of time only. 

DRUID REBIRTH 

Druids are able to use a spell called Rebirth to Resurrect a person. This spell has a 
30-minule timer and is used In battle to bring someone back to life with a fair por 
tion of their health and mana (it's a set quantity, based on the rank of Rebirth used). 
This spell allows Druids to save a primary Rezzer in the event that a group or raid 
is in very bad shape. In raid PvE content and the Battlegrounds, Rebirth is a tremen¬ 
dous advantage to everyone involved. 

A Seed reagent is needed for Rebirth. These are purchased in major cities and carry a 
trivial price compared lo their value for preventing catastrophic wipes. 



Do you lose experience? Nope. That doesn't even happen here. However, you do 
lose more durability than you would for a normal death. Beyond that. Resurrection 
Sickness hits your character. This debuff lasts for a short time and prevents your 
character from fighting well. Thus, you take a financial hit in terms of repairs, and 
you are forced to fight very soft enemies for a while or run the risk of dying again. 

Does this mean that the Spirit Healer is 
a bad deal for most players? Yes, most 
of the time it does, but in no way is the 
Spirit Healer a bad thing to consider in 
special cases. If you are so far away from 
your corpse that a run would cost major 
time and frustration, it might be worth 
a Rez at the Spirit Healer. Or, if you die 
way out in the ocean somewhere, or at 
a place that is almost unreachable any¬ 
way, it's worth avoiding the trouble. 
















It's actualJy quite easy to start moving around and controlfing your character in 
World ofWarcraft; the system isC|Urte intuitive. Still, there are always commands 
that you won't think of right off the bat. This section explains more about the com¬ 
mand system and the macros that can be used during gameplay. Guild commands 
and aspects are discussed later in the guide. 


/leove,/chadeove,/chtite)dt [dwEttiel] 

Tabs yau out of the lisN choti nef (yoij ctm use ihi name oi oumbar of lb 
channel to do ibis) 

/nwd/Jforiif/jnpd^etor"tianfie' ' 

Mok^^ttia iijiined-|i^ dji^eptoi fo^ diofirrej' ’ . 

/umnod 'Hnme'' /unirtoderotor "Nanie'' 

Str^ rtw nnmd person bom bdng a mocferotor 

■/itloifeiSlb"Hurabef 

Jcjggl^v^^br'the droN ; ■,;;' 

/pitssworcf, /pass [channel] [pnsswrdl 

(jeotes 0 password to protect the dmmnet hum utiwonted vfeitws 


GENERAL COMMANDS 


General commands can be bound to keys or typed out fufly. These control a wide 
array of speech and combat options. 


/asset "Home'' 

Swttdtes ynuf target to llitit of ifte person nomad; If no ncfrne is used, your current 
target is selktod os tbo defovit for tk assist. 


Usk in macjos texonlra'] spell use (auk^iitolly fmlfertetl when you tltdc on sp^ls. 
or press te ecuavelent bfllkay) 

/m ImessogB] 

Creates ooJStent emote 

/exit 

Leaves the goine 

/follow 

Folfows the cwiKir cbrifocterfrom year foclioo [gi^t !o bind to o hotkey) 

/invite Iplove^] 

Invites "'player*' into ysur cotFeitt gtorf or sleris e wfh ''ploym" os.lhe 

'Sccondperson ; 

/bgout 

Exits your cunentdwractei, csasiot be done in combat; tekes 20 secs, unfei? in a dty 

/potty or/lrlnMge] 

Pats up Joxj'in 0 dUier^ cob that is^oniy .heord by-.gmap members 

/ployed 

Displays Ik omouirt of time you have invested in your cunent choforter od lha 
umouirt of time you hove spent in yoiir mm W 

/m 

On ond RP servers, tffs fings youf dtcrocter for cemibat; even If you toggfe 
;1fiisoyt^fng-fVPog(!jn faois afrreininetedefoybffo^^ become 

A 

RepSes 10 the tost perswi who whispeied you 

/Epedom PQ 

Rofe ti torfdom OThet T Nng the, tnoxiiTiutn roil (TOO is tee dokiftj^ ■ 

/soy (messogel 

^oks ool food; anyone tteorby will heor you 

Af 

.)bimckrnct8rsiiS'dow?i 

/stond 

Your diurorler steiKts bock up (or nwve fomard to oulon«!tic(i31y hove your 
charojcter morffi) 

/yi Of /F [ptoyerj 

Sench Q pnvote message te'"plave^^^ 

/whisp^ or /w tployefl Irnessogel 

Senrfe a pnvote message En "piovef 

/tgnore ''Mottie* 

Pfoces rtte persofl named onto o Ifet.oT peopfe thut cannot inessoga you; you eiso 
v/an't boor ta /soyyyell, eriiote, irivitfi, mcl, etc. 

/who 

Used to search for specific people, te list dwrocters of o given level rouge, or 
diDEoctei5 foitftd in a spedfic oren (ExaiteJies: /who lff11 for o teval soaEch, /who; 
Knynl to see if there ore people with Jkt type of noma, /who Wirrterspring to see 
who is playing in V/rntersprirtg) 

/■yel fnressoie] 

Shoots 0 mossags ihor oppeors.in o d%efit wlw ttion /say ond wllTce ha®d ovor 
a forger sfisiMce (don't spam tkse) 


CHAT CHANNEL COMMANDS 

Chat Channels are extremely useful for interactions with both public players and 
friends. There are default channels, like World Defense and Generaf, that you cannot 
control (save to leave them or re-enter them), and there are also ones that you can 
create and moderate on your own. 


Some ideas for Chat Channels: if you have close friends who aren't in a guild with 
you, make a private Chat Channel with a name that all of your buddies can remem¬ 
ber. Type /join Mid land High (if your friends were from such a high school). 


/# (#=^umhftr of Chat dtond) 

for channels that yeo ore already in, speaking is o matter ol typing /I, /2, 
etc. So /t Hi evsrycHK might soy Hi averyofle in Senerof if lhat was the fa 
■ cknedinyourfel 

/dkT 

Lets nnyYjtio wbe messages you knesw ibqtjou ore my km kayboord . 

/dnilT 

"X* Creates an oufoi^ so ikt people who mBssoge you get X os a response 
(Exampfo: We are raiding Mokn Core, Talk inter) 

./qnnoijtieaniepfs^/orn . 

Toggles whetkr o cfaiiel dispfa peopl&-Oflt4#9 Emd femijar 

/IwnT 

Bans plo'yer X bom uang the chanajel 

/unban "r 

■ Hnhon ckroefe T 

/ckifielp 

Lists and e!(plQ«s Choi Channel tniwntfs 

/choilisi''Number"/chgt^ 

■ lists techfflotteis logged into the chonel ItabEr" ^ 

/ioioT/dBiinelT/cImT 

Joins GiunnefT 

/kid "Ksnre"' 

lacks choECKter/Nom&^M of die ; 


MACROS 


Macros are used to create automatic actions (sometimes entire groups of them) that 
are used with a single key press. 


Creating a Macro 

Oick on the tejit bubble by your cbct bar and select Moaos bm tbe menu there; this 
brings up the Create Macros system 

, :> Select wbeftier a mocro will be a gen&raf- mocro or a charecter-specific niacro 

3 Select "'Mbw" then use ooe of ibe Icons availoWe and name your macro 

At llie bottom of llie screen, lype in the text for your mocro; any ttiix of stoiKJord 
commands con be used 


Ideas for Macros 

Rotefi^ing while using ohilities 

^ ;> Used to shift equipment or use several abilities in tondem 

Alert other players to problems or don^ers 
■ Inform people about rules or protocols 




Macro Nome: Assist 

Wacio M line 1; /assist "Home of Main Assist^ 


Macro Nonrte: Sap (flogue] 

Macro Text line 1: /cost SupfRonk —# is Ifw Proper L^vel of Your Sop Ability 
Macro Text lino 2: /p Sapping %t 

Macro Nome: Bandaging Yon 

Mono Text Line 1: /sdipt SendChotMessogerHoIrl Still, Bandoging Vou'/WhESpor^'Languflge To Be Lhed* 
llnitNQme(‘‘tfflgar]];“^ngir(sgB Would be Common in Atijny Cases 

Macro Text Uiie 1: UMfontainerltem^#/);—Where #,# is fte Bog You Are Using end Slot Wilfiin Ihot Bog 
* Bogs (mo (0) Bockpodc through (4) for Left ond slots ore (I) Upper Left to (n) lower Right 

Macro Namei loot Rules 

Macro Text Lina 1: /soy Group Loot for today will be used 

Moao Text line 2: /soy Need con only he rtJletf lor Wm upgroJes tfiot will b used 

Mch/d Text line 3: /soy Greed is mild For Bind on Equip items OR on Sind on Pickup Itenfns if you ore QH Endronier 

Mowo Text Urw 4: /say Pass on Bind on Pkkup items if you ore not on Enthonlef 


M(Km Ncune: Raid Conduct 

Mnciro Text Qne 1: /m Oo Not post irt raid chat unless you ore a group leader or the wfamwtiQfi is VrTAl 
Mocro Text Im 2; /ro Keep chat to private channels or within yoirr group 
Macro Text Line 3: /rn Inform yotii group if/whwi you go /otk od put /follow on a healer 
Mocro Text Line 4: /ro Fay extra oltenlinn to oil olhick and cense fire orders 













































I^OUTS 

PC KEYBOARD 



MOVEMENT 


HOTBAR 


TARGETING 


deor (Mo() 

Auto Run 

Num lock (PC) 

Auto Run 

W 

Move Forward 

A 

Turn Left 

S 

Move Bockword 

D 

Turn Right 

Q 

Strafe Left 

E 

Strafe Right 

SpoceBor 

Jump 

X 

Toggle Sit/Stond 

Z 

Sheathe/ 

Unsheathe Weapon 

NumPod / 

Toggle Run/Wolk 


CAMERA 


Help (Mac) 

MUp 

Insert (PC) 

Pitch Up 

Delete 

Pitch Down 

Home 

Next Camera View 

End 

Previoos Cotnero View 

Y 

Flip Cumera 

KeypodZ 

Bock 

Keypad 4 

Rotate Left 

KeypodB 

Rotate Right 

Right Mouse Button + A 

Rotote left 

Right Mouse Button -f D 

Rotate Right 


l*0,*ond + 

Hotfaor Keys 

Alt + Hotf)arKey(PC) 

Use ability on Seif 
without choriging 

Torgets 

CTRL + Hotber Key 

Secondary Action 

Button (Pet Bors) 

CTRUFl-FlO 

Speckjl Action Button 

ESC 

Open/Qose Gome 

Alenu 

SHIFT+U 

Toggle through Hotbors 

1-6 

SHIFT+ 7 

Next Action Bor 

SHIFT+ 8 

Previous Action Bor 



FI 

Torget Self 

F2-f5 

Ta'getPar^/Members 

2-5 

SHIFT + FI-F5 

T(Kget Porly Pets 1 - 5 

TAB 

Select Front Hostile Torget 
Toggle Hostile Torgets 

6 

Select Lost Hostile 
forget 

aRL+TAB 

Target Nearest Friend 

aRL+ SHIFT + TAB 

Target Previous Friend 



B 

Open/Close Bockpock 

F8 

Open/Close Bog 1 

F9 

Open/Closc Bog 2 

FIO 

Open/Close Bog 3 

Fll 

Open/Closc Bog 4 

F12 

Open/Qose Bog 5 

Close All Bags 

SHIFT+ B 

Open/Qose All Bogs 


CHAT 

tlMtekailBMlMIlH 

ENTER 

Indkite Chot 

/ 

Initiote Chot Command 

R 

Reply to 0 /whisper 
or/teB 

/m 

initiote Emote 

A 

Initiote Voice Commond 

Shift+« 

/whisper to lost person 
whispered 


ATTACKING 

Key . 

Action 

T 

Attock Torget 

SHIFT-^T 

Pet Attack Torget 

F 

Assist Torget 

Shift+F 

Torget Lost Hostile 


CHARACTER INTO 


C 

Choracter Pane 

SHIFT+c'; 

Combet Log 

1 

Ability Pane 

SHIFT+r‘ 

Pet Book 

K 

SkilPone 

' , 

Quest Log 

N 

Talent Pone 

■0 

Sociol Pune 

P 

Spellbook 


Reputotion Pone 

H 

Horror Pone 


DISPLAY 

1 



V 

Show Nome Plates 

ALTfZ 

higgle HUD 

Ff3 (Moc) 

Capture Screenshot 

Print Screen (PC) 

Cnphire Screenshot 

M 

Opens Mop 



QRL + M 

Toggle Music 

QRl-tS 

Toggle Sound ■' 

aRL + + 

Master Volurrvs Up 

aRi+- 

Muster Volume Down 


MAC KEYBOARD 









































































































































































































































































































































































































































Llwarves and gnomes have been part of the Alliance for quite some time. These 
industrious folk have also supported each other, and that shows in the way both races 
live in close proximity without savaging each other every few years. Yet, there are 
clear differences between these two cultures. The dwarves are strong, courageous, 
and proud. They produce blades, guns, armor, and great buildings of stone. Gnomes 
are more inquisitive, building gadgets that are not always of immediate use or evert 
known purpose. Together, the two races make Dun Morogh a land of many trades. 




IronfDig,^ (Cwpilol Oty] 


VouicFir^T 

'^Anyone who suddenly appears inside Ironforge or any 
number of Dwarven Strongholds might think that tfie 
land outside was blasted with heat arid steam. Yet, Dun 
Morogh a cold land, high in the mountains \yhere 

a biting wind becomes one's frequent companion. 
Between the rocky crags and icy lakes, the Yetis, Trolls, 
and beasts find their niche, but there are rewards in this 
isolated land. Potent herbs find a way to poke through 
the snows, desperate for light, and metal seems to pour 
up through the earth as well. For the W'ary eye, Dun 
Morogh is a place of great riches! 


ANVILMAR 

Anvilmar is a place of rest in southern Dun Morogh. 
Mainfy a dwarven site, the merchants, trainers, and trav* 
eleni who come through are often on their way to more 
comfortable climates. Luckily, your first steps are quite 
safe. There is very little danger from the weaker troggs 
and wolves that dominate the hunting grounds nearby, 
and people are friendly in Anvilmar, offering rriany 
quests and services to those who arc willing to work. 

Sten StoutariTi has work for you [Dwarven Outfitters). 
He's willing to make you some gloves if you bring him ■ 
eight pieces of 
Tough Wolf 
Meat. Accept 
his offer and 
head soiith to 
find the wofyes. 

They are weak 
and do not pose 
a danger to you. 


With the required meat in your backpack, return to 
Sten for your reward. Now that he knows he can count 
on you, he has more work for you, as do others in the 
area. He'll have a message for you from your class 
trainer and some mail he needs delivered. Accept 
Coldridgc Valley Mail Delivery and speak with Baiir 
Frosthammer for more work. 

This local tough man is angry at the Troggs for their 
recent attacks; instead of ignoring the "buggers,'" he 
wants to bring them to heel. He asks you to sfay five 
Rockjaw Troggs and five Burly Rockjaw Troggs {A New 
Threat). Both are found in the local fields, though more 
Burly Troggs can be found m camps west of Anvilmar, 
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Your backpack is nearly full. take the lime to bok through it ond see if there is arty usobfe 
equipment for you. !f there is, equip it. Secorirf, become fomilrar with ony recovery items {polions, 
food, drink, ek J you've dccumubted. Everything else thot con be sold to vendors should be. 


Head up the path and into Anvrlmar. Speak with your trainer to complete your first 
class quest and to learn your level two abilities. With everything in town accom¬ 
plished, head south across the wolf fields and engage the Rockfaw Troggs, 


The Rockjaw Troggs are fairly easy 
fights, aren't aggressive, and won't 
double team you. At most you may need 
to rest a short while between fights to 
recover mana and health. There are a 
few Burly Rockjaw Troggs in d>e hills, 
but if they are scarce, head along the 
path west from Anvil mar. 


Traveling the Bloody Way 




As you're troveliiig, conseder killing ony enemies thot are your level or lower. Ihe enemies 
amrnid Anvil mar are fairly tweak and the additional experieace and usabfe equipment make it 
worth your time. 


Take the path west of Anvilmar to Talin Koeneye's camp. Talin is gratoful for the mail 
and lets you know that nor all the mail is tor him. A letter is for Grelin fColdrrdge 
Valley Mail Delivery). Talin makes a living by hunting the boars in the area. Recent¬ 
ly, however, there are so many boars that it has become dangerous for him. He'll 
reward you if you can help hrtT3 by killing 12 Small Crag Boars {The Boar Hun ter). 

The boars are everywhere around his camp. Head out and start killing. Watch your 
health and mana; rest between fights if either is low. The boars aren't terribiy danger 
ous, but they're higher level than your targets thus far. Kill the required Small Crag 
Boars and return to Talin for your reward. 

As you only have a single backpack, your invet>iory is getting full. Make a quick stop 
back at Anvilmar to sell, search lor upgrades, train {if you've gained level 4), and 
Speak with Balir once again for your reward. 

Stopping inside Anvilmar reveals that Felix Whindlebolt would like to have a word 
with you. He tells a story that is common among the Gnomes. In his haste to escape 
the catastrophe In Gnomeregan, some of his belongings were lost. He's fairing better 
than most since he knows where they are. He saw [rolls taking them to their camps 

in the southwest, Felix asks you to 
recover his belongs for him since he isn't 
an adventurer fA Refugee's Quandary). 

Now it is time to deai with the letter to 
Grelin Wbitebeard. If you are nosy, you 
can read it. Wow! it's signed by Magni 
Bron^ebeard, the King of Ironforge. 

This must be really important and you 
shouldn't delay its ddiveiy any longer. 
Head southeast across the snows to the 
end of the path and Orel in's camp. 

Grelin is pleased to receive his mail and tips you for the service. He's also very eager 
to conscript you into the service of Ironforge, The Troll Cave to the south needs to 
be dealt with before it can become a real threat. He wants you to kill 14 Frostirtarie 
Troll Whelps for your reward. Nearby, Nori has a predicament. He's got a delivery 
of Scalding Mornbrew thal needs to get to Anvilmar before it gels cold. He's got a 
fire to keep it hot and you're going the other way, so avoid the quest for now (lYs a 
timed quest). 

To the southwest is the troll cave and inside the trolls you r>eed and Felix's belong- 
ings. The Frost mane Troll Whelps are much more aggressive than the enemies 
you've fought so far. They wilf attack you if you get dose {called aggro) and they 
come to the aid of their friends if you're not careful. The outer trolls are spread out 
so this isn't as much of a worry. Keep the fights quick and pull back if reinforcements 
are nearby. 

Felix's Bucket of Bolts is near the campfire at the entrance to the cave. Slick to killing 
the Frostmane Troll Whefps outside the cave as inside is more dangerous. If there are 
enough of the trolls outside, you won't even need to venture within the cave just yet. 
Once you've killed enough Frostmane Troll Whelps, don't delay in returning to Grelin. 




While you were attacking the cave, a 
group of trolls attacked Grelin's camp. 

Everyone's okay, but the trolfs stole 
Grelin's journal and he wants it back. 

Grelin got a reasonable look at the troll 
that took Ft and wants you to kill Grik'nir 
the Cold to retrieve it [The Stolen jour¬ 
nal- Head back to the troll cave. This 
time you need to go inside. 

While the constant fighting may cause 
you to rest more often, do not try to 
sneak past the Frostmane Troll Whelps, Kill everything on your way inside. At the 
first intersection, take the tunnel going north. Choose your targets carefully and avoicl 
fighting large groups of enemies at the same time. The tunnel opens into a large 
cavern with Grik'nir at the back. Follow the ledge along the left wall and kill your 
way down. 

Pull the enemies one at a time until Grik'nir stands alone. He's a tough fight and 
you don't want any of his friends helping. Without friends, kill Grik'nir and recover 
Grelin's journal. 
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ll's beefi a good while siace yaa wete near a merchant antf yoot laventory shews it. Once your 
inyenloty is full you can't pick op any more itieais, including quest items. Take itie time to destray 
some of tfie less lacrolive items in your irwenlory wlien yoj need mm for quest items. 
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Exit the cave as quickly as caution allows. Don't try to run pasi any trolls thal have 
respawned. Take the time to kill each one. Once out of the cave, head east to the next 
troll camp. You still need to collect Felix's belongings. Felix's Chest is silling beside 
the fire at the first camp you come to. Exercise the same caution attacking this camp 
as you used in the cave. Kill the enemies one at a lime until you get to the chest. 

Grab Felix's Chest and head northeast to 
the final troll camp. Felix's Box is just in¬ 
side the camp. Recover it and head back 
to Grelin's camp. Grelin rewards you 
for his journal and asks you to deliver 
a report to Mounlaineei Thalos for him 
{Senir^s Observations). As your next stop 
is Anvifmar, speak with Nori Pridedrift 
for the Scalding Morn brew Delivery, 

This quest is timed, so don't delay much 
on your way to Anvilmar. 

Durnan Furcutter is in the very back of Anvilmar awaiting his Scalding Morr>brew. 

He enjoys the mug of Mornbrew and. a5 a kind soul, asks if you would return to 
empty mug to Nori (Bring Back the Mugj. Return Felix's items on your way out of 
Anvilmar, He's very pleased to have them back and rewards you with some coin. Sell 
any excess loot and make a quick run to return the mug to Nori. 

The work for you in Coldridge Valley is finished. Stop by your trainer in Anvilmar if 
you've reached level six. Consider spending some time killing if you haven't reached 
ievei six yet Follow the path east from Anvifmar when you're ready to make the trip 
to Kharanos. 

The trail ascends to the tunnel entrance. Mountaineer t halos warns you of the Irogg 
infestation in the tunnel. At first, Thalos advises you to stay in Anvilmar until the 
tunnel is cleared, but when you show him Grelin's letter he realizes the import of 
your trip. He gives you directions to Kharanos and bids you a safe travel to 5enir 
Whitebeard [Senir's Observations). 

Stranded outside the tunnel entrance is Hands Springsprocker, He has a delivery to 
make to the inn at Kharanos, but can't get through the tunnel with the troggs in the 
way. He asks you lo make the delivery 
for him as you're heading through the 
tunnel already (Supplies toTannok). 

Head into the tunnel with your weapon 
ready. The iroggs are very aggressive and 
do not back down from the fight. Kill 
them as you move through the tunnel 
and to Dun Morogh proper. It's quite a 
hike to Kharanos, but follow the stone 
path and you can't miss it- 











































KHARANOS AND STEELGRILL’S DEPOT 


Standing by a tent at the entrance to town fs Senir Whitebeard, Deliver the report to 
him He mentions that hell have work for yon later and rewards you for your work 
thus far. There are others who wish to speak with you, but first head to the inn on the 
east side of the road. Deliver the supplies to Tannok Frosthammer and speak with 
Innkeeper Belm. He can set your hearthstone to return you here if you ask him to 
make this inn your home. Do so. 

Head outside and speak with Ra^nar Thunderbrew. He's run into a bind. The trap¬ 
per that used to supply him with crag boar ribs enlisted in the King's Army and was 
deployed elsewhere. He's wiJfing to give you the recipe to cook Beer Basted Boar 
Ribs and even a sample tl you coflect six Crag Boar Ribs for him and buy a Rhapsody 
Malt from the inn. Act ept the quest and head across the street. 

Tharek Blackstone makes tools and is constantly supplying Steelgrill's Depot. The 
latest shipment is ready and he asks you to drop it off on your way out (Took for 
Sfeelgrill), Head northeasl over the hill to Steelgrill's Depot. Kill any boars you come 
across on ihe way. 

The tanks and mechnostriders are a dead give-away for Stee[grill's. Speak with the 
pilots and mechanics on your way in. Pilot Bellowfiz needs help Stocking Jeklream, 
his tank. He asks you to get four Chunks of Boar Meat and two Thick Bear Furs. Pilot 
Stonegear wants to make a rug for the inside of Troflpiow. Eight Wendigo Manes 
should be enough. You can get these from The Grizzled Den. Loslor Rudge needs 
you to recover a lost shipment of Ammo for Rumbleshol. The previous courier was 
frightened off by the wendigo west of 
Kharanos. Before heading out with all 
this work, reiTfiember to defiver the took 
to Steelgrill. 

f fead southwest through Kharanos, to 
the Grizzled Den The wendigo are very 
aggressive and dangerous. The Young 
Wendigo outside the cave can drop 
the mane.s and the ammo crate is in the 
camp, so there is little reason to enter 
the cave at this time. 

Kill the boars and bears in the area while killing the wendigo near the cave entrance. 
Crab the ammo crate when you need a break from fighting to recover. Watch for the 
snow leopards in the south. They aren^t terribly dangerous, but they are aggressive 
and run around a lot. With Kharanos so close, return to sell excess loot should your 
inventory fill up. As the l>oar meat is sellable, be careful about emptying your entire 
inventory. Keep the items needed for your quests. 

Wendigo con be skinneij for their leolher. In oddilion, they Htiently dtop coin and cbth. Add to 
that the 3 Uppfy of coppor in their dungeon mi herbs nearby and you have m area that Is peifeef 
for ciofteis, mn in gtoups. iovHevel charoctets ioteteskd Iti raising Ibeir new trades often find 
rhol’ Hie Vfendigo offer much while demotiding: little 

With your quests finished, return to Kharanos. Stop at the distillery to purchase the 
Rhapsody Malt and bring it and the Crag Boar Ribs to Ragnar. Senir now has work 
for you. Speak with him about Froslmane Hold. The trolls near Brewnail Village 
have been more active of late and he needs you to poke around and kill a few to 
see what's going on. Accept the quest and head back to Steelgnirs Depot for more 
rewards. 

Bellowfiz appreciates all the hunting you did for him. He pays you for your work, 
and asks another task of you. He needs something to drink on the road. Evershine is 
his favorite and can only be bought in Brewnail Village. Head back to Kharanos then 
follow the road south toward Coldridge Valley. Hegnar Rumbleshot is awaiting his 
ammo shipment along the road. Continue following the road toward Coldridge Val¬ 
ley, but head northwest before entering the tunnel. A short ways through the valley 
and you come across a trail at the base of Chill Breeze Valley, 

Investing in Your Future 

V/ilb so raitcb lime spent between towns and so mitdi killing being tfene, your backpack terwis to | 
fill up quickly. Consider spooking with tfie General Supplies mercknt in the Uiuriderbrew Distill&ry, ^ 

He sells bags os well. These oreii't inexpensive, but they allow you to carry mm loo! home. More \ 
loot sold means more money. The bag mokes up ils cost quickly. 





CHILL BREEZE VALLEY 


Head north up the valley. There are two caves along the valley; one ot> each side. 
Give the eastern cave a wide berth and head to the western cave. Follow the path up 
and speak with Tundra MacCrann. An elite wendigo has stolen his locker of dried 
meats. Old Icebeard can't open the locker,, but Tundra Still needs to eat. 

Old Icebeard is very powerful and can't be killed alone. There are two ways to 
accomplish this rather daunting task. If you are alone, hide near the entrance to his 
cave and waft for him to wander off. When he does, rush in, get the meats from 
the locker, and run out. If you have a number of friends and feef up to a challenge, 
engage Old Iceheard directly. Either way, returning the meats to Tundra prompts his 
appreciation and a reward. Head to the southern end of the valley and follow the 
path west to Brewnail Village. 


BREWNAIL VILLAGE 


Speak with Rejold to get the cask of Evershine. He will give it to you...if you do 
him a favor. The wildlife has been encroaching on Brewnail Village and the crafiers 
are losing lime dealing with them. If you kill eight Elder Crag Boars, eight Snow 
Leopards, and six Ice Claw Bears, the Fvershine is yours (A Favor for Evershine). 

He also has a more personal favor to ask. Rejold wants to create The Perfect Stout. 
He's still searching for the right ingredients and would like to try Shimmerweed. The 
problem is the Frostmane Seers use it in their rituals. He wants you to swipe six of 
them for him. 

No one has Bitter Rivals like crafters. 

Marieth Barleybrcw wants you to swap 
her Barrel of Bar ley brew Scalder with a 
barrel of Thunder Ale next time you're 
in Kharanos. Accept the quest and head 
back to Kharanos. I lead east around 
Iceflow Lake ar>d through Chill Breeze 
Valley this time. ITs shorter and there is 
wildlife that needs to be thinned. 

Stop at the small workshop ju.st north of 
Kharanos. Inside, two gnomes are diligently working on the Gnomeregan problem. 
Razzle Sprysprocket would like your help with Operation Recombobulafion. He 
needs you to collect eight Restabilization Cogs and eight Gyro mechanic Gears from 
the leper gnomes near Cnomeregan, Grab the quest and continue into Kharanos. 

Head into the Thunderbrew Distillery. In the lower levels sits the Guarded Thunder 
Ale Barrel, jarven Thunderbrew is almost as vigilant a guard as he fs a drinker. Buy 
some Thunder Ale from the Innkeeper and help Jarven quench his thirst. Once Jarven 
has one, he has to have another. Wait for him to get up the stairs before switching 
the barrels and making a hasty exit. While you're in the distillery, stop by your 
trainer and see If you can learn any new abilities. 

It's lime to return to Brewnail. Take the northern route and trim the wildlife on 
your way. 

GNOMEREGAN, TROLLS, AND 
BREWNALL REVISITED 



Marleth is grateful for the switch you pulled at the Thunderbrew Distillery and gives 
you some coin to show it. Repair your gear, sell excess loot and head northwest. It 

isn't far hjefore you can see the green 
gases spewing from Gnomeregan, 

Continue pruning the wildlife as you 
search for the parts Razzle needs. 
Whatever happened in Gnomeregan, it's 
driven the leper gnomes quite mad and 
they have no problem taking that anger 
out on you. 


The leper gnomes are very dangerous. While dearly loony, they're still intelligent If 
they're losing a fight, they run for help. Be ready to finish your enemies off quickly 
or stop their flight. Allowing one to run guarantees a long walk from the graveyard. 
They do a lot of damage, so be ready to fully rest after each engagement. 

With the required parts and wildlife kflled, return to Brewnail. Rejold rewards you 
for hunting the animals with the cask of Fvershine for you to Return to Bellowfiz. 
Sell excess loot and head southwest to Frostmane Hold. 

Anyone can sneak up to a camp and observe the enemy. Senir needs you to enter 
the cave and scout the area. Follow the tunnel west into a large cavern. Continue 
along the outer edge killing as you go and watching for the patrols. Orice you've 
explored the cave to satisfaction (your qiie^l log will show tbf&J, ffght your way back 
out. H unting the trolls outside is much safer 























Ortire the quG5t is complete, return to BrewnaEI. Vou don^t have anything to turn in, 
but you should repair and sell excess foot before heading out again. Your next stop 
is Shimmer Ridge. Be aware, the trolls on Shimmer Ridge are quite dangerous and 
work together. 

The path up to Shimmer Rfdge is on the 
east side of [ceflow Lake. Look around 
for others heading up the path and 
join forces if they are willing, Shim- 
merweed can be obtained from both the 
Frostmane Seers and the baskets on the 
ground, If there are no baskets and all 
the Frostmane Seers are dead, sit and 
wait. The camp is very dangerous if ifs 
allowed the spawn fully. KrfI the trolls as 
soon as they spawn to keep the danger 
to a minimum. 

First kill the Frostmane Seers around the edge of the camp. The center is a bit 
crowded and too much for a singfe person. The enemies are primarily casters and 
ranged attackers. This means they are very difficult to pull. Use a ranged attack and 
run away from them. When you get out of their casting range, they will be forced 
to come after you. As soon as they are clear of their friends, turn around and show 
them the mistake they just made, 

A good technique for clearing the camp is to attack, kill one, and run away. The keys 
are being able to kill the first enemy quickly and being able to get away before his 
friends kill you. Using this technique over and over again slowly clears the camp and 
makes it much more manageable. 

Now it's time for a bit of walking. Return to Brewnall and speak with Rejold for your 
reward. He asks you to deliver a barrel of the new Shimmer Stout to his brother. It'll 
be some time before you get there, but stout never goes bad, so pick up the quest. 
Next head back to Kharanos and the gnome house just north of it. 



Becoming More Talented 

Every bwJ (starffrig of tevei ten), yoti gain a Talent Point, Hiese can be used to increase yoer \ 
abilities or learn new ones. Open your talent window (defaulted to 'nT- Tbere arc three ponels in ] 
ilie wintloiw. Look nt mh talent carefully before choosing as once you spend yout polnls, if cosis 
gold to wileorn them. There is mote about the benefits of each toient In the dass secHoiL 



With the capital explored and many fine quests completed, it's appropriate for you to 
seek Loch Modan, the beautiful land east of Dun Morogh. There are still some excit¬ 
ing places to see before you leave your homeland, so start making your way east and 
look for some of the following hotspots. 

There is a ranch just a minute or so east of Ironforge, Rudra Amhersiili breeds rams 
there, yet she is beset by troubles caused by a monster named Vagash. She asks you 

to help her by Protecting the Herd. 
Vagash is found In a cave above the 
ranch. Climb west and around [he bulk 
of the mountains and bring a friend or 
two unless you are greatly prepared for 
an ugly fight] Vagash is level 11 and is 
an elite wendigo, so take that into con¬ 
sideration before the fight starts. Offer the 
Fang of Vagash as proof to Rudra that the 
attacks will stop and claim your reward. 


Further east sits the CoTBolar Quarry. Generally a mine dedicated to supplying 
Ironforge with stone, the quarry has become overridden with troggs. Senator Mehr 
Stonehaflow is asking all adventurers to find The Public Servant inside themselves 
and help. He needs you to kill 10 Rockjaw Bonesnappers before the miners can 
return to work. 




the recombobulaior isn't quite working yet. You've collected everything you need 
for Razzle. Wish him luck in returning Leper Gnomes to sanity, and head to Khara¬ 
nos to give your report to Senir. With the information you gathered, it's time to make 
a report to Ironforge, Senir asks you to deliver The Reports. Stop by Steelgrill's on 
your way north and speak wiih Beflowfiz. 


IRONFORGE AND THE ROAD 
TO LOCH MODAN 

Senir's mission is one of importance, but it also gives you a nice break from the 
constant work. Much of southern and eastern Dun Morogh is calming down (thanks 
to your good deeds). It's time to see fche capital of the dwarves. Take the road north 
and climb the long ramp to the mighty Gasb of ironforge. 

As all classes and professions are represented in Ironforge, it's a good place for 
training. If you're picking up crafting professions, seek out the trainers while you are 
delivering the letter for Senir. Senator Barjn Redstone is in the High Seat, which sits 
on the southeast side of the Great Forge. 



Ironlofge is q town. Exploring oil of it iwoutd lake quite o hit of effoit, but you're' 

not the fiist'li ^t fq^.iji ibis city. Ihe guords are occustomd to newcomers needing diiedions 
s in u hurry, ask a guard and they will plot if m your 




Iionfoige Points of Imeresi 


‘ liitiiHon 

they Sfofes/ITFCs j 

Main Gate 

! Ino, Bank, VeIIdTs Cemer, G^eml Geds, Auclicji House 

MyjtkW .! 

liaiM, Ptrfadnn ffoinef, Fnest Tnwnef 

f orlom Cavern? 

Kagu'e Trainer, flsfihg Trainer, Wnrlod/lfeinori Trainer 


Quest ■ 

lidbr Town 

Gfitnaeiegory Quttsts, Engineeriti'g lainGf, Aldiemy Trailer, Siormwid/lroitfoige Tram 

^^iliiaiy Word 

Inn, Waiiioj Traiinar, HiHitur Tfoirter 

Grffljl Forge 

Grilf»n Wosler, Heibolism Trainer, First Aid Tramer, EiKhnoHng Trainer, Aiynirtu Trainer, 
Blocksmifti Trainer, Tailor^ Ttoinet, LflrrfliBrworkifigTminer, Slannlng Irarner, Caofeing 
Itoiner, rtigli 5eat 




Foreman Stonebrow is standing on the edge of the quarry in frustration. He doesn't 
have the political power that Stonehalfow does, but he wants the troggs dead ail the 
same. Fie asks you to kill six Rockjaw Skullthumpers to help end the occupation of 
Those Blasted Troggs! 

With a group, these two quests are frighteningly ea.sy and fast, tf alone, take the quar¬ 
ry very slowly and fight near the walls to avoid as many patrol issues as possible. Be 
careful of troggs that stand behind the pillars of ice near the cave entrance, and stay 
well rested in case sudden adds demand more from your hit points and mana. 


A Crafterfo Dream 

Tlie WemUgo Cave was good, but the Quarry is an e^en better locottou fur ctufteis of all sorb. There / 
is P weoltb of copper inside ibe mine itseJf, but there are oiso veias outside of it (in the genera! \ 
Quariy). Beyond that Ibe Hoggs m a fine source of liiieji ond drop money os well. Herbalists wilt ^ 
also be pleased with ibe high conceminitioa of Earth root, Sitverteuf, ond Feucebloom neaiby. l 



In the far northeast is a short quest that you car finish to ease the mind of a troubled 
dwarf. Pitot I iammerfoot is guarding some engines in the area, but he won't leave 
the region until he's convinced that his friend Mori is either alive and well, or dead 
and lost. The Lost Pilot charged off into the hills some time back, and you can help 
out by discovering his fate. Move farther north along the road until you can break 
west. The body of Mori lies in a pile of bloody snow. 

Though slain, Mori was able to account for his fate before his death. In his journal 
the dwarf wrote of a powerful bear named Mangeclaw. Vengeance was the pilot's 
final wish, and it would further aid his companion to know that this was done. Look 
slightly south and scour die area for the bear, then slay the beast. Telt Pilot Hammer^ 
foot when the mission of vengeance is complete. 

The road east leads directly through South Gate Outpost where Mountaineer Bar- 
leybrew works; give him his brother's barrel of Shimmer Stout. The dwarf afso wants 
one of his friends to try the mixture, and he passes the brev^ along with a request 
that it be sent to Mountaineer KadrdI of Loch Modan (one of the Thelsamar guards). 
Because you were on your way to Loch Modan already, rliis offers no expense of 
time or energy. 

Congraiufations on your success in Dun Morogh. Rams are breeding happily, the 
dwarves have raised a fine toast In your name, and even the snow seems to have 
receded a bit because of such fine efforts. New challenges wait in Loch Modan and 
in lands such as Westfall to the south and Darkshore across ihe ocean, btpt those are 
adventures for another day. 














































Elwynn Forest is the pleasant home of Stormwind City and the basket 
of human civilization in the east. Surrounded by settled farms^ lumber 
mills, and mines, it's no wonder where the Humans gel their grand 
ideas of a peaceful future. 


]j Weslbfook Garrison 
^ Forest's Edge 
^ Mirror Lake Orchard 
^ Porgodflop AMne 


^ The Sfonefield Farm 

^ TFie Mcclure Vineyords 

7j Jerod's lending 
GoWshire 


9j Crystollake 
10^ Nortiishire Voltey 
Echo Ridge Mine 
’■1^ Northshire Vineyords 


Josperlode Mine 
14^; Soyfhern Elwynn Forest 
Brockwell Pumpkin Patch 
16^ Tower of Azoro 


Stone Coim Loke ond Hero's Vigil 
08) Easivalo Logging Camp 
19^ Ridgepcint Tower 
Stormwind {Capitol Gty) 


A light breeze blows through the trees. The smells 
of freshly cut wood and baked goods drift from just 
through the woods. The sun is shining and it's just 
warm enough for a refreshing glass of water or lemon¬ 
ade. Such is life at the heart of the human lands where 
the guards patrol the roads and train daily. 



NORTHSHIRE 

Northshire is one of the first places adventurers are sent 
to train. In the abbey are veterans of many trades and 
walks of life to help you grow. The merchants outside 
understand who they are dealing with and sell many 
weapons and armor designed for the newly enlisted. 
Few of the problems here are terribly dangerous and 
most make for good practice of skills that keep you 
alive elsewhere. 

Report to Deputy Willem to begin your training. As 
you are here answering the call about A Threat Within, 
he directs you to Marshal McBride inside the abbey. 
McBride's first orders are for you to assist In a Kobold 
Camp Cleanup. He wants you to kill ten Kobold Vermin 
and return. The kobolds are just northwest of the abbey, 
but head around the right side of the building first. 


Eagan Peltskinner has more work for the willing. With 
so many Wolves Across the Border, Eagan is hiring 
people to hunt 
them. He wants 
eight pieces of 
Tough Wolf 
Meat to cook. 

He rewards you 
for your lime, 
so accept the 
quest and head 
north to hunt 
the wolves. 

The koliolds aren't terribly bright and don't much like 
each other. You can kill them with impunity and those 
nearby do not assist. Avoid going into the mine as 
your targets are around the campfires outside and the 
enemies in the mine are more dangerous. With both 
quests done, return for your rewards. 































The Spoils of W^ir 



Your bdckpock is neofly fill. Ffist toko ilie time to look thraigh it aid sw if tfiere is ony usable ^ 

equipment for ymr. If so, equip it. Second, become familiar wilii any recovery items (potions, 
food, drink, etc.) you've accumulated. Everything else tiiof can be sotd to vendors should be. 


McBride has rncjre work for you now rhat youVe proven a willing hand. He has a 
message for you from your Irafner and needs you to help tiwestigaie Echo Ridge. To 
remove the kobo Id infestation, he wants ten Kobold Workers kiiJed. 

Take a moment to visit your trainer and learn any new abilities before heading out of 
the abbey. Deputy Willem has more work for you. The Defias Brotherhood has been 
seen in the area. This Brotherhood of Thieves must be put down before they can 
become a problem, lie asks you to coflect 12 Red Burfap Bandanas as proof of your 
commitment to the safety of NorthshEre, 

First head north to the kobold camps. The Kobofd workers are at the campfires with 
the Kobold Vermin. Do your pari to aid in the investigation and return McBride for 
more work. McBride outranks Willem 
and thus hb work comes first. 

Your work has shown that the kobold 
infestation is worse than expected and a 
Skirmish at Echo Ridge may be unavoid* 
able. McBride asks you to penetrate the 
kobold defenses around the mine and 
kill 12 Kobold Laborers to bring their 
digging to a halt. Head north and carry 
out his orders. 



As you ire traveling, constcfet kifJiog any mms ttiol ore your level it bv/er. The eiernies in 
Noflhshire Villey ire foirly weak ond die oddilionol experteice and usable equipment make it 
worlfi youf time. 


McBride is pleased with your work and gives you leave to Report to Coldshtre. 
Accept ihe documents, but doiVt head out of Northshire just yet. Deputy Willem 
needs your assistance and there is more to do. Visit your class trainer again to check 
for new abilities to learn. 



When you are ready, head across the creek to the Northshire Vineyards. The thieves 
am everywhere and more intelligent than the wolves and kobolds you've fought so 
far. They wiif attack you on sight, and assist their friends. 

With proof of your deeds, return to Willem for your reward. While you were killing 
the brigands, there have been other developments. There'^s a Bounty on Garrick 
Padfoot for harassing the farmers and leading the local thieves. Willem is authorized 
IQ pay weJJ for Garrick's Head. Milly Osworlli, a friend of WiJlem's, also needs a 
hand. Milly star^ds behirid the abbey. 


Milly was harvesting in the vineyards when the Defias moved in. Milly^s Harvest was 
left in several crates. She's worrietf they'll either be stolen or damaged arirl wants 
you to recover eight of them. Head across the bridge again and kill the enemies 
around MilJy's Harvest. When you've recovered ail you need, head further east to 
find Garrick. 

Milly is very pleased to have the harvest saved. While she still rewards you, someone 
else would like to reward hard work. Take the Grape Manifest to Brother Neals in 
the bell tower to show the work you've done. 

Both Brother Neals and Deputy Willem reward you. With so much accomplished in 
Northshire, iTs time to head to Coldshire, 


GOLDSHIRE 


The south road from Northshire takes you through a well-guarded set of walls. 
Falkhaan Isenstrider is relaxing at a beautiful fountain advertising the Lion's Pride Inn 
at Coldshire. Hts friend owns the establishment and Falkhaan suggests stopping by 
for some Rest and Relaxation. 

Follow the road south to Goldshire. Make a quickstep at the Lion's Pride Inn for 
some free food or water. Speak with innkeeper Farley about how to make this inn 
your home. This resets your hearthstone to this location and is a good habil to get 
into, William Pestle stands off to one side of the inn looking troubled. He's looking 
to gather wax, but the best source of it is Kobold Candles. He's no adventurer, so 
he'll pay if you bring him eight Large Candles, 

Now that you've taken a moment to rest from your travels^ deliver your papers to 
Marshal Dughan. He doesn't waste any lime putting you to work and wants you to 
explore The Fargodeep Mine and report back on the kobold presence, Remy "'Two 
Times'" runs the local Cold Dust Exchange Bring him ten Gold Dust from kobolds 
and he pays handsomely. 

Pretty much everything people are asking of you so far involves the kobofds at 
Fargodeep Mine but IPs a bit too dangerous to go in without having a better under¬ 
standing of the area. Follow the road west until you can cut south to the Sronefield 
Farm, "Auntie'' Bernice Stonefield is upset about a Lost Necklace. She believes Billy 
Maclure took it and wants it back. Find and question Billy Madure at the Maclure 
Vineyards to the east. 

Billy Maclure claims he knows who took it, but he's smarter than he looks and wants 
some pie for tire information. Bernice makes a good Pork Belly Pie, but she needs 
four Chunks of Boar Meat to make ihe Pic for Billy. Luckily, the boars in the vine' 
yards have the meat you need. Hunt tfiem and return to Bernice. 

Bernice isn't happy about being blackmailed to get her necklace back, but she'll do 
whatever it takes Bernice makes the pie and asks you to take it Back to Billy, Me 
Stonefield has work for you as well. The Brackwells have a prize-winring pig that 
has a habit of sneaking over and eating the veggies from the Stoneficld Farm. Ma has 
decided that Princess Must Die! Bring Princess' collar to Ma and she rewards you. 

With the pie in hand, return to the Maciure Vineyard and speak with Billy. Billy saw 
a kobold making off with Bernice's Necklace. The kobold ran into the fargodeep 
Mine and had a huge Coldtooth. Before you run into the mine, speak with Maybell 
Maclure, She's having some real trouble as her one and true love is...a Stonefield, 
The rivalry between the I wo families is terrible, but these Young Lovers are deter¬ 
mined to find a way to happiness. Take Mayboli's Love Letter to Tommy joe Stone- 
field, who is moping at the river west of Stonefioid Farm , 

Tommy loe is so caught up in his love for MaybeJi that he can't think straight. He 
asks you to Speak wrlh Grafnma to find a way for the two to be rogether. Gramma 
has seen a number of things in ber life and knows that a potior can fix anything. 
Take hei Note to William in Goldshire next time you're in the area. For now, pre^ 
pare to enter Fargodeep Mine, 

The kobolds in the mine are very ag¬ 
gressive, Take it slow and kill everything 
near you. There are two entrances: one 
to the upper level and the other to the 
lower level. Coldtooth stands in the 
corridor that joins the levels, but you'll 
be in here long enough you're bound to 
see him. 


The Marshals haven't been lax about 
recruiting people to ejear the mine and 
you won't be alone. Consider joining 
forces with others already there. These quests lake longer to do in a group, but your 
survivability Is much higher with friends. Be extra careful to pull enemies to you 
when entering the larger chambers as several of the kobolds may attack from differ 
ent sides. 
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Inventory Full? 



Ifs been a good while since you were neor o merchont and your inventory shows it. Once your 
inventory is full you con't pick up ony more items, including quest Items. Take the time to destroy 
some of the less lucrative items in your inventory when you need room for quest items. 

Less lucrative items are items of lowest quality ond lowest armor (they ore grey in nome). This 
means grey doth items are often the first to be dropped. If you don't need the food or drink tor 
recovery purposes, these are olso prime candidotes. 


\ 


Keep your health and mana full as you clear out the mine. When you've finished 
with the quests, return to Bernice at the Stonefield Farm. She's very happy to have 
her necklace back and frees you to return to Goldshire. Use your hearthstone for a 
quick trip back or simply leg it. 


William Pestle packages the candles and asks you to lake the Shipment to Storm- 
wind. This isn't a time sensitive quest and you can deliver them when you visit the 
capital. Accept the quest and give him the note from Gramma Stonefield. William 
has a way to help them, but he needs help Collecting Kelp for the potion. He needs 
four Crystal Kelp Fronds. Crystal Lake is patrolled by nasty Murlocs. They are VERY 
social, so adds are very common. 

Report to Marshal Dughan next. He's very pleased with your exploration of the Far- 
godeep Mine. He's so pleased he asks you to explore The Ja.sperlode Mine as well. 
Accept his assignment and speak to Remy about your gold dust. True to his word, 
he pays you for the dust. He also asks you to speak with Dughan about A Fishy Peril 
elsewhere in Elwynn Forest. 


Dughan has spoken with Remy before and his hands are tied until he gets an official 
call for aid to combat the murloc menace. He doesn't have the manpower to check 
the situation...you've been his eyes and ears already. If you have Further Concerns 
about the matter, he suggests you speak with Guard Thomas along the east road. 
Accept the quest and take a moment to visit your trainer before heading out. 


1^ Inv^sting4fc^o,ur,Futur^ 


With so much time spent outside of town and so much killing being done, your backpock tends to | 
fill up quickly. Consider speaking with the General Supplies merchont in the Lion's Pride Inn. He 
sells bags as well. These oren't inexpensive, but they allow you to corry more loot home. More 
loot sold meons more money. The bag pays for itself quickly. 




Head cast following the lake. There are murlocs on the islands of the lake; they have 
the kelp you need. Pull them back and be ready to finish them off quickly. They're 
aggressive, don't like to fight alone, and run for help when wounded. Once you have 
the required kelp, retreat to the road and continue east. 


THE EASTVALE LOGGING CAMP 

Follow the road east until it crosses the river. Guard Thomas is standing here. 
Speak with him about the murloc threat in the area. Two guards were sent to 
investigate the matter further, but they haven't returned. Thomas needs you to Find 
the Lost Guards so he can complete his report. They were looking around where 
the river meets the lake. 


Murlocs arc not the only threat to the logging camp. The bears and wolves in the 
area are becoming more numerous and more brazen as the loggers become the only 
f(X)d source In the area. Thomas asks you to join in the effort to Protect the Frontier 
by killing eight Prowlers and five Young Forest Bears. Accept both his quests and 
follow the river north. 

Watch for the bears as you move north 
to the lake. There aren't any Prowlers 
on the west side of the river, but the 
remains of Footman Malaki Stone are 
lying where the river drains from Stone 
Cairn Lake. This solves the fate of one 
soldier, but you still need to Discover 
Rolfs Fate. Webbed footprints lead 
east from the corpse and you can see a 
murloc village on the edge of the lake. 
Follow the lake edge east. 

The murlocs are very aggressive and attack if they catch the slightest hint you are 
in the area. Look for others hunting the murlocs and join forces. If there is no one 
to join forces with, continue to Eastvale Logging Camp and speak with Supervisor 
Raelen. You'll be in the area for awhile and you can investigate the camp when 
ifs safer. 

Raelen is in A Bundle of Trouble. Because of all the attacks, her loggers haven't 
been able to gather the required lumber. They've felled the trees but the wood is in 
small piles. She needs you to bring eight Bundles of Wood back. Head out of the 
camp and search near the base of the nearby trees. 

Watch for the Prowlers and Young Forest Bears. These are the reason the loggers 
had to flee. They need to be killed. As you hunt through the trees, keep an eye 
on the murloc camp. If someone else is hunting them or in the area, join together 
or sneak in before the murlocs respawn. Rolf's remains are easier to get to from a 
southern approach. 

With the fate of both guards revealed. Report to Thomas. The murlocs are a greater 
threat than previously believed. Deliver Thomas' Report to Marshal Dughan. But 
first, head back to the logging camp. Sara Timberlain is a kind person and will make 
you clothes if you bring her the materials she needs. She prefers to work with Red 
Linen Goods. Bring six Red Linen Bandanas from gang members in Elwynn Forest. 

Drop off your wood and sell excess loot before crossing the river west. Travel 
northwest to the Jasperlode Mine. Without even setting fool in the mine, the 
kobold presence can be seen. Marshal Dughan needs to know the strength of the 
infestation though. 

The kobolds here are more dangerou.s than the ones in Fargodeep. They don't travel 
alone often, and the ones wearing blue 
shirts understand magic. The casting 
kobolds can do a lot of damage quickly, 
but don't last long in a fight. Target them 
first if you are engaged by more than one 
kobold. 

Deeper in, the tunnel walls are covered 
with web, and kobolds hang from the 
ceiling in silky cocoons. You've seen 
what you needed and now it's lime to 
get out. If your Hearthstone is ready, 
port back to Goldshire. Should your Hearthstone be on cooldown, exit the mine as 
quickly as caution allows and head back to town. 

William uses the kelp to make an Invisibility Liquor that helps with The Escape. Hold 
onto it until you see Maybell Maclure next. Marshal Dughan is eager to hear your 
reports. He doesn't like what's happening, but he rewards you as promised. He gives 
you a Stormwind Armor Marker to give to Sara Timberlain. She'll craft Cloth and 

Leather Armor for you to use in the defen.se of Elwynn Forest. 

As one of the commanding officers in charge of Elwynn's defense, Dughan 
always has more work for you. He asks you to Report to Gryan Stoutmantle in 
Westfall when Elwynn is under control, and alerts you that the Westbrook Gar¬ 
rison Needs Help! 

Smith Argus has work for you if you're willing. He's been asked to send people to 
Grimand Elmore in Stormwind. Elmore's Task is one of several that are sending you 
to the capital. 

















STORMWIND CITY AND BACK TO 
EASTVALE LOGGING CAMP 

Now is a good time to see the glorious city of Stormwind. Follow the northwest road 
to the city of light and the center of the human armies. 

As alt classes and professions are represented in STormwind, it's a good place for 
training. If you"re ptcking up crafting professions, seek out the trainers while you are 
defivering the shipment for Wiffiam and speaking with Crimand. Morgan Pestfe is in 
his apothecary just inside the gales while Grimand is in the Dwarven District 


Stop by and listen to Renalo Gaiirna, who is standing on a large crate on the west 
side of the street. He^s ad^/ertising the Callina Winery and gives you a ticket to prove 
you were sent by the Wine Shop Advert and garner a free Bottle of Pinot Noir. 



It^S Big! 



Stormwind is a rattier impressive city. Exploring aH of (f would tnke quite a bi! of effort, ht you're { 
not Ihe first to get lost m this city. Itie guorefs ore occustomed to newcomers needing directions \ 
nnef they give tiiem freely. To fmd Ifiings in o hurry, osk o goofid end Ifiey wilt pbt It on your 
mini-mop. 


Stormwind Points of Interest 



TraifeOistiict 

Griffon Iter, \m, Bonk Weapon Trainer, Awfiort Hoiiso, Visitor's Center 

QtMgr ' 

Akhemy Iroioer, Traiiter, Heikifem IraincT, laiksfias Trtriiier, Maga/Foftoi Tnwer 

Folk 

Hunter Trtiinef, Stable Master, DruEdTtoinGr, HeEbalism Trainer 

Ortti^Eol ^re. 

Palfflib TraiiBr, PflesJ Trainer 

awoEveii Disliitr 

&lack$rai(liBrG Troimf, Engineerii^g Truirier, Mining TrainGf, forge, Anvil, Tram te Ironforge 

Oldfewff 

Coekins Traiiret,. bpiliemwking Trairrer, Skinning Ttoirer, Wnrriar Trainer, Rogue Trainef 

(and District 

fishing Trd^fi^ 





; 


Every level (starting til level tea), you pin o Went Point. Tliese con be used to intteose yout 

abilities or learn new ones. Open your toient winefow {defoultod to Y). There are ihree ponds in 
Ihe window. Imk at each talent curefolly befora choosing os once p\i spend your points, ir costs 
gold to onleom them. There is more obout the henefib of each talent in the doss section. 


t 




Stomnpike's Delivery is given to you by Grimand. He wants the supplies sent to Loch 
Modan in the Dwarven Lands, These lands are far away, but accept the quest now 
so you have it when you v^ntur^ there If yiiu^ve reached ieveJ spciik with your 
trainer for a class specific quest before heading back to Coldshire. 


There's still more to do in the east. Take the road from Coidshire to the Eastvale 
Logging Camp. Guard Thomas has another mission for you. With the information 
you've brought, the Stormw'ind Army has placed a Bounty ori Murlocs. Thomas is 
authorized to reward you if you bring eight Torn Murloc Fins as proof of the kills. 
Continue east to Eastvale Logging Camp. 


Turn your armor marker in to Sara Timberlain for your armor, then head south across 
the road. East of Ridgepoint Tower is a small Defias camp. Kill therrr for their Red 
Linen Bandanas. When you've acquired enough for Sara, retLirn to Eastvale. Sell your 
excess loot before heading north to the murloc camps. 


Quests Falling From thbil 




A traraber of quesis ore started by items foum) on corpses. Keep yotjr eyes open for the Westfall 
D&ed M Gold Pickup Schedule as you fiaht the Defias and Gncilis \{\ Eiwynn Foiest 

To octivote o questfram these, open your inventory end right dick on the item. 



The murJocs are a bit easier now that you've gained a level or two. Do the lower 
level characters a favor and kid the enemies near Rolfs Remains first. Clear the mur- 
locs slowly as they are still very aggressive. With the fins in hand, follow the river 
south to Guard Thomas and your reward. 


Break off the road and head southwest 
to the Brackwall Pumpkin Patch. The 
outer edges are guarded by brigands, but 
between the pumpkins a beast moves, 
Princess and her entourage move about 
the patch with a royal bearing. To attack 
one is to gain the wrath of all three. 
Check for other players in the area that 
are willing to help you before attempting 
the kiff. 


Take the Brass Collar and return to ihe Maclure Vineyard to the west. Give the Invis¬ 
ibility Liquor to Maybell and help the two lovers break free of the oppression of the 
hate between their families. Your next slop is the Stonefield Farm Ma Stonefield is 
rather pleased to have her veggies safe fnejm the mor>sier and rewards you accord¬ 
ingly. Sell any excess loot to Homer Stonofield and head north to the road, and west 
to the Westbrook Garrison. 


WESTBROOK GARRISON 

On the path from the road to the garrison is a large wanted poster. Wanted: "Hoggert^ 
doesn't leave much to the imagination. The Stormwind Army has placed a bounty 
on the savage gnoll and empowered Marshal Dughan to reward anyone bringing his 
HugeCnori Claw as proof of the dec^d. 

Report to Deputy Rainer at the garrison for your assignment. The gnolls in to the 
south have grown in number to become a significant threat. The guard tower doesn't 
have the numbers to clear the vermin out, so adventurers are being recruited for the 
Riverpaw Cnol! Bounty. Bring back eight Painted Gnoll Armbands for your reward. 

Head south across the road. Many of the gnolls stay in ertmps where their numbers 
offer protection. If you are iri a larger group, attack these camps carefully. Soio 
adventurers should avoid these camps entirely as they are nothing more than a fast 
trip to the graveyard. Instead, bok for the few gnolls that patrol between the camps 
alone. Ambush these for the armband^;. 

Keep a watchful eye for Hogger. He is 

very dangerous and can be the doom of 
you or your party if he attacks while you 
are engaged with other gnolls. When you 
see Hogger, rest to full and wait for him 
to be away from other gnolls. He is an 
elite enemy, shown by the gold dragon 
encircling his portrait, and has many 
more hitpoints and does much more 
damage than most enemies his level. 

Collect the armbands and return to Deputy Rainer. As promised, he rewards your 
service to king and country. With little else to be done at Westbrook Garrison, 
hearthstone back to Goldshire and turn the Huge Gnoll Claw in to Dughan. 

Congratuiations on your success in Eiwynn Forest. Farmers are back at work, the lo¬ 
cal mercharus tell stories of you to customers, and the roads are just a little hit safer. 
The call for aid has come from the land of Westfall arid the affies in the dwarven 
land of Loch Modan and the Elven land of Darkshore could certainly use 3 skilled 
hand, but those are adventures for another day. 



















































Teldra^!:tt ig; the new home of the brave orght elves^ a people who have taken arms 
and magic to battle against demons and restore the batance of their spirits. With the 
former capital of Elven power nearly destroyed by the fighting against the demons, 
the refuge has grown in prominence. Those ancient and animated trees that remain 
to protect the forest have gathered here to stop any final advance from the evil 
remnants. Now the night elves are shaking off their suffering and readying themselves 
for the next chapter in their history. 


The Oracle Gfede 


3 fiod to Dortio^s 


Bqn'eshil Borrew Oen 
^ PtiEs of fljlilhtkn 
,:.!o Gnaifplne Hold 


DotoMur 
'.1^ Felfock 
Stoebreeze 


Vouk^Fir^T 

TcWr-iccil re ja ^\\£i c\tq rui ^ Sclfii*ir 


Tefdrassil fs a tree the size of a large island off the coast 
of Kalimdor. Isolated from the effects of many recent 
troubles^ She land itself is free from some of the greater 
taint that plagues many of KahmdoKs forests. Vet even 

here, there are the stirrings of disease and corruption. 

The greatest problems that exist in Teldrassil inwive the 
tainting of natural cmatures anrl beasts by a force of evil. 
Your duties often involve seeking out this taint in an attempt 
to isolate itr redeeming those corrupted, or, when all else 
. fails^ to destroy the creatures whti are beyoneJ salvation. 


ALDRASSIL 

Aldrassii is the starting town, in the north-east of 

Teldrassil, where your character begins the journey into 
greatness. As with all new character areas, the majority 
of the creatures are neutral and won't attack unless 
engaged directly. A single large building at the center 
of this forested vaftey holds trainers, vendors, and the 
leaders of AldraSSiE. 

Speak to a nearby night elf after watching the introduc¬ 
tion to Teldrassil. Conservator llthalaine stands a few 
feet from you. He tells you of The Balance of Nature 
and how Shadowglen has become unbalanced with the 
rapid growth of the boar and nightsabre populations. 

He asks you to kill seven Young Nfighfsabres and four 
Young Thistle Boars to begin trimming the popuiations. 
Accept his quest and move east as you kill. 


:1|| Skdowglen 
AHrossil 

Shadowlhraod Cave 
;jiJ DaiMssijS tCapitd City) 


Night Elves Have Mettle, 

Not Meta l ■ . . ' ' - ^ ^ 

II von WQir to be a minor, be worried lot TMI is siorved 

for mtJil No one out hm trains you in tlie heorty oct of 
mining, and ttio problems doti'f end liiere. Copper is so rare 
here lb at you won't find any of ir, If mining is of treraerdous 
imp&nartce to you, {reate Itie night elf you want and bend to 
the bumait lands (tliis is possible even at low levels). 

On the flipside, Feocobloom and SEbrleof are in greot 
obuadancfi, so haivesters who pjefer Heitalism me often guile 
happy hero. Skinrets, loo, hove abundant resmjrcesiiorr whidt 
lo gulher, m inony beosts in tbe area are skinnabie. 


































Ar the entrance to the main bufiding in Aldrassil is Melithar Stagheim. Tarindella, 
The Woodland Protector, has been seen in ShadowgJen. Melithar asks you to find 
out why she is here and aid her in any 
work. Continue east into a field pJenttful 
with Young Nightsabres and Young 
Thistle Boars. Kill them until your quest 
is complete and youVe gained level 
two. On your way back to Conser\.'ator 
iithafaine, speak with Dirania Silvershine 
at the cooking pot Iverron, A Good 
Friend of Dirania, hasn't been seen since 
he headed up to the spider cave. Dirania 
wou ld like you to find him for her. 

Speak with llthalaine and get the next step of restoring The Balance of Nature. Now 
you need to kiff seven Mangy Nightsabres and the same amount of Thistle Boars, 

He also has a message from your class trainer. Accept both the quests and head to 
your trainer. Most of the trainers are inside the main hall of the building, but the 
nature^based class trainers {such as the Druid trainer) are in the higher branches of 
the building. Get your character any new skills, then find Tar indell a lust north of 
llthalaine. 

the i^lopdy W4y 

As you're troveling, consider killing any enemies thot ore yoot level or lower. The enemies ; 
in Shadowglen ore fairly weak; Ihe addllianal experience end usable equipment nroke if 
worth your lime. 

Tarindclla is in rhe area fighting the corruption. The Grells in the area are collecting 
Fel Moss (which spreads the corruption) She asks you to collect eight pieces of Pel 
Moss. The Greffs have been driven quite made by the Fe! Moss and won't give it up 
without a fight. Travel north to the Grell camps and kill them until you have the Fel 
Moss and have gained level three. If you finish the Fel Moss before gaining the next 
level, kill a few more...it's the only way to be sure. 

Your bags are likely full by now. Return 
to Tarindella and give her the Fel Moss. 
With her gratitude stop at the merchants 
in Aldrassr! and sell any excess loot. Re¬ 
member to equip any extra bags you've 
found and head north once again. 
Cilshalan Windw'alker stands at the 
bottom of the ramp nearby. He's study¬ 
ing the spiders in the area and needs ten 
Webwood Venom sacs from the spiders. 
As you have other quests near the spider 
cave, accept his and continue north to 
Shadowthread Cave. 




Poison 


All of the major breeds of spiders in Teldrossil m venomoos. This makes fighting them a slow 
process due lo the increased lime spent resbng after ligh ts. They are also aggressive and attack 
ortyone who veniires too dose. Though needed for quests, the spiders are better avoided when 
hunting for inoinev or basic experience. 



Look to the west of Shadowthread Cave, in a small valley, a wounded night elf male 
named iverron waits. He was bitten by the largest of the foul spiders and Is too weak 

to return to Aldrassil. Hi& conditiort is wonstrnirig as ih^ poison runs iK course. f-Te asks 


you to help A Friend in Need by telling Dirania Silvershine of his plight. He's a strong 
man and can survive a bit longer, so finish your other quests before heading back. 


When you've collected the venom sacs, head southeast. There are more Mangy 
Nightsabres and Thistle Boars if you return this rouEe. With the animal populations 
successfully thinned, speak with Dirania 
about Iverron's situation. She tan make 
iverron's Antidote, but needs some 
ingredients. She needs seven Hyacinth 
Mushrooms which grow near the trees in 
the area but you must fight the grells that 
wander nearby. Look around the northern 
ponds for the four Moonpctal Lily, while 
the Webwood Ichor is easily obtained 
from the spiders you are already fighting. 

Stop at the merchants to sell excess loot 
and speak to your trainer about learning new abilities before heading out again. Get 
your reward from ilthalaine and give the venom sacs to Gilshalan. With the venom 
specimens, ho has sot his Sights higher. He wants a live spider to observe. As capturing 
a full grown spider is a daunting task, he wants you instead to bring him a Webwood 
Egg. Acc^spt his quest and head north to collec! the ingredients for the antidote. With 

the ingredients colleaed, head into Shadowthread Cave. 






\fs been a goad while since you were near o merchonf and your Invorttory shows it. Once your 
imentory is full you can't pick up any more \\m, ifKluding quest items. Take ihe time lo destroy 
SDtae of the less lucrcrtive items in your hveglory when you need room foi quesf items. 

Less lutmbve items are items of lowest quofify and lowest ofmor (grey named). This means grey 
dolti ifeois m often the first lo be dropped. If you don't r>eed the food or drink for reoovefy 
purpeses, those ore olso prime enndidotes. 


There are said to be hundreds of the eggs inside Shadowthread Cave, so the only 
worry comes from fighting past all of the poisonous beasis. The eggs are on ihe top 
level of the cave. The center path takes you through a narrow passage as it climbs up 
to the eggs. Only one of the spiders is as high as fifth level, so even a solo character 
can move through the cave safely (just don't try to fight more than one enemy at a 
time). Crab the Webw'ood Egg and return to town triumphant. The spiders might have 
respawned by now. Fight your way out or use your Hearthstone for a fast trip back. 

After you give Gilshalan the egg, lie asks you to answer Tenaron's Summons. This 
accomplished night elf won't take much of your time. He merely asks that you fill 
a Crystal Phial with the waters of the Moon well just north of town as payment for 
learning of the Crown of the Earth. Head down the tree and give the ingredients to 
Dirania to make the antidote. It won't stay potent for iong tit is a timecd quest), so 
immediately head north to the Moonwell. 


Filling the Phial 


To fill tba Pbiol, staud in the Woonwell and opsn your jnvontoiy (defaulted to 7). 
Ibe Empty Phial to get the Filled Crystal Phial. 


Tefdrassjl 


With the Filled Crystal Phial, turn west 
and fight through the .spiders to iverron. 
He rewards you for giving him the 
antidote. With things just about done 
here, return to Tenaron atop Aldrassil for 
your reward. 

Tenaron informs you that your time in 
Aldrassil is at an end and hands you 
a vessel with the Moonwell water to 
take to Dolanaar, a large town near the 
center of Teldrassil. 


ENTERING DOLANAAR 


Following Tenaron's bidding, [fs time to seek the greater town of Dolanaar. Finish 
selling extra items to rhe vendors below, and make sure to train with the masters that 
specialize in your class. With that done, take the southern road away from Aldrassil 
and into the greater wiids of this majestic land. 


At the entrance to Shadowgien, Porthannius stands. He has a Dolanaar Delivery 
he'd like you to help with. As you were already heading that way, it costs you noth¬ 
ing and is worth your while. Accept his quest and continue south. 


Stick to the road, and fight creatures nearby if you wish. A lone Satyr, Zenn Foul- 
hoof, stands on the right side of the path, by a tree. He seems friendly, and is willing 

to award you a simple quest. Return items from the Nightsabres, Strigid Owls, and 

Webwood Spiders to complete Zenrr's Bidding. It takes a number of kills to collect 
everything, so this is best accompli: 


Press on to Dolanaar and talk to every 
one in town. Standing a! the ramp to 
north building is Syral Blade leaf. She 
a delivery she would like you to finish 
for her. She gives you Denalan's Earth 
and directions to find him at the lake to 
the south. At the entrance stands Athri- 
das Boarmantle, who wants you to enter 
the Firbolg village lo the east. Athridas 
feels A Troubling Breeze and there is 
anoiher night elf there who he is worried 
about. Promise to help him and head to 
the top of the building. 











































Tallonkai SwEftrool is in the highest room and has a few problems you can help with. 
First, he lost The Emerald Dreamcatcher. It was held at Siarbreeze Village to the 
easi and he can't retrieve it himself. Arxept this quest and ask him about his other 
problem. Tallonkai Swiflroot wants to see the head of Melenas, minus the body. 
Melenas is a dark Satyr who lives in a cave called Fel Rock, just north of Dolanaar, 
The Twisted Hatred Melenas feels toward all things healthy must be stopped. 

There is yet more to do before heading out of town. Head into the building just south 
of the road and speak with Innkeeper Keldamyr. 

| |^ ^ 

lalk to Innkeeper KoldarryF in Doltmaor to set your home point. With alJ the rirnoing bock onii ^ 
forth that needs lo be done, especlody for some of the foter quests, it's nice Jo hove the option of 
getting back quickly 


After gening your reward, continue south out of the building and deliver the Par¬ 
tially Filled Vessel to Corjthras Mooniage.! le accepts the delivery and asks you to 
continue working on rhe Crown of the Earth by collecting water from the Moonwell 
near Starhreeze Village. Accept his quest and look to the east. 

Zarrin is a cook who works well with odd dishes. If you have taken Cooking as one 
of your secondary professions, seek this teacher for the quest to learn the Recipe of 
the Kaldorei (a fine piece of spider-culsineK 

With your quest log nearly bursting, head out of town. Run east, mostly following the 
road and kill any owls, nighisabres, or spiders nearby until you see the outskirts of 
Starhreeze Village and the Moonwell, Jump into the Moonwell and fill the phial. 

Next, move slowly into the village but beware of the Furbolgs (they have become 
quite feral and attack almost anything they see). The first large building on the right 
has two floors, and Gaerolas Talvethren is on the top floor. Fight the few Firbolg in 
the way and head upstairs. Gaerolas isn't in great shape, but he tells you whai has 
happened and asks you to tell Athridas In Dolqnaar of the GnaHpinc Corruption. 
Before leaving, move to the south-eastern cottage of Starbreeze and search the 
dresser for the Emerald Drearncatcher. 



Return to Dolanaar, fighting the beasts for 7enn along the vi/ay, to turn in the quests 
you have compfeted. Corithras gives you another phial to fill^ while Athridas asks 
you to collect the Relics of Wakening, After returning the drcarncatcher to Tallonkai, 
he realizes that part of it Is missing, He asks you to get it from Ferodfas the Dream 
Eater and slay some of the Firbolg Mystics In the area. Take a companion or two 
if you are uncertain of victory. Talfonkai's Jewel isn't immediately apparent on the 
corpse of Fenocitas. Take the Gnarlpine Necklace and right click (o reveal the jewel. 
Return toZenn (if you have completed his quest) and lo Tallonkai Swiftroot. 


Inventing in Your Future 

With so mudi time spent outside of towi ond so mudi kiJfing being done, yoitr bockpatk tends to | 
ftll up quickly. Consider speoking with the General Supfdies merthanf in Oobnoar. He sells bogs. \ 
These aren't inexpensive, but ihev ollow yotr lo coiry moie loot home. More bot sdd meoirs more 
money. The btig will poy for itself quick enough to warrant the purdiose. 




RECOVER AND CLEAR THE LAKE 


By now, it's probably time to train again and sell a few Ihirsgs. Talk to any of the 
craft trainers in town if you want ro learn Cooking, Firs! Aid, Alchemy, or Herbalism 
(three are on the south side; look to the north to find the First Aid trainer). There 
are a fair number of quests to grab now. Talk to everyone but focus On getting Seek 
Redemption from Syraf Bladeleaf. To make things right with her, leave town and 
waik south until you reach Lake AFAmeth, First, speak with Denalan, on the eastern 
edge of the lake. Then, while walking around the Lake, collect the Fel Cones on the 
ground near the trees. 

After putting the soil you brought him 
in a nearby planter, Denalan has two 
quests that can be completed while 
looking for more Fel Cones. He loo 
wants to find out what is harming the 
land, hut he's not a fighter. Collect the 
Timberllng Sprouts, and Timberling 
Seeds for him. The sprouts are found 
all around the lake (and other bodies of 
water in Teldrassil). Right-click on these 
growing plants while moving around. 

Fight the aggressive Timberlings you come across to gain the seeds. If your eyes are 
sharp and can spot the steaming Fel Cones, all three quests can be done in a single 
pass around the lake! 

Turn in everything to Denalan and receive his shipmeni to Rellian Creenspyre. Reb 
lian is in Da mass us (do not head out to Darnassus yet), the capital, and can be found 
on either the east side of town, just outside Warrior's Terrace, or north of the bridges 
{before reaching the Druid's Grove), 

It's time to bring an end to Melenas. Seek a small group on the same quest. There 
are many aggressive Grelb in the cave, and having a few friends can make a huge 
difference. Stop at Zenn on the way over to give him the Fel Cones and get a good 
laugh. Search the cave while killing the nasty monsters and look for Ihe wandering 
Melenas; though he stands in the north-western corner atop a ledge, he also patrols 
from time to time. Target Melanas first and bring him down to make sure the quest is 
a success. Even tf you die, return to the body and loot it for victory. 

With that done, there are several quests west of town that can be done In a loop. If 
you still have a group, it is even easier, since one of the small dungeons Es on the list 
and can be quite challenging. 



WEST OF TOWN: HOME OF THE DRUIDS 


Athridas Bearmantle has been patiently waiting for you to gather The Relics of 
Wakening. With a small group in tow, head out west of town. A Sentinel tells you 
The Road to Darnassus is dangerous to travel. Tell him you will help and move west, 
toward the mountains ahead. Look for the Gnarlpine Ambushers south of the road. 
The quest for these is very fast, as you only need to kill six. Follow the hill that rises 
to the south, beyond ihe Ambushers, and notice the slightly stronger Furbolgs. 

At the top of the hill is BaiTelhil Barrow 
Den, Below are the relics that you are 
seeking, but dozens of Firbolg patrol 
the corridors and make life difficult for 
anyone who tries to enter. Move slowly 
with your group, taking on only one or 
iwcj Firbolg at a time, and search the 
rooms of the dungeon for the four arti¬ 
facts. They are held in grey chests (usu¬ 
ally in alcoves). This is not your only 
goal in the dungeon. A restless spirit 
resides in a room on the second tier 
of the dungeon, Oben Rageclaw was trapped in slumber when the Firbolg found 
a way to separate his body and spirit They now use it to attack people, Oben's 
spirit wants this to end. Slay the Shamans for The Sleeping Druid until you find the 
Shaman Voodoo Charm, Return this to Oben, then agree to slay his body. Seek the 
animated body at the low'cst level of the dungeon, fight it, then use the Charm to 
give this druid a final, lasting rest 












speak with Oben again, then return the artifacts to town. Athridas is ready to have you 
go after Ursal the Mauler, the very Firfaolg who began this war against the Druids of 
Toldrasstf. Move to Gnarlpine HoEd in the south-west, at the very base of Teidrassil. 
While getting into position, fill your phial at the r>ext Moonwell [completing another 
portion of Crown of the Earth), and steal a piece of fruit from the glowing tree south of 
the MoonwelL Denalan rewards you for bringing him the Glowing Fruit. 

Ursa! is somewhat easy to kilh yet the many Furboigs around him offer moderate 
resistance. Hopefully you can carry the group from the last dungeon onward and 
plow through UrsaTs allies without trouble. Be wary of the Avengers and casters, 
since these enemies pack a wicked punch. 




1 
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Avengers are q trauhfesome class of enemies. The Furboigs rjre one of the races that hove 
Avengers, end ibete are e number of Hieiii oul In itie forests of Tefdiossil. Wlien you slay anolbeF 
Firbolg neor an Avenger, the Avenger hursts into a rage and starts to attack very quickly with 
devastating results. Try to slny ihe Avenps first. 

If there are oostefs around, Ihey need to he brought down quickiv as well. To solve this 
conundrum have one person attock a caster lo interrupt their spells while the olber party merabejs 
beat on the Avenger. This way, both enemies o re flmiteb m their ability. It's pot optimal, hut 
fighting both costers ond Avengers of ihe some hme never is. • i 


DARNASSUS AND 
THE NORTHERN QUESTS 

Return lo town and rejoice. Ail of the substantially challenging quests are done in 
Teldrassil and the remainirig ones are much easier with the skills you are already 
beginning to master. The nesit part for Crown of the Earth takes you up to the Oracle 
Glade, in the north-eastern section of Teldrassil. Sell, train, and grab that final quesi 
before moving out. 

The house on the side of the road as you head toward Darnassus has a Skinner and 
Leatherworking trainer. Slop there for a second if you are interested, then it's on to 
the capital. Before striking out to the Oracle Glade, complete Denalan^s dropoff lo 
Rellian; better late then never, eh? Rcllian wants you to collect Tumors from the 
larger Timberlrngs that live along the Wellspring River, east of Oracle Glade. Accept 
[hat quest and visit the temple on the .south side of town for Tears of the Moon. 
Priestess A'nroora gives you that quest, and she Is on ihe upper tier of the temple. 



It's Big! 


Domossus is a 10 lliui if npressive dly. Exploring oil of it would take quite q bit af effort, but yauTe \ 
not the first to got lost in this city. The guards ara ocoustomed to newcomer needing ctlredions ood t 
give them fieely. To fiiwJ things In a ktry, ask o guord and they will plot it on your mini-map. 





Darnassus Points of Interest 


Useful Slores/NPC^ 


Cendrion Endaw 

Druid trainer, Hyptef Trainer, llogue Trorneri; flrdi Druid Fondral Stoghelm, Night Elf 
fAoynt Vendor 

Ctuflsmen's 

leuate 

Jlkhemy Trainer, TaBoniig Trolner, LeolEiiJwojking Turner, EiKhording Trainer, Coobng 
Tralnerjiin ' 

WorrioEs Terrace 

WiBiior Trainer, Weapon Mosler 

Ttodesmen's 

Terrace 

Auefe House, Mscfianls ■ 

Temple Gordens 

Bonk, Mailbox, Teteparter tn Ruth'lberaii Villoge 

lefo^le of rtiE 
tkm \ 

Priest tfOinef, Heriwlisin Tminer, Chief ArcEueoalogisl Giayvilsker, Prfe^ Airwoca 


Every level [sfartiag of level ten), you gain a Ideal Point. These con be used to rntreose your ^ 
abilities or leom new ores. Open your talent window (deJoulted to 'n'), There are three jxinels in | 
the window. Look or each idlent oirefully before choo^ng os once you spend your pints, it costs y 
gold ter unlenin them. There Is more obcjut the benefils of eocb tolenf in Ibe doss section, J 


With Teldrassil almost done, it's time to wrap up a few loose ends. Return to Dolanaar 
using your Hearthstone, if ifs available, or your feel if it is not. Give the phial to 
CorEthras- The next step of Crown of the Earth involves Darkshore, 50 tuck the Empty 

Phial into a bag and head south. Talk to Denalan and give him the final few goodies 
you found in the north. Take the time to examine the results of i;)enalan's experiments. 


Bid Dcnaian farewell after receiving your reward, sell and irarn in Darnassus. The 
mists of Darkshore beckon. To reach the foreign coast, look for a glowing pagoda on 
the western end of Darnassus that teleports users to Rut'theran Village. Here a boat 
car 3 send you across the seas. Once you arrive in Darkshore, he sure to speak to the 
Hippogriff Master to open up a flight path between Darkshore and RutTheran. 




Teldrassil 


With the tumors to examine, hell ask 
that you destroy the Timberling with the 
most Gargantuan Tumor that he has seen. 
This is certainly one that has the power 
to damage the land further because it has 
been tainted so badly. Oakenscowt is the 
Timberling's name, and he is undoubt¬ 
edly the most powerful monster in the 
vicinity. Bring several allies to attack 
Oakenscowl, who lives south-west of the 
lake, just inside a small cave. 


Now that you are loaded up with quests for the northern area, head out from town 
and walk to the Wdlspring River. Fight the Timber lings as you plod north along the 
banks, and keep your eyes peeled for a dark-colored Timbering named Blackmoss 
Ihe Fdid. Kill him if you see him (his heart car be lurned into Denalan for additional 
experience, and you soon shall see Denalan for other rewards, so ids win-win). 


Once the tumors are yours, walk along 
the north side of the area and search 
for the spider. Lady Sathrah, This mag¬ 
nificent spider has been tainted, like so 
many things in the land, and you need 
to slay her. Take the Spinneretes from 
her body after the deed is done. Also, 
continue just west of her usual location 
to find a second glowing tree (another 
piece of fruit can be picked there). De¬ 
nalan will reward you for bringing him 
The Shimmering Frond. 


Steer toward the center of the region and talk to the night elves who live there and 
fill up your phial at the Moonwell. Recently, a messenger to Darnassus was mur¬ 
dered by the Harpies while carrying a report from The Enchanted Glade. Sentinel 
Arynia Cioudsbreak needs to see their numbers beaten back, and she asks you to 
take up the challenge. Agree. West and slightly to the north, between the western 
wall and the trees. Is where you find the harpies. Not only do these kills help to 
rake in the Bloodfeather Bells, that you need bur there is also a trapped tiger named 
Mist, Talk to the wounded beast and escort it back to the Glade safely. Turn in the 
belts and receive the reward for that and saving Mist. Return to Darnassus to receive 
rewards from the temple and from Rellian, Only one thing is left to do for Sathrah 
to rest. Place her silvery spinnerets in (he. fountain inside (he temple to complete 
Sathrail's Sacrifice. 


Dun 


Morogh 


Elune be praised! 










































Durotar is the new homeland of the Ores and Trolls on the continent of Kalimdor^ It was Thrall 
who led the Ores to this new desolate land and began to rebuild what his people h^id lost. Thrall 
rescued the Trolls as well and the remnants of the Darkspear tribe have also taken up residence in 
Durotar, Though chosen for its desolate and arid climate, enemies stiU lurk in the crags and caves 
of Durotar, 





The Spoils of Wai^ _ 

Your bockpotk is nearly kill First, take ihe time to look | 
through il aud see if there is any usable equipment for you. 

If so, etfitip it Second, k:m^ fomiliar Wfith any recovery 
items (potions, food, drink, etc.) you\e occomulafed. 

Everything else llior co n he sold to vendors should be. 

Return to Gornek for your next mission. The scorpids tn 
the area have a nasty poison so the army keeps antidote 
on hand for accidents. Their supply is rurtning low and 
the scorpids are a good way to prove yourself In battle. 
Bring ten Scorpid Worker Tails to Gornek to resupply 
antidote for the Sting of the Scorpid. 

Gornek also has a message for you from your class train¬ 
er. Take the message to your trainer for a small amount 
of experience. Speak to them to train new abilities. 

Leave The Der> and immediately turn north. OtJokna is a 
General Goods merchant that buys any excess loot you 
have and Galgar will cook you some food if you bring 
him ten Cactus Apples. Galgar's Cactus Apple Surprise 
is very good...just don't ask what the surprise is! 


^ VoUEGFlFkltE)^ 

'^Durotar is mostly a desert region w'lth the capital city 
of Orgrimmar to the North, the river to the west, and 
ocean to the east and south. Caverns and crags wind 
their way through the rocky terrain creating havens for 
those seeking to strike at the newtesmers. Even the lush 
island chain to the southeast houses ill intent. 


VALLEY OF TRIALS 

Kaltunk has been assigned to greet all upcoming ad¬ 
ditions to the Horde armies. His primary duly is to set 
you on the path to finding Your Place In The World 
He decides you should start by speaking with Gornek 
and working in the immediate area. 


Gornek is just west in The Den. Gornek isn't terribly 
friendly or charismatic, but that isn't his duty. I le's here 
Cutting Teeth with the new recruits. He wants you to 
kifi ten Mottled Boars before he gives you a more dif- 
ficuft assignment. Head out of The Den and north. 


You don't need to go far to find the troublesome crea^ 
lures. There are many scavenging the arid grounds. Kill 
them, but don't 
stray loo far 
from The Den 
as you return 
shortly. 
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Sfolkor Crag 
Hotkjfteor Strand 


DiYgukh ktivine 

^ Skull Rod 
DbccI Eye Sbie 


kocklud form 
Jijggedv^iFi& form 
leppelra Tower 
BledeJist Boy 


•i^ Souihfuty Rivet 
# Roztwmane GiOi-nds 
.1^ Tkytider kidge 

Orgrimmui (Copsttri Qty) 


Etbo Isles 
TlragcnSe Keep 
Scultb Co(jst 
DtfSlwyCow^ 
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Souih of the entrance to The Den, Zitreetha f^argaze is recruiling aid. She has found a 
group of rhe Burning Blade residing in the Vafley of Trials. These beasts must be brought 
to Justice. The first step is to slay 12 of their Vile Familiars. Accejit her quest and head to 
the east side of the vailey {travei first north through the boarSj, then turn east). 





fc youTe trcveling, coftsidsr killing arty eiwmies that are your M or lower. The erteraies in th& 
Volley of Triab ore folrly weak and the add'rtfonal escpenence ond usable eqaipmeol mh it worth 
your time. 


i 

i 
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The Cactus Apples can be found growing on many of tiie cacti in the valley. Gather these 
as you move east and keep an eye out forthern as you harvest the scorpid tails. Lying in 
the shade of a tree is Hana'zua, Ho was stung badJy by a particularly aggressive scorpid 
named Sarkoth. Before he can seek aid, his honor must be upheld. He asks you to find 
and slay this beast. Turn south hunting the scorptds as you climb the narrow slope. 


Sarkoth is surrounded by other scorpids, 
but these beasts understand nothing of 
teamwork and do not aid him. If there 
are any other people in the area, recruit 
them to help you before bringing an end 
to this monster. Return to Hana^zua with 
Sarkoth's Mangled Claw as proof of jis de¬ 
mise. With his honor protected^ Hana'zua 
asks you to tell Gornek of the attack by 
Sarkoth. Report to Gornek of Hana'zua 
and to give him the scorpid stingers. 

True to his word, Galgar gives you an entire stack of his Cactus Apple Surprise for your 
hard work. Gornek has no more work for you, but others do. Take a quick visit to your 
trainer before speaking with Foreman ThazzTil to the east of The Den. He's having 
trouble keeping the Lazy Peons working. He gives you a Foreman's Blackjack to use 
on any peons you find sleeping. Between the two of you, the work will get done. 

Follow the mountain edge north looking for steeping peons and Vile Familiars. The 
familiars are aggressive and have some ranged capabilities, so engage them quickly. 
Return to The Den when the demon forces outside the cave are weakened and when 
your arm gets sore from blackjacking peons, 

Thazz'ri! appreciates your hard work and efficiency enough that he's willing to pay 
you for another task. ThazzViLs Pick was left in the northern cave last time he was 
surveying and he'd like you to retrieve it for him. Visit Zureetha before heading out 
as she has sensed a leader in the cave to the north who possesses the Burning Blade 
Medallinn that is calling the demons there. 

The cave is fiiletj with demons that are 
not only aggressive, but determined to 
end your life. Take the enemies one at a 
time and stick to the right tunnel as you 
ascend through the cave. Yarrog Bane- 
shadow walks along a ledge at the back 
of the cave. Destroy this worshipper 
of dark magic and take the medallion 
from his corpse. Thazz'ril's Pick is in the 
center room by the waierfalf. Crab it on 
your way out. 



\ 


SOUTHERN DUROTAR 

VWith your work in the Vafley of Trials finished, Zureetha asks you to Report to Sen^in 
Village. Sell you excess loot and head east past the gates and into greater Duroiar. 

Standing on the road is Ukor. He brought food to the valley without knowing they 
didnT need it and is afraid to take it back to Razor Hill. Though this delivery is A 
Peon's Burden, accept his quest. Razor Hill is to the north, but you have business in 
the south, so take the path off the road toward Sen'j in Village. 

Watch for Lar Prowitusk south of the path. He doesn't stay in one place too long 
because he's watching the Kolkar. He's working hard, but he needs your help with 
Thwarting Kolkar Aggression. He snuck into their camp last night and found they 
are planning on an organized attack. He needs you to break into their camps and 
destroy the attack plans. Gather fellow warriors and head southeast toward Kolkar 
Crag to do your duty as a member of the Horde. 

The male centaur are purely melee attackers and can be pulled to avtjid fighting 

several at once. The female centaur use bows and do not move to you, so the fight 
must be taken to them. No matter who you're fighting, be ready to kill them quickly. 
They are not stupid and run for help when they get fow on health. Find the attack 
plans In their three camps, destroy them, arLci return to Lar. 



Gawlars artrf mokura ore urtdefwater creatures. As such thay have ito rtsed for air and can move j 
much ta tliQH you in Ihe water. Pull them to the surface to avoid suffocating during a li 
and have ranpl otfocks ready if they run from you. 


Once you have a couple adventurers 
with you, strike out to the largest island. 
On the southeast side, there is a camp 
near a small hill. Zaiazane patrols this 
camp, protected by the Hexed and Voo¬ 
doo Trolls. He guards the skulls on the 
hill. Pull the trolls one at a lime until 
you can pull Zalazane to your party and 
his doom. Decapitate the monster and 
collect Mishina's SkuJI from the circle 
of power on the hill. Continue killing 
the trolls on the island until your quest 
is complete. 


Durofar 




It's been a good while since you were mi a meidianf and your inventoqf shows if. Once veur 
inventmy is full you conT pick up any more items, including quest \\m^ Take the time lo destroy 
some of the less lucrative Items in your inventory when you need room for quest items. 

Less lucmtiva items are Iterm of lowest qualrty end lowest ornwr (grey cobretl). This means 
grey clotb items ore often the fl5t to be drt^pei [f you don't need tlie food of drink for lecovery 
purposes, these are u 


Once the more difficult quests are complete, take the time to finish hunting the less 
intelligent enemies before returning to Sen'jin Village with swelled bags and pride. 
Gather the rewards for all your band work and head r>orrh once aEain to Report to 
Orgnrf in Razorhill. 


CENTRAL DUROTAR 


Razor Hill is built in the center of Durotar. The road north leads to Orgrimmar, the 
road west leads to The Barrens, the road south leads to The Valley of Trials, while 
east...well, there really isn't anything east. 

Give the eggs to the cook, and report to 
OrgniL Qrgnil is rather upset and imme¬ 
diately orders the death of Fizzle, the one 
causing these Dark Storms. Gadthok, 
on the second floor of the bunker, has 
quests for you. Me asks you to Vanquish 
the Betrayers, and slow the quilboar 
Encroachment, Accept his quests, take 
care of in-town errands, and head out the 
south gates to Tiragarde Keep, 


There's a great deal to do. Star! by hunting the crawlers and makura on your way to the 
isJands. There will be plenty of time to get them, so don't worry about finishing it just 
yet. Head lo the islands and search for the tigers and raptor nests. Slay on the smaller 
islands until you finish Practical Prey and Break a Few Eggs. This gives you time to get 
some experience and look for adventurers to join in attacking Zalazane's island. 


Now that you've gained level 6, it's lime for a bit of walking. Only mages have a 
class trainer in Sen'jin Village, so follow the road north to Razor Hill. The fights on 
Echo islands are tougher and you need all the abilities you can get. Speak with the 
Innkeeper to complete A Peon's Burden, but don't reset your hearthstone. Visit your 
class trainer and speak with Cook Torka at the east exit of town. He needs you to 
Break a Few Eggs. Accept his quest and use your hearthstone to return to Valley of 
Trials and walk to Sen'jin Village. 

Report to Master Gadrin and collect the other quests before heading to the beach. 
Master Cadrin is in charge of the defense of Sen'jin and is recruiting adventurers to 
deal with Zalazane. Zaiazane's Head must be brought back as along with the deaths 
of eight of Che Hexed and Voodoo Trolls that have joined him. One of Zalazarte's 
first victims was Gadrin's brother Mishina. Mishina's 5ikull has been enchanted by 
Zalazane to hold Mishina's spirit forever. Bring the skull back to Cadrin so it can be 
destroyed properly. Master Vornal needs four Intact Makura Eyes and eiglit Crawler 
Mucus for A Solvent Spirit. VeJ'rin Fang asks you to hunt more Practical Prey for more 
practical reasons. He asks you to bring four Durotar Tiger Furs to stock his supplies. 


Swimming With The Fishqs 






























Investing in Your Future^ 


Witti so much time spent between towns and so much killing being done, your backpack tends to / 
fill up quickly. Consider speaking with the General Supplies metchont in the Razor Hill Barracks. \ 
He sells bogs as well. These aren't inexpensive, but they allow you to carry more loot home. More I 
loot sold meons more money. The bog will more then make up the cost. 


a 



Show the Kul liras that their treachery will not go unpunished by slaying ten Sailors, 
eight Marines, and Lieutenant Benedict, their leader. Kill your way into the keep and 
climb the stairs. While in the open, the humans running is of little consequence, it 
can mean your death inside the keep. Reinforcements aren't far off and you must 
stop them quickly or face a fight against several opponents. 

Once in the hallway atop the stairs, turn left and take the ramp up to the highest 
room. Lieutenant Benedict stands guarded by several marines. Pull the marines near 
the doorway one at a time before engaging Benedict and his final guard. Loot the 
body for his key and lake the right path and head to the roof. Open Benedict's Chest 
and examine the aged envelope within. Take The Admiral's Orders to Gar'Thok. 

With the leadership of Tiragarde Keep 
dead, it's time to pick up the pieces 
From The Wreckage... Garthok wants 
you to recover three Gnomish Tools 
from the shipwrecks off the coast of Ti¬ 
ragarde Keep and deliver The Admiral's 
Orders to Nazgrel In Orgrimmar. Sell 
your excess loot and head east to the 
ocean, gather the tools, then return. 


Take the east road out of Razor Hill. To the south are camps of Razormane Quil- 
boars and Scouts. To the north are Razormane Dustrunners and Battleguards. Kill 
four of each before returning to Gar'Thok for your reward. 

NORTHERN DUROTAR 

With work at Razor Hill done, continue north toward Orgrimmar. Follow the road 
through the canyons until you find a goblin on the side of the road beside a cart. 
Rezlak is upset with the harpies in the area. These Winds of the Desert keep attack¬ 
ing the caravans and stealing the supplies. He needs you to retrieve five Sacks of 
supplies from the harpies. Head southwest and visit the Tor'kren Farm. Misha's son 
Kron has been Lost But Not Forgotten. She asks you to look for some sign of him 
along the river. Assure her you will and travel directly west to the harpy canyon. 
Collect the sacks, then speak with Rezlak again. 

With the supplies recovered, Rezlak employs you in Securing the Lines. He wants 
you to kill 12 Dustwind Savages and 8 Dusiwind Storm Witches. Accept his quest 
and travel south to Drygulch Ravine. Travel through the tunnel and begin your 
killing spree. Return to Rezlak when the deed is done. 

Gather a force and head to Thunder Ridge. It's time to slop Fizzle once and for all. 
Take your party to the southern entrance to Thunder Ridge. Fight your way past 
the lizards slowly until you are looking into the small alcove the Burning Blade 
have taken as their own. Pull Fizzle's guards one at a time and kill them outside the 
alcove. When Fizzle is alone, leach him the meaning of fear and take his claw from 
his dead body. Take the claw to Orgnil in Razor Hill and learn of Margoz. 

ORGRIMMAR AND PREPARING 

FOR RAGEFIRE CHASM 

Take the road north and complete your journey to Orgrimmar. Take the time to set 
your hearthstone here, visit your class trainer, and sell excess loot before heading to 
I brail's Chambers in the Valley of Wisdom. 

Orgtimmor is a rothef imfMessive town. Exploring all of it would take quite a bit of effort, but f 

you're not the first to get lost in this city. The guards ere accustomed to newcomers needing \ 

directions and they give them freely. To find things in a hurry, ask a guard and they will plot it on \ 
your mini-map. I 




Orgrimmar Points of Interest 


1 Loiqtion 


Volley of Spirits 

Moge/Portol Trciner, Priest Troincf, Rrst Aid Troiner 

Valleyof"'^ 

Strength 

Wifidfider Waster, Reagent Vendor, inn, Auction House, Mailbox 

The Drag 

leotherworking Trainer, Skinning Trciner, Tailoring Trainer, Herboiism Troiner, Enchanting 

Trainer, Akhetny Troiner, Cooking Trainer, Atailbox 

OeftofShodows 

Rogue Trainer, Wcdock Troiner, Demon Trainer, Poison Vendor, Reogent Vendor, Rt^efire 

Valiev of Wisriom 

Shonran Trainer, Throli 

Volley of HoftOf V; 

VftHiiof Traitter, Hunter Troiner, Biocksmithing Trainer, Engineering Trainer, Minh^ Trainer, 
WeaponrtKBter 


Deliver the Admiral's Orders and speak with Thrall. He asks you to help him uncov¬ 
er Hidden Enemies within Orgrimmar itself. To begin, you need to get a Lieutenant's 
Insignia from Skull Rock. Accept the mission and leave Orgrimmar. 

Travel southeast and speak with Margoz, who has work for you in Skull Rock as 
well. He wants you to gather six Searing Collars from the cultists inside and bring 
them to him. Travel to the northeast and enter the cave. If there are others around, 
recruit their assistance. 


Becoming More Talented 


Every level (startirtg at level ten), you goin o Talent Point. These can be used to increose your 
abilities or learn new ones. Open your tolent window (defaulted to 'n'). There ore three ponds in 
the window. Look at each talent carefully before choosing os once you spend your points, it costs 
gold to unlearn them. There is more about the benefits of each talent in the doss section. 


Take the cave slowly and avoid fights 
with more than one enemy when you 
can. Many of the cultists have mastered 
the ability to control demons and have 
them at their beck and call. Kill the 
cultlst before focusing on the pet. Work 
you way to the back collecting collars. 

A dark painted ore named Cazz'uz who 
has been leading the Burning Blade. Kill 
him and lake the Burning Eye of Shadow 
from him. Take it to Neeru Fireblade 
in Orgrimmar who knows more about 
Burning Shadows. 

Return to Thrall with the insignia to receive your next task. Thrall needs you to 
deceive Neeru Fireblade Into believing you are a member of the Burning Blade. 
Gather as much information as you can about the Hidden Enemies before returning 
to Thrall. 

Neeru takes the Eye of Burning Shadow from you and rewards you for its collec¬ 
tion. Speak to him about Slaying the Beast within Ragefire Chasm. He wants you 
to bring him the heart of Taragaman the Hungerer. With all the formalities finished, 
tell Neeru that he may speak frankly and listen to him. Continue pumping him for 
information until you've found what Thrall wanted you to. High-tail it back to Thrall 

to squeal on Neeru. 

With the new information, your role as 
a spy is at an end. Thrall tasks you with 
the destruction of the Hidden Enemies 
beneath Orgrimmar. He wants Bazzalan 
and Jergosh the Invoker dead. 

Congratulations on your success in Du- 
rotar. Peons are taking fewer naps, the 
Trolls have some peace of mind returned 
to them, and even the glare of the sun 
seems less burdensome. There is still 
more to do to the west in The Barrens or across the seas in the Silverpine Forest. But 
what of the Burning Blade and the Shadow Council? Treachery directly beneath the 
capital of the Horde can not go unchallenged, but those are adventures for another 
day. 

























































The Tauren, once a nomadic people hunted by the centaur, have taken up residence 
within the grassy meadows of Mulgore* They walk paths closely intertwined with the 
Earth Mother and the way of the hunt is a right of passage for all Tauren, Through 
hunting the beasts of the land and making a place for themselves in the cycle of life, the 
Tauren gain a greater understanding of the world around them* With the help of Thrall, 
the Tauren were able to drive the centaur out of Mulgore* The Tauren have gained a 
home where they tan raise their children ir safety and they seek to repay the favor* 
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'^Tho Tauren have buiil ihefr home in harmony with 
Mutgore. The genlie breeze riiake some think of para¬ 
dise and relaxation, but the Tauren are constantly on a 
path of both betterment and enlightenmorl. The Tauren 
stewardship of this land can be seen in the lush fjoids 
of grass, prevalence of iierbs, and the roaming herds of 
kodo, but there are those that seek to pillage this rich 
land, dwarves and Venture Company alike dig deep 
into the earth to steal the copper. 
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CAMP NARACHE AND 

THE RITE OF STRENGTH 

Camp Narache is where all who seek citizenship in 
Thunder Bfuff begin. The teachers help you lake your 
first steps in the Rites of the Earthmother and teach you 
how to learn from the world around you. 

Grull Hawkwind stands before you and wastes no time 
with meaningless chatter. As The Hunt Begins, Grull 
wants you to collect seven Plair^ 5 .lrjder Feathers and 
Flainstridcr meat. This begins your training and helps 
restock the village supplies. Accept his quest and move 
northwest to Chief Hawkwind^s tent. Chief Hawkwind 
asks A ITumbIc Task of you. His mother set out this 
rTtorning to fetch water from the well, and he would 
like you to check on her. Assure him you will and leave 
the village to the southeast. 


There are many 
Pfainstriders on 
the way to the 
well and around 
it. Kill these 


as you move 
to speak with 
Creatmother 
Hawkwind. 

The Grealmother has arrived safely at the welt and 
even drawn the water, she is just nesting before making 
the trip back up the hill to the village. She asks you to 
take a pitcher from the well and take it to her son. The 
pitchers are sitting on the edge of the well and can be 
picked up by right-clicking them. 
























Hunt the Pfainstriders untif you have enough meat and feathers. Avoid going far to 
the east as the Battle Boars are aggressive and attack you on sight. With the supplies 
collected, head back to the village. 






Totjf budpack is nearly full First take ttie ta to look ttirough if and see if there is ony usebie 
equipmeni for you. If so, equip it. Second, become fo miliar with ony recovery items (potions, 
food, drink, etc.) youVe CECcufTtuloted. Everything efse Ihotcan be sold to vendors should be. 


Grull is pleased with your prowess and The Hunt Continues. He wants you to hunt the 
pMountain Cougars to the south and collect ten of their pelts for dothing and tents. He 
also has a message from your class trainer. Accept both quests and take a moment to 
visit your trainer as you've gained levei 2 and have new abilities waiting for you. 

Chief I lawkwind is impressed with your kindness and begins the Rites of the Earth- 
mother. First you must seek out Seer Graytongue to the south. Accept his quest and 
head south. 

Hunt the Mountain Cougars as you move up the hifi toward Seer Craytongue's 
camp. Graytongue sets you on the first rite, the Rite of Strengthi. To gain respect, you 
must slay the enemies of the tribe. Bring 12 Bristieback Beits to Chief Hawkwind 
from the quifboars in Bramblebfade Ravine to the east. Accept the quest and finish 
hunting the cougars. 

With the pelts received, Grulj asks you 
to trim some of The Battlefaoars from 
the hunting grounds and bring back the 
parts for some food. Brave Windfeadier 
patrols nearby and has a task for you. The 
quilboars have been waging a war against 
the Tauren for some time and Brave 
Windfeather wants it to end. She charges 
you with bringing her the head of their 
leader—she asks you to Break Sharptusk! 



Speak with your teachers and be rewarded for your hard work. Once you have room 
m your inventory, right-click the Oiri-Stained Map and learn of the Attack on Camp 
Narachc. Take your findings to Chief Hawkwfnd- He gives you a totem to take to 
Baine Bioodhoof so that you may continue the Rites of the Earthmother. 


BLOODHOOF VILLAGE 
AND THE RITE OF VISION 

Your time at Camp Narache is at an end. You have the T otem of Hawkwind to show 
your prcigress- Follow the path south and east until you come to the border of Red 
Cloud Mesa. Antur Fallow stands nervously. She has A Task Unfinished as she is 
working on the Kite of Strength. As you are already heading to Bloodhoof Village, 
take the Bundle of Furs there for her. 

Deliver the furs to innkeeper Kauth and ask him to make this inn your home. This 
sets your hearthstone to return you here. Next Speak with Baine Bloodhoof. He tef(s 
you of the Rite of Vision and asks you to help him deal with the gnofls in the area. 
The gnolls have moved into Mulgore, but have not respected the Tauren atteniprs at 
Sharing the Land. He asks you to kill ten Palemane Tanners, eight Pafemane Skin¬ 
ners, and five Palemane Poachers. 

There are many people with tasks for you. Wander the village and collect all the 
quests. Mulf Thunderhorn asks you to help hinrr with a Poison Wafer problem, 
Harken Windtotem speaks of Swoop Hunting, while Zarlman Two-Moons continues 
your Rite of Vision, Maur Raincailer was attacked and poisoned by Mazzranache 
and Ruul Eagletalon teaches of the Dangers of the Windfury. 


Traveling the Bloody Way 


gi 


As you're tioveiing, consider killing ony enemies ihof m your level or lorn The enemies aiourttf 
Comp Namche ore fairly week and the odditiond experience and usable equipment moke it worth 
your lime. 


Prepare yourself, then travel east. Sfay the Battleboars for their flanks and snouts as 
you enter the Bran>blebfade Ravine. Once Inside, slay the quilboars and take therr 
belts as proof. Fight your way east to the very heart of their land. Make them pay for 
the suffering they have caused. Heal this scar upon the land. 

Most of the quilboars in the area know only how to attack with their fists and their 
weapons, hut there are ones that are more intelligent. The Bnsileback Shamans have 
learned the use of magic and attack from range, if allowed. These can be easily spotted 
by their blue robes and should be killed quickly as they can do quite a bit of damage. 

Atop a rise in the heart of the Bristieback lands, stands a large tent. From here Chief 
Sharptusk Thornmantle leads the war against the Tauren. Slay first his guards, then 
remove his head. Much work has been done this day, but there is more to do. Leave 
the tent and bead south to a cave in the mountain. 




Ifs bean a good while since you were near a merdiont und yoar inverirory shows it. Once your 
inventory is full you con't pick up any mote ileim, inclLKTing quest items. Toke the time to destroy 
some of the less liKfOtive items in your Inventwy when you md room for quest items. 

ki% lacfatiue Items are Items of lowest qaoliry nod lowest armor [grey colored). This means 
grey cloth items are oftea the first to he dropped. If you don't need the food of drink fof recovery 
ppos^, these are also priim c{indid0tes. 


( 






Sharptusk's younger sibling, Squealer 
Thornmantle, sits in the cave guarding 
the plans his chief has drafted. Kill 
Squealer and take the plans from the 
floor. Continue hunting until aif your 
quests are complete, then use your 
hearlh&tone to return to the village 
triumphant. 


Taking Up Skinning? 


Only 0 few of Hb profesaons ore represented in Bloodhoof Village, If you intend to become odept 
at the oil of skinning, now is o good time to start. Speak with the Skinniaglrofner and purchase 
a skinning knife. 


Collect the plethora of quests and head south out of the village. Keep your eyes open 
for the Ambercorns as you move about. They are small pinecone-like objects usually 
found near trees. 

The gnoSIs have their camps against the 
cliffs to the south. They are very aggres¬ 
sive and have many ranged attackers. 

Kill them one at a time and donT be 
afraid to rest between fights. Kill the 
gnoJIs at the first camp and move east 
to the next. You need parts from ali the 
animals out here, so kill everything in 
your path. 


With the required number of gnolis 
dead, move north to the Win ter hoof 
Water Well. The Venture Compar>y has taken residence around it, but you need 
two Wellsiones. Kill the hirelings around the edge until you can peach the well- 
stones. Collect what you need and return to Bloodhoof Village killing everything 
along the way. 

Visit your trainer and learn any new abilities possible and speak W'ith Baine Blood¬ 
hoof about The gnoll situation. He rewards you and asks for additional assistance. 

A Dwarven Digging group has been recklessly harvesting metal in the west. Accept 
the quest and speak with Zarlman Two-Moons. Fie gives you the Water of the Seers 
to consume at the bonfire to produce a vision. Do so, but don't follow the visionary 
wolf. The wolf leads you to a cave in the north that you will be visiting soon enough 
to complete your Rite of Vision. 



Youf Fiilure 

With $0 much lime spent between fowns and so mucli killing being dene, year hackpodt lends to j 
flit up quickly. Consider speaking willi the General Goads meidiQitt in Bloodhoof Villoge. He sells > 
bogs as well. These aren't Inexpeitsive, but they olfov/ you to carry more bot home. More bt \ 
sold meoifs more money. The bag pays for itself fast. y 


Sell any excess lool and head southeast toward the Windfury Harpies. As you com¬ 
plete the quests, keep track of which ernemies you still need to kill. A good policy, 
however, is to kill everything in your path. You can always use the money and 
experience after all. 
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The enemies on the way to the harpies are 
higher level than any yonVe fought so far 
and most are aggressive. Take care lo only 
engage them one at a time and only after 
you've recovered your health and rmana. 

Collect the Windfury Talons until you 
have all eight of them. Keep fighting on 
the edge of the cfiffs as the wolves below 
are much higher level then the harpies. 

When the quest is complete, use your 
hearth stone to return to Blood hoof Vil¬ 
lage and speak to Ruul and Mull, 

With the items youVe gathered. Mull creates a totem for the Winterhoof Cleansing, 
Take the totem and head to the water well lo end the pofsoning. Start by killing the 
hirelings around the edge, then sloiAfly kill your way to the water well. Use the totem 
to cleanse the well and return to Mull, There are other water wells that need cleans¬ 
ing and he needs materials for each. He needs si>; Stalker and Cougar Claws to craft 
the Thunderhorn Totem next. 



Your next target is the BaerUun Digsite, Cross the river and head northwest. Kill any 
targets you still need for quests tswoops are likely one) as you move to the dfffs. The 
dwarves present a new problem for you. While you've fought aggressive enemies 
that run for help before, the Bael'dun Appraisers are healers and can draw fights 
out. Pull the diggers away from the healers one at a time and dispatch them. When 
a healer is alone, throw everything you have at it as quEckfy as possible. If you have 
abilities that interrupt casting, be prepared to use them. 

Watch for other adventurers in the area and group together as this quest is made 
easier with more hands. Gather the Prospector's Picks from the dwarves as you kill 
them. When you have five, move to the forge at the back of the camp. Use each of 
the tools to break them. Exit the camp and turn north. 

Thunder Bluff can be seen in the distance, but that is not your current destination. 
Move north past another area of harpies and watch for a cave in the eastern cJiffs, 
Seer Wiserunner has been waiting for you since the lupine vision arrived. He is 
here to set you upon the Rite of Wisdom Accept his quest and travel east, across 
the road, to hunt the Prairie Stalkers and Flatland Cougars on your way back to 
Blcjodhoof Village. 





Turn in your quests, get your rewards, 
repair, sell excess loot, train if you need 
to, then foiiow the road east. Morin 
Cloudstalker patnofs the road and has a 
task for you. He needs you to search The 
Ravaged Caravan near the lake and find 
why the Venture Company are trying to 
salvage it. The caravan sits smoldering 
on the northeast edge of StonebuU Lake. 
Kill any cougars and stalkers you need to 
finish Thunderhorn Totenii while you're 
in the area. 


Clear out the Venture Company workers and open the Sealed Supply Crate near the 
center fire. Return to Morin with what you've found. After examining the evidence you 
recovered, Morin has more work for you. The Venture Co, must be stopped and the 
best way to do that is to kill Supervisor Fizsprockel and many of the workers, Morin 
wants 14 Venture Co Workers and 6 Venture Co. Supervisors killed and Ff^sprocket's 
Clipboard pried from his cold, dead hands. Move to the Venture Co. Mine, 

The enemies inside the mine are very dangerous as they are close together and it's 
difficult to get fights with only one enemy. Gather any adventurers you see in the 
area and venture in as a group. Make sure everyone in your party is rested before 
.■itarting each engagement. 


Becoming More Taleiitc^ 

Ev&ry tev&l (starling of level ten), you gain o Talent Potrik Tliese can be used to increose your | 
abilities or teora new ones. Open your tofeat window (defaulted fa' a'). There (ire ftiree panels in \ 
Itie window. Look at eoch talent careftiHy before dioosing as orKe you spend yoor points, it costs I 
gold to nnlearn them. There is mora about tbe herKfits of eoch talent in tee doss section. 




When you have his clipboard and have killed the help, return to Morin for your 
rewards. Make a quick trip to BJoodhoof to sell, train, repair, and speak with Mull. 
With the totem complete the time for the Thunderhorn Clean.sing is at hand. Skorn 
Whitedoud talks of The Hunter's Way and suggests you gather four FJatland Prowler 
Claws and present them to Mclor Stonehoof as a gesture of willingness to learn. 

Cross the river to the norih and begin clearing the Thunderhorn Water Well. Kill the 
Venture Co. workers and cleanse the water well and return for your reward and a 
list of ingredients for the Wildmanc Totem. Take care of any final errands and head 
north to Red Rock. 


THUNDER BLUFF 

AND THE RITE OF WISDOM 

Once you cross Irito the Golden Plains, begin hunting the Flafland Prowlers and 
Prairie Wolf Alphas as you move northeast. Lorekeeper Rainlotem sits by a fire south 
of Red Rocks. He charges you with removing the interlopers from A Sacred Burial, 



Move north and dear your way through the vagabonds lo the Ancestral Spirit, Your 
Rites of the Earth mother are now completo. The spirit informs you that it is time to 
Journey Into Thunder Bluff. Return to 
Lorekeeper Raintotem south of here for 
your reward. 


Turn downhill and head deeper into the 
Golden Plains. Hunt the wolves and cou¬ 
gars until you've finished The Hunter's 
Way and the Wildmane Totem. Once 
both quests are complete, hearthstone 
back to Bloodhoof Village and speak with 
Mull about the Wildmane Cleansing. 


Take the road north to Thunder Bluff, 

The road ends at a set of lifts that take people far above the plains of Mulgore and to 
the majestic mesas of the Tauren capital. 


As all Tauren classes and professions are represented in Thunder Bluff, it's a good 
place for training. If you're picking up crafting professions, seek out the trainers 
while you Speak with Cairn Bloodhoof and Melor Stonehoof. Cairn is on the highest 
level of the central rise and Melor is on Hunter Rise. 

It's Big! _ , _ ' ■ 

Thuad&f Bfirff k a rateer impressive fowm. EKpJoriag all of it wM fake quite o bit of effort, but ) 
youTe not tbe first te get lost in teis dfy. Ibe guards ore accustomed to newcotMs needing 
directions and they give them freely. Ta find things in a hurry’ dsk’p gurrrd and they will pJot W on 
your nniniiTiap. 



Thunder Blvff Points of Interest 


^afalioi 

Useful Steres/ffPCs * 

Bottom CeotTol 
l?ise 

Weaponmnsier, Auclion Hoose, Bci^, M Bttx, SlDcksmiteing lioiier. Mining Tmner, Inn 

MiiHle Cejilrd 

Else ■ 

; Ifliloting IrninoL ieoteetwarking Trainar, Stonitig Irainer, Hfttedcm koiner, Alcliemy ; 

Iratner, EndiHnfing Irateei 

Tofi Central Eiso 

Calm Blflodhoof, Cooking Troinef, Fisliing Troirer 

Htmtsr Rise 

VyurrioT TraliMj, Hwiter Trainer, Pel Tifliner 

EWgr Rise 

Dnikl Twiner, Magoteo Grimtotem 

Spirit Eis& 

Shntntni Iintiter, Rd AftI TEtiiner 

Tower 

Wiiujrider Master 



Eyahn Eagletalon stands at the lifts with a problem, He's behind in bis PreparatJon 
for Ceremony and needs you to collect six A 2 ure Feathers and six Bronze Feathers 
from the harpies northwest of Thunder Bluff. Accept his quest and continue on to 
-Speak with Melor and Cairn. Cairn has one last task for you to complete your Rites of 

the Earfhmother, He wants you to hunt the mighty Arra'chea. 

Take the western lifts down lo Mulgore and head northwest to the harpies. Hunt 
them for their feathers before moving northeast to the Wildmane Well. All the har¬ 
pies are casters, so have your interrupt abilities ready. 

With the well cleansed, there are only a few things left to do. Travel east and hunt 
Arra'choa. She wanders a great deal, but is usually found within the Golden Plains. 
When you firid her, clear any aggressive animals first or wait until she moves away 
from them. Engage Arra'chea and prove yourself to Cairn- 

Take her horn and complete your Rites of the Earthmoflier. Return to Thunder Bluff 
to turn in your quests and pick up any you find before traveling to Bloodhoof, Tell 
Mull of the cleansing of ihe final well before following the road east to the Barrens. 

Congratulations on your success in Mulgore. Kodo are breeding happily, the Tauren 
of Thunder Bluff recognize your name, and the spirits know you. New challenges 
wait in tlie Barrens and even in the Ragefire Chasm beneath Orgrimmar, but those 
are adventures for another day. 



































Tirisfal Glades has seen better days. The mighty city of Lordaeron 
has fallen^ demons encroach, and the Iasi vestige of humanity has 
declared war on anything that isn^t part of the Scarlet Crusade. 
What keeps this land to succumbing to anarchy? from below the 
ruins of Lordaeron, the Banshee Queen commands the Forsaken. 
Though killed by the plague and never granted death, the Forsaken 
have rebelled. They have chosen to reclaim Tirisfal Glades and halt 
the advance of the Scourge. 



Gunlhefs Retreat- 


Lordaeror and the other establishinents within Tirisfal 
Glades had been sacked, burned, and forgotten. The 
land was assumed to be a stronghold of the Scourge, 
but the will of Sylvanas Windrunner shattered the plans 
of the Scourge and brought a major player to the table. 
The Forsaken have chosen to affy with the Horde in an 

attempt to slave off thdr destruction. While the for¬ 
saken are a power to be reckoned with, there are many 
that wish them nothing short of a final rest. 

The Bulwark holds the plagued wildlife and forces of 
the Scourge from seeping in from the Plaguclands, but 
the war with the living isn't far off. A bastion of the 
Scarlet Crusade 
has survived 
against the 
Scourge, and 
now survives 
against the 
Forsaken. 



A COLD AWAKENING 

You awaken much like all undead,..in a crypt. You r>ot 
only took ill, but you died and were burled. The flesh 
has rotted from parts of your body, but you are still 
mobile. Ascend the stairs and speak with Undertaker 
Mordo about your Rude Awakening. 

Mordo stands at the opening to the crypt and directs the 
newly awakened to Shadow Priest Sarvis In Death knell. 
Accept his quest and follow^ the stone path into whafs 
left of town. Once through the gate, turn left, then enter 
the remains of the town church to find Sarvts. 

Sarvis tells you more about whaFs happening. He re¬ 
lates how not everyone who was killed by the plagues 
awoke as Forsaken. Many became Mindless Ones. 
These poor souls have no will of their own and are 
merely tools of the Lich King. They must be destroyed. 
Sarvis tasks you with destroying eight Mindless 7om- 
bies and just as many Wretched Zombies. 


Exit the building and turn north, just down the street, 

guards are keeping the zombies at bay, but are terribly 
outnumbered by the shambling forces. There is so little 
left in the minds of these enemies that they do not 
attack you until you attack them. Engage and kill the 
zombies before returning to Sarvis for your reward- 



































Sarvis congratulates you on your decision to take up the banner of the Bar>shee 
Queen and fight for the Forsaken. There is more to do, iiowever. He wants you to 
join the others Rattling the Ratticcages. The skeletons are tougher than the zombies, 
but need to be removed from Tirisfal all the same. Sarvis also has a message from 
your class trainer. Accept both of these quests and seek your trainer for new abilities 
and speak with Novice Elreth. 

Eireth spends her unlife helping those enlisting in the military. She is willing to make 
you some armor if you bring her parts of The Damned tn the area. Six Scavenger 
Paws and Duskbat Wings net you some experience and a piece of armor. The bats 
and dogs can be found in abundance to the northwest. 


mm. 




As you ore traveling, consitfer killing any enemies iot ore your level or lower. Ttie enemres orotititl ■■ 
Oeatiikaell are faitly v/eok ond the cddltfcno! experience end usable equipment moke it worth k 


your time. 


) 


Kill the skeletons as you exit town to the north, then hunt the dogs and bats. When 
youVe harvested enough parts, return to town and finish killing the .skeletons. With 
both quests complete and your bags full, return to the ruined church and speak with 
Sarvis and Elreth for your rewards. 

Elreth had a friend named Marla who was murdered by her husband after he sue- 
cumbed to the plague and joined the Lich King's forces. Though now Forsaken, 
Elreth wants help granting Marla's Last Wish which was to be buried beside her 
husband. She's buried in the cemetery, but her husband stall roams as a slave to the 
Lich King. Elreth wants you to destroy him and bury his remains with Marla. 


Inventory Full? 




Ifs b&en Q good wfiSfe siute you were neor o merchoat and your inventory shows it. Once your 
inventory H full you can't pick up any mm items, iiiduriiTig quest Items. Toke the time to deslroy 
some of tke less luaolive items lU your inventory wlien you need room for quest items. 

less bcrolive items ore items of bwest quality and lowest oTinor {grey Eo color). This meons 
grey cloth items ote often the first to be dropped, tf you don't need the food or drtnk for recovery 
jHJiposes, these are olso piime toodidures. 



Take a moment to 'itop at the merchant in the house across Ihe street to seif your 
excess loot and speak with Executor Arren. He is recruiting aid in clearing the spi¬ 
ders from Night Web's Hollow so the gold mining can be restarted. He rewards you 
if you kill ten Young Night Web Spiders and eight Night Web Spiders. Remember to 
equip any extra bags you^e found and head north to speak with Deathguard Sal tain. 

Saitain's attitude might be a bit rough, but his goals are in tune with the Banshee 
Queen's. He's organizing the recruits in Scavenging Death knell for equipment for 
the newly risen. He wants you to coJIect six Scavenged Goods from the ruined town 
and return. With several quests in your log, it's time to head out Search the build¬ 
ings of Deathkneti for the boxes as you head north. 


Follow the road as it bends east. At a northern turn of the road, there is a ruined 
camp and several named skeletons and zombies shambling about. Find Samuel 
Fipps and give him the final rest so many have been derir?d by the Lich King. Care¬ 
fully collect his remains and store them In your pack before turning northwest and 
traveling to Night Web's Hollow. 

The Young Night Web Spiders are plentiful outside the mine and are stiJI fairly 
docile. They won't attack you until you strike first. The Night Web Spiders, however, 
stay inside the mine and are quite aggressive. They attack without any provocation 
and care must be exercised as you move through the mine. At the very back of the 
cave sits the Night Web Matriarch Though you have no specific quest to slay her, 
she has a cloak that would be very nice to have. With the spiders trimmed back, use 
your hearthstone to teleport back to the crypt. 



Run back to Deathknell and speak to Arren and Saltain for your rewards. Directly 
behind Arren is the graveyard. In the first row is Marla's grave. Place Samuel's Re¬ 
mains there to fulfill Maria's Last Wish and speak with Elreth for your reward. Take a 
moment to speak with your trainer before Arren gives you more work. 

With the mine being brought under control, it's time to use your talents elsewhere. 
The Scarlet Crusade has set up a camp to the southeast. There is little doubt in 
anyone's mind that they intend to attack Deathknell. Take the fight to them first by 
collecting 1 2 Scarlet Armbands from their corpses. 

Leave town to the east and took for the tents. The Scarlet Crusade attack on sight, 
so be watchful as you approach the camp. Pull the enemies one at a time and avoid 
entering the camp as they also help each other. The Scarlet Initiates are mages and 
will be reluciam to come to you. Be ready to kill them quickly. With the required 
armbands, return to Arren for your reward and your next assignment. 



rhe numbers at the Scarlet camp 
have been lessened. Now you have a 
chance to strike at The Red Messenger. 
Meven KorgaJ is in possession of the 
Scarlet Documents. While unsure of 
the contents of the documents, Arren 
knows that tfs better to have them then 
allow Meven to keep them. Find Meven 
near the tent at the southern edge of the 
camp. Pry the documents from his cold, 
dead fingers. 


After reading through the documents, Arren finds some Vital Intelligence that must 
be taken to Brill, He can find more work for you here, but getting this information to 
Brill IS more important. Take a moment to visit your trainer and setf any excess loot 
before taking the road north. 


GUARDING WHAT’S LEFT 

Calvin Montague stands at the palLsade along the road. He has a letter to be deliv- ' 
ered to Brill. Accept his quest and continue along the road until you find Deathguard 
Simmer. Simmer wants you to steal ten pumpkins from a nearby farm, it sounds easy, 
but don't do it just yet. Accept the quest and continue to Brill. Watch for aggressive 
enemies near the road as you travel 

Gordo, an abomination, patrols the road. Accept Gordo's Task. He needs three 
Gloom Weeds picked up and taken to Brlfl. 1 he weeds are near the road, so take the 
time to pick them before continuing to Brill. Watch for the aggressive demon dogs 
nearby and avoid venturing too far into the woods. 























There are a number of people to speak with in BriJL junior Apothecary Holland, in 
the graveyard, should be your ffrst. It seems Gordo isn't very bright. Ho (land needs 
you to collect ten Doom Weed. Speak with Deathguard Dillinger to receive A Putrid 
Task. Inside the first building on your right. Apothecary jobaan has work for you as 
well. He's vvorkfng on A New Plague and tells you to collect five Darkhound Blood. 
Continue speaking with people in Brill and collecting all the quests. The. Wanted 
sign behind Executor Zygand shouldn't be ignored as it offers a reward for killing 
Maggot Eye. 

Talk with Innkeeper Renee and have her make this inn your home. This allows you 
to teleport here using your hearthstone. If It is in your plan, pick up First Aid from 
the rather striking undead female near the entrance. With all your errands done and 
many quests in your log, leave town and head north toward Garren's Haunt. 

Follow the fork in the road as it bends west. The Graverobbers, Rot Hide Gnolls, 
have been stealing the corpses from the mass graves to bolster the Scourge's armies. 
Kill eight Rot Hide Craverobbers, five Rot Hide Mongrels, and collect eight of their 
Embalming Ichor 



Once you've killed the graverobbers, continue north to Garren's Haunt. As you 
move through the woods, watch for Doom Weed near the bases of the trees. Patrol- 
ing the field are Rot Hide Gnolls and Mongrels. Enter the field carefully as the gnolls 
are very aggressive and attack at even the slightest hint of your presence. Kill the 
mongrels as you move north across the field. In a small building stands Maggot Eye. 
He is far too powerful for you to attack alone, so look for other adventurers in the 
area and form a group to kill him. 

With Maggot Eye's Paw, the Embalming Ichor, and the Doom Weed, return to Brill. 
There are several people you should talk for your rewards. Sell any excess loot, pick 
up any new quests, and head west toward Soli idea's Farmstead. 


~ ~ — ~ - _ ~ | ~I~ ~r -JV_ m iMi 1 

With so much l^m spent outside of town and so much killing being done, your backpude tends to 
fill up quickly. Consider speokwig wlfb Ihe Generol Supplies meichonl in tbe Lion's Pride Inn. He 
sells hogs os well. These oren't fnexpeosive, but they flllow you to torry more tool home. Mote 
loot sold means mote money. Ihe bog poys for itself father quickly 



At the bridge, some of the Scourge have made their way into Tirisfal Glades. Take a 
few moments to kill the Rotting Dead and Ravaged Corpses. It's A Putrid Task, but 
someone's got to do it. Collect seven Putrid Claws from the bodies before continuing 
to Solliden^s Farmstead. 


Farmers guard the field while soldiers patrol the road. Kill the farmers as you harvest 
the pumpkins. Turn the farmstead Into Fields of Grief by stealing ten Tirisfal Pump¬ 
kins. Continue west and show that you are At War With The Scarlet Crusade by 
slaying ten Scarlet Warriors. 



Use your hearth.storie or your feet to return to Brill and turn in your quests. Pick up 
any quests that become available, and visit your trainer if you've gained a level. See 
a merchant before heading to the bottom floor of the inn and giving the pumpkin to 
the Scarlet Zealot 

With so much In town taken care of, head southwest toward the Nightmare Vale. 
Hunt the darkhounds for samples of A New Plague and the duskbats to stave off The 
Chill of Dealh, The darkhounds attack from a great distance, so be watchful of them 
and avoid fighting more than one enemy at a time. 


The Scarlet Crusade have taken the ruined tower and turned it into a bastion of zeal¬ 
otry. This cannot go on. Slay Hie guards outside the tower one at a time as you make 
your way closer. Take ten Scarlet Insignia Rings from their corpses as Proof of Demise. 

Captain Perrine stands inside the tower with a bodyguard. Slay them both to show 
them the Forsaken are, and will always be. At War With The Scarlet Crusade. Finish 
killing The humans around the tower before heading back to Brill. Take the time to 
collect the Darkhound Blood and Duskbat Pelts before returning. 

Stop at Abigail 5hiel, by the wagon, to buy a single Coarse Thread and sell loot 
before turning in all your quests. 


BURYING THE PAST 


A number of the dead in Tirisfal have risen as servants of The Scourge. The Mills 
Overrun with mindless undead. Head west to grant them final rest. Collect five 
Notched Ribs and three Blackened Skulls as you destroy the servants of the Scourge. 

Watch for Devlin Agamand as you travel 
The Haunted Mills. He patrols near the 
road approaching the mill and is slightly 
higher level than the enemies around 
him. Crab his remains and continue 
north. Certainly everyone has Deaths in 
the Family, but you are about to be the 
Ay^amand's personal reaper. Nissa is just 
inside the first house on the right side 
of the road. Take your tinfe pulling the 
enemies out front as they can all attack 
at the same time. 

Tburman and Gregor wander the mills long the path to the northwest. Collect all 
their remains and hunt for the ribs and skulls. When all is collected, hearthstone or 
walk back to Brill. 



A Letter to Yvette 


As you loot oil the skeletons, wattb for A Letter ta Yvette. RighKlkk on it to stciit a quest ttio! 
sends you bock to 8rilf. How cenvieirerir! 


UNDERCITY AND 
BUILDING A NEW FUTURE 

Follow the road southeast from Brill. At the interseclion, take the east road far 
enough to speak with Deathguard IJnnea. Accept her quests and continue south to 
UnidGrdty, Bethor is In the Magic Quarter waiting for you. 



Undercily Is rafliei impressive. Exploring oil of If would toke quite o bit of effort, but you'to not tbe 
first to gel lost lj> this dly. Tbe abontinations ate flccosfomd to nowcomeis iieeding direftioos and 
they give them iieely To hud things in a hurry, osk a guord and they will plot if on your mini-map. 


Undercity Points of Interest 



Tfticlftflui?rl0r 

AuttiDii riause, Etmk, Itrn, fAcitbox, Werdwnls, BatHoFidler 

Wagk Queitei 

To^Ofing Tfoinet Reogetil '/eutfer, Mage Trolnef, Portel Troifier, Wodock Treirtei, Oemofl 
; Troiner, fishbglrauier 

Hogues' Oufifier 

Poison tfendoi, first Aid Trdner, Skinning Irainer, leaflieMorkiftg Iroiner, taginDeiing 

Trainer, forge, Anv^, Regue IrtiijieF 

.Apoiti^rium 

Atcbeiny Trainat, fletbolism Iidnet, Enclionting Traitifir 

kopl Quofter 

Vaiimothras, bJySylvflnasWifidRfnner 

WtsChwrtof 

Wining Titanei, Weapon fitostier, fibcksoiUlting Traina-, Forgo, Arvd, Warrior troinar, Priesl 
TTfilASr 















































You ha^/e a numbar of quests for eastern and northern Tirisfal Glades, Take the 
elevators back to the surface and follow the road east toward the Ralntr Farmstead. 

The Bulwark stops most of the Scourge from entering Tirisfaf, but some slip past. 
Destory eight Bfecdlng Horrors and eight Wandering Spirits for the Rear Guard Pa¬ 
trol. The horrors donT move much, but the spirits wander a good bit so watch your 
back to avoid having one attack when you're aiready engaged. 



Every level (slcrfirtg at level ten), you goin a Tolent Pfiint, fliese can be used to increase year j 
obalHies or learn new ones. Opea your taleat window (defaulted to 'n'). There are three penek in \ 
Itie window. Look at each talent carefully before choofsirtg as once you spend your poiats, it costs 
gcjid to untearn Ifiem. There is mere ohoat the benefils of each talent in the tbss sedion. 


Once youVe done your part to keep the Scrouge from Tirjsfal, climb the cliff to the 
riorch and engage the Scarlet Crusade, Until these religious zealots are destroyed, the 
Forsaken are At War With The Scarlet Crusade and you are their favorite soldier. Kitt 
the friars as you make your way to the tower. Captain Vachon ps inside and needs to 
be shown the error of his ways. 

The Scarlet Friars heal themselves and 
rheir oompalriots. Tliey must be killed 
quickly or internjpted to avoid long fights. 

Watch for others in the area and form a 
party to make this quest easier. With the 
leadership of arrather Scarlet outpost dead, 
head northwest to Brightwater Lake. 

The Prodigal Lich lives on an island in 
Brighiwater Lake surrounded by his owrp 
mindless protectors. Search through 
Gunther's books until you find his speil- 
book. Now ifs north to the coast to work on A New Plague. 

If one had never been to Tirisfal Glades, you might expect the coastEine to be in 
better shape. The ocean is very large and the waves always tearing away at the 
plague that is gripping the land, it's a nice thought, but the beach is just as diseased 
as the rest of the land. It appears that even the ocean is powerless against such ter¬ 
rible magic. 

Tear the fins off the murlocs you find. Watch for the oracles as they have mastered 
lightning magic and make your time at the beach difficult. 



You Can't Fight Just One 



MurloG are nafoTious for their ability to bring an army to a oneon-ooe frglit. When engaged, they j 
immedEafeiy coll any of their nearby friends to aid Hiem. Full the murlocs carefully and be ready to ■: 
kill them quickly. At tfie first sign of losing tlie fight, they rrwke trucks bock b help. 


tf you weren't able to get a group to kifi Maggot Eye earlier, stop by his shack now. 
You've gained a number of levels while he hasnT. With the five Vife Fin Scale 
samples, waJk or hearthstone back to Brill to turn in your quests. 

Begin another circuit by heading to Undercity, Speak with Bethor Iceshard again, 
then take the road east to speak with Linnea. Follow the path north from Linnea 
toward the Scarlet Monastery. When the path turns north, break east. Do not ap¬ 
proach the Monastery, as the seat of the Scarlet Crusade is beyond your reach for 
quite some lime. Enter the Venomweb Vale to continue gathering reagents for A 
New Plague. You need four Vicious Night Web Spider Venom and the spiders aren't 
likely to give ft freely. 

Vonorn in hand, follow the path north unlil it forks. Take the west fork toward 
the Scarlet Watch Post. Watch for other adventurers to join as you approach the 
Scarlet Watch Post. 

Kiil the guards as you approach the 
lower. Watch for the caster that patrols 
around the tower. Wait for her to come 
into range and eliminate her before en¬ 
gaging Captain MeJrache and the Scarlet 
Bodyguards, The bodyguards are much 
lower level and can be killed quickly 
while Metrachc is held by a warrior or 
combat controlled. Finish this portion of 
At War With The Scarlet Crusade and 
head southwest to Guruheds Retreat. 

Gunther is grateful when you Return the Book, but he doesn't fully trust you. He 
gives you the task of Proving Allegiance. Crab a candEe from the box at his feel and 
head to the south edge of the island. On a smaller island sits Lillith's Dinner Table. 
Place the candle on the table to summon Lilliih Hefara and slay her. Return lo Gun¬ 
ther to show that you are an enemy of the Scourge just as you've beer telling him. 

Return to Brill and help Johaan test A New Plague by giving it to the Captured Moun¬ 
taineer in the inn. There is little efse to be done tn BrEfE. Head west to Agamand MEEIs 
and The Family Crypt. 

Follow the path past the mills and over the bridge. The crypt is on the north side 
of the area. Kill the Waiiing and Rotting Ancestors as you approacEi the crypt and 
descend into the depths. Take the crypt slowly as there are many wandering enemies 
and not a lot of space. Fights of two are almost guaranteed with fights of three or 
more being possible if you get careless or unlucky. 

At the lowest room, Dargol stands with several ancestors. Pull the ancestors one at a 
time until Dargol stands alone. CoEEect Dargol's Skull and rest a moment. There are 
likely to be enemies respawned behind you. If your hearthstone is up, teleport back 
to Brill. If not, fight your way out of the crypt and return by foot. 



Congratulations on your success in Tirisfal Giades. The dead are waking safely, a 
new plague designed to threaten all life i$ in the works, and even the Scarlet Crusade ; 
seems to have receded a bit because of such fine efforts. New challenges wait in 
Silverpine Forest to the south, in the Ragefire Chasm beneath Orgrimmar, and in the 
Barrens across the ocean, but those are adventures for another day. 





































Based under the ruins of Lordaeron^ the Forsaken have thrown off the shackles of 
the Scourge and retained their own wfff. The Forsaken have tossed their lot in with 
the Horde...for now. This gives them aid as Dwarves and Humans are constantly 
■seeking to take Hitlsbrad to the south. This war has seert many shifts in power and is 
unlikely to be resolved anytime soor>. 


A threat even closer to home shows itself in the Scarlet Crusade. Many of this refi- 
gious order have declared war on anyone and anything that is not a member. While 
their methods are disdainful, their fear is echoed by the Forsaken. How does one 
defend themselves from the mindless undead legions of the Scourge? 

With only the Bulwark outpost between TirisfaJ Glades and the Plaguelands, Lordae- 
ron Is infested with wildlife that has succumbed to one plague or another. The previ¬ 
ously gentle wildlife has turned bloodlhfrsty and violent. The constant threat of their 
surroundings makes It more difficult for the Forsaken to concentrate on malevulent 
intelligent dangers. The forces of Dalaran across the lake and the mage Arugal in 
Sllverpine are threats far more dangerous than any set of poisoned fangs. 


Of WoRIP 


Setting foot into unknown lands is a dangerous prospect. The lands of Azeroth have 
been ravaged by wars and piagues, but peace fs finding footholds and the land is 
healing...in places. 

This section gives a brief description of each of the areas. While role-players gain 
the greatest use, even general gamers will find the information useful as it influences 
quest fines, ongoing wars, and other matters of import. 


THE EASTERN KINGDOMS 


Long past are the days of Lordaeror standing proud and strong. Deadly plagues 
have divided the popufation into the infected and those who fear infection. Caught 
■ between religious zealotry, and mindless undead, the races living here do so only 
through constant vigilance. 


Lordaeron? 



Khaz Modan 


The Dwarves of Ironforge patrol the lands of Khaz Modan devoutly, but their 
numbers are spread thin. Incursions of Ogres and Troggs slip past and are allowed 
to fester while the army is busy elsewhere. Word of attacks comes from alf over the 
Dwarven lands. Even the outpost of Pun Algaz has been attacked and communica- 
ttons have been lost 

Perhaps this is a fitting view of the Dwarves themselves. The Dark Iron Dwarves, 
having split off hundreds of years ago in an event known as the War of the Three 
Hammers, have become a considerabfe threat to ironforge and the Afliance. 

After fleeing from their home of Gnomerogan, the Gnomes have been taken in by 
the Dwar\'es. Release of dangerous toxins researched for the war against the Troggs 
have made Cnomcregan unJivable and any Gnomes unfortunate to be caught in¬ 
side...quite insane. Though exiled from their home, the Gnomes continue to fight at 
the side of the Dwarves. An underground tram connecting Stormwind and Ironforge 
has been completed and makes movement between the cities much easier. 



The gl immering white walls of Stormwind stand proud and tall, but its military is 
scattered and worn. The Defias Brotherhood, a group of thieves and brigands, has 
grown to such strength that many wonder why the king has been absent on the mat¬ 
ter, Combined with the Ores, Gnofis, and walking dead, the armies of Stormwind are 
kept from mobilizing due to Lady Katrana PrestoKs influence. 

The coast of Westfall has come under attack. Defias have taken Moon brook while 
an army of G noils slowly threatens the commoJi peoples. The local militia has pulled 
back to try and hold Sentinel Hffi, but they are vastly outnumbered. Word has been 

sent to the capital, but no more troops have arrived. 

The peaceful land of Elwynn Forest is no longer. The guards of Stormwind keep the 
road safe, but much of Westfall lacks adequate protection. 1 he nuisances of Koboids, 
Murloc, and brigands have become full dangers. 

Signs of trouble are stirring in both Stormwind and Puskwood. With so many Defias 
thrown inEo the Stockades so quickly, the guards find themselves outnumbered and 
out-muscled. The guards that made it to the surface have erected a chokepoint at the 
exit, but the Stockades are in the hands of the Defias now. 

Something stirs in Ouskwood. The dead of RavenhiiJ Cemetery are no longer content 
to lie buried. The Worgen have taken several farms and attack any who draw near. 
The Night Watch is comprised of concerned citizens, but without the help of the 
Stornnwind guards, can these warriors keep Darkshire safe? 







































ICALIMDOR 


Many races have made Katirndor home. The Ores, trolfs, and Tauren have carved a 
home from the rock, but peace escapes them still. Night Elves, Ogres, and Demons 
all threaten the homelands of the Horde. 


Central Kaomdor 



Most of the Horde have carved hornes 
out of Central Kalimdor. Built within In 
the canyons on northern Durotar stands 
Orgrimmar. The Ores and Darkspear 
Trolls have made a home in the red 
sands and thrived. Centaur infestations 
and even the cult of the Burning Blade 
are small dangers to the unity Orgrim- 
mar symbolizes. 








To the west lies Mulgore; a lush and rich 
land. Thrall helped the lauren claim 
this land from the centaur and that aid will be repaid for generations to come. While 
still active in Thousand Needles and Desolace, the centaurs have no presence in 
Mulgoro and only small camps in the Barrens. 


At first sight, the Barrens seem a dangerous land and Crossroads a village about to be 
blown away by the wind. While the peace of Crossroads is fragile and often broken, 
it is permanent. The Barrens is a success story of the cooperation of the Horde. Once 
a land where only the most stalwart adventurer would go, the combined forces of the 
Horde are slowly bringing peace to the land. 


The task is not yet done. Harpies and the Venture Coenpany still terrorize the north¬ 
ern Barrens while the Qutiboar are firmly entrenched in the south. Even the Dwarves 
are trying to carve out a piece of this potent land by excavating near the bonder to 
Dustwallow Marsh* 


Southern Kalimdor 



The wilderness fs as varied and untamed as the races living there. Small outposts are 
the only glimpse of civilization and those are few and far between. 


Thousand Needles is largely controlled by the centaur, but even they are kept in 
check by the harpies and other more dangerous creatures of the wild. The desolate 
silence of Thousand Needles is broken by the thunderous crashes from the Shimmer¬ 
ing Flats. Though far from civifization, the salt flats provide the perfect track for the 
Gnomes and Goblins to race their most recent inventions. They pay good money for 
people to keep their track clear. 



West of Thousand Needles the land is much more lush. The forest of Ferafas is quite 
beautiful to behold. Were it not for the Ogres infesting the ancient ruins and the 
Gnolls camped throughout the valleys, this land would be quite a place to visit. 

Venturing further south from Thousand Needles leads into the desert of Tanaris. 
Gadgetzan and SteamwheedJe Port are the only signs of friendly civilization. The 
Goblins put a city anywhere there is profit to be had. The gates of Ahn'Qiraj have 
been opened In the far south, but their reach is ever expanding. The Silithid desert 
on the other side of the crater is a place of epic danger and glory untold. 


World 


E.actions' 


Northern ' Kalimdor 


Much of Northern Kalimdor shows the touch of the Night Fives. Though pushed to 
TeldrassiJ, the Elves have returned to repair the damage done to the land. 


Just across the sea from Tetdrassil, Auberdine has become a haven for crafters and Races 

those wishing to help heal the land. While the threat of Naga is strong and the spirits 
of the ruins in the north are angry, demonic corruption has tainted the Furboig and 
wildlife populations. 

Classes 


South of Darkshore lays Ashen vale. The Horde have erected a camp on the beach 
just outside some ruins and deeper in the woods at Warsong Lumber Camp, but 
they are the least of the problems in the forest. Naga patrol the coastline and large 
tribes of aggressive Furboig have taken residence in Ashenvale. The land is, for the 
most part, healthy, Felwood to the northeast is not so lucky. Corrupted animals and 
twisted trees are the hallmark of this terrible place, 

A bridge across theSouthfury River leads to Azshara. Though ihe fand is beautiful, 
there are many powers at work. Naga and Satyr have claimed many of the ruins in 
central Azshara while Furboig and Dragonkin roam the souiheasl. 





The Night Elves moved to Teldrassil in an attempt to unite the Night Elves in a single 
city. Teldrassil, created to restore the waning power of the Night Elves, is beginning 
to show signs of corruption. 


Teldrassi l 
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, The Allerac Mountains are home to many powerful Ogres and to the Dalaran. While standing on the northwest shores of the area, a person can see over to the grim canopy 

of Silverpine Forest, a land filled with the walking dead. Yeti hold many of the high, snow-filled areas of Allerac, while the mages of Dalaran and the dangerous Syndicate 
• ^ control the lowlands. 
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Alterac Mountains Legend 


^Lordamere 

Internment Comp 

ABra 33 Quest TwgeJ 
Odoroa Shield Coofd 31-32 
OolofcnThcuf^ 32-33 
Dcfmot 34 Quest Iwfiet 
EWh Cioy Boot 25-26 
(iwrtWicssCfeepet 24*25 
Mountcin lion 32-33 
Rktet 33 Quest laioM : 
R^Poloron 

Afctttncge Amkeffl Rinw^ocvst 40 
OokKonStu6td6uord32 
Doiwffli Stimmonw 34-35 



Doiaitri Theurgist 33 
OaltfonWotket 33-34 
EHsr Gray Bee? 25-26 
Elanenta'Sb'e 33-34 
Gflvin's f«ze 

6 ionrMossCreepe( 25-?6 

6iom Moss Creeper 2S-26 
Huikreg Mountain lion 33-34 
Mwntoin lion 32-33 
Snopjw 30-31 
^^The Heodtond 
Mowifoin lion 32-33 
J^Corrahn's Dagger 
lyuiK} Mountoin lion 33-34 


Mountoin lion 32-33 
Syndkote footpod 33 
Syndkote Ihkif 33-34 

\v|^Growles$ Cove 

" Gwivi Yeti 33-34 


Mountion Yefi 32-33 

^ 6 jRuins of Alteroc 


Bro'kin 49 Spedolity Wdiemtsl 
(rushmlge Enfonef 38-39 Elite 
Cnishrxigs Moge 37-38 Elite 
Oushxige Modet 37-38 Elite 
Ctoshtidge Worniongw 39-40 Elite 
Mudreke 40 Ffite 


(^The Uplands 

Argus Shodew Moge 36 
Giant Yeti 33-34 
GrarxipoVishos 34 Elite 
Hulking Mountoin lion 33-34 
NoncyVrthos 33 Elite 
SyndteoteSoboteuf 37-38 

© SyndkoteSentiy 36-37 
Misty Shore 
Simplow 30-31 
t^Dondred's Ford 
Hulking Mountoin Hon 33-34 
Snopjoiw 30-31 
SywfcaieAssossin 38-39 


SyndkoW Enforcet 39-40 
Slaughter Holtow 
CiustHidge Bwte 35-36 
OushiidgeOgie 34-35 
rtjjCfushridge Hold 
Crushndge Brute 35-36 
Ovstiridge Ogre 34-35 
Gallows' Comer 
Oushiidge 6ruto 35 
CfushridgeOgrc 35 
. TtSi Strohnbod 


Chillwind Point 



Bolti'roti the Windcotchei 35 Quest 
tykffig Moonlosn lion 33-34 
Meuntoin Uon 32-33 
Snopjaw 30-31 

StwclurvS/ 

Sofero's Naze 

ftendnKwVollkSO 
Sy'iidkDtefcgip(jd32 
SyrriketeThiet 33-34 


Svndicotu Spy 35 
SytiAccte Wiroed 3 S 
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Arathi Highlands Legend 


A fragrant wind of poller, grass, and other tiving things blows over those who enter the Highlands of Arathi. People from both the Horde and Alliance settle here, trying to 
farnn the arable land of the north and struggle against the many natural dangers of the land. Raptors walk across the flatlands, hunting for prey, and there are many aggressive 
Ogres and Trolls out in the wild as well. Beware the deadly elemenials that spawn near old and forgotten shrines, for they have tremendous power. Seek Hammerfall in the 
northeast for safely {as the Horde), or walk into the small gorge of Refuge Pointe (as Alliance) in the center of the Highlands. 




m 


D 






Maps 


Races 


Classes 


rp 


fjl^ThDrcidiit's Wall 

BigliEiirxj Stiik 
PlDiRSi'teetef 32-33 
Ykhis Slesa Buzzard 3T3? 

2^Qrcle of West Binding 

Bwisng Enfe 

^^M arthfoid Manor 

Plains Creeper 33-33 
Syadipite Higlwaymsi 3331 
SvnditQte MMererv 3)-32 
S^caly Ptftfeykef 32-33 
Y(Mg Mestt &j3/flTd 2I-32 

Strofligarde Keep 

BDuSderfefltKit 3M0 
BHjIMrfSWnub 37-38 Elite 
BkiIiMH! Skmaa 38-3? Eb 
ijad RfrfcstiJKt 4^ Eb 
Ottg 36 pile 

PfflKs GijfKi iiciffiwFia 44 Dita 
StiHiJpife Sefeniler 3B-3? Cs)b 
M Hwter 37-36 Elite 


Strompife VyicHfiW 40 iSte 
SynditiitB toniiKK 36 Elitie 
SysHScate 38 ESte 
SyiTOtcle PiGwIer 36 f&e 
Arothi Highway 
i^^Faisflfefiii Ceufer 35 

Btut^ricRd 3S 

liftifaaGiitVgbcel! 38 Elite 
StiMiigflftle Gnveipcifi 37-38 Etfe 
Bcuider'gor 
iiSir0^e3?-33 

}1lgt)lfl«)Tlir(t!;tiei3^34 
Wiitteibcrft, Tnstl 

BooWerfist Oatjwsr - 

■^6(sild9ifisT Enfatter 33-34 
Wit}!efli!)!tWit4liDo<;iif33 

Fotdir's Cove 

rtie Lmfcwt 3? (iu«T 

Q'Brecn 40 Qiiest 


^Tke Drowned Reef 

Do^geritfee Riiitfer 33-3? 

OflggefSjpine Swcei^ 3?^40 
;9^Circle of Inner Binding 

HigWanci ItmislKr 33-34 
WsMBurair^ 34-33 
E^jiritiliiig EsBt 38-3? 
^^Refuge f oinfe 

etnife kryten 30 Quest 
CnptM Nio^ 41 OtBSS 
todnd PtflM 55 CiypfHii Mostei 
ffig^ikirnlStriilM 3l>31 
iQung ««5C Buzicftf 31-3? 


^J^CIrde of East Binding 

53 )(h 1 s d AAv^roel 
. Mrf Eidles 36-3? 

Shek Form 


, fbtfliMiflfjas36'35' 


tie's Formstead 


CkibyrieEtiborerSO-J} 

Bdivtiti's Wilitw 3V32 
fardel DobjfjB 33 Quest Ttiiget 
Meicfll Dubytie 34 Quest Taigot 


Kitfebiy 36 Quest 
Quk 36 Quest 
GiDr.lPliwsC!ffijier 35-36 
HsfiuitedefiGfvnt 34-35 
toramorfdl Pwi 33-34 
Biffzflin) 3^35 

luldetfist Moll 

Biidcytst Bnitc 35-38 
Botfiderfet WqyiB 37 

ES^dfldcftilkef 36*37 

Jtcf'gteslh 

Mfisq GuizDKtl 34-35 
^y/llliabtiife Serseiiier 36-37 Egte 
^^WltherbctTk Village 
Giont PioiiK (rueper 35-36 
Wilhoiboik Axe Difiiwar 32-33 
VfiflHaboiltl^audKufM 34-35 




Wiftiaboik WiKlifkicraf 33^34 
ijl^Withertiark Cave 
WibitHirt hsHltiwllei 34-35 
WilbeitOfk SiipiJtfff Hurrtef 35-3i 
j^J^Hommerfoll 
_ Diuin fel 30 Quest . 

Gos'inul 40 Quest 
Inubfiper Adegwo 30 l.utkccpcf 
Slugs 38 Supwicr ButrEinr 
ffiurridijn 30 SsaMe Mosttu 
TH'gcfi 40 Qifist 
UFih] 55 Wind Skfei Jlftirsiiti 
Zotd 60 Quesl 
7engu 40 Quest 
Highkd Sfiider 30-3) 
Drywhisker Gorge 
^ Drywfeker Itebckl 35-38 

6oy#tiisJ:8f Oigflpr 38*37 
OiywIiitifirSiJivtiyci 37-38 


































Ashenvafe is a fush and vibrant area of forests, meadows and Jakes, Today Demons, Elomentals, Furbolgs and many more superrraturaJ creatures rule this land. The Nfght 
Efves, inherently attuned to nature, have started to cfeanse this land, but it will take many years before it is safe for travelers to roam freely through this land. 



Ashenvale Legend 


^Ballirott's Hnuiit 

fwsflkej Seeker 
Fciraot;eiiltteitraten3'19 
FfflSdkeitlliLia 20 

! Ruins of OttJir 


MSttonidCyllBUe'l? 
bnji (Minioti) 1^19 
EtoikSJrendfyfepJ 18-19 

@ \'o«Jwolksf iiliiRi^ ; 

The Zorom Strand ‘ ■ 

Amfrak SSWirtd KjrfEFMostef 
[kJtfBri(igfJovrt9fl9-?{] 

Mysiltrfi H’dio 20 
Spiled Crtmtef 20-21 
Wit!tfiliQii,Soi«rfi5l3'19 ' A- 
MtoSViloifeSiifcrlftt? ■ 
19-20 ■ 

Wild Bwk 18-19 

fiitranffi to flfacWotiiorn Oeepj 
WwidBungeufl 

Village 

lotert) 7 QriHfAfHlfufc 55 Elite Wirrd 
Rirls Muster 

^jUke Falathim 

Okatpcff Kunwr 19-20 
Wugglefin 23+ 

SrilsiHtfe Murkrlwellcr 20-21 
Sniilvspaite Orotte Wl\ 

Soltspirtle MiSlejiKtjKr 1 f-20 

^^^iWoestro's Fost 

Fe8iflWrand20{k«sT 

Eygrerttti0P«nferl9Qtiest 


Orfifijil ftroDcbtif 27 Que^ 
lilffilrK JAoonfivef 42 QiKst 
S«i&iel Ofloeye 20 Quat 
18-19 

j^The Sfirfne of Aessutd 

lIRpHi 24 Oitest 
Ifieryd 17 to 

SsiFiiie) MelyTW treslstiodt'# Qiwsi 
lilvn Barkn'-ffij (to 

^Thtstlefnr Viltege 

Dot BIwdkliMf 25 
liiisttekStiQirrtiri 2^2^ 
TtiMetufAvKiger 22-23 
IhiyiEltef^fiftrdei 22-23 

istriiiKiar 

FalMraslrt^tiitefrt0r)ii?l(k5t 

N(3iil(if21 Brier 

Mniixiesr^ii 30 Slotile Master 
Ifoeite WrJ^troriaijf 25 to 
ttogri 23 tae WolfrunrKr's Pei 
Frrhfrai SmJbtorfe 23 Tods end 
Supffes 

iVieSynn 19 Grocer 
Rorjd 20 ligcr 

Hc^(Qi( (Ital^it 26 &«ie?.oJ Gchi^ 
Kmty^iaCllufikeepcr 
tol[» 24 Trtiite Georls 
Xfli'cKtflet 35 WeojBriyitltti 
Aoyriifo ttDifltwjid 37 Ewttiarwfker 
Fdlrfr«K6oeiti'iJi(Bl 19 Quest 
SoRtinal ItiwysSl 23 QibsJ 
^liitdrel! Spfe 25 
ftjetpfei 55 Hippogi^it Masts 


LoniGii 25 Ualtmrliiiig 
to 25 Reogaiiii Supply 
hsinto Intone 23 lenttier Annat 
Meidicitt 

Aeolyflii 22 Cl(tJt»er 
^j^^AstrofiocifSantiid 40 
tMFlre Srar Shiirte 
ffilstoya 22-23 
flyirrifig tjegkiiinDif 0 23-24 
Ruins of Sterdust 
Sldetteker KosKflllsr 23-24 
., SlHSElBtlKckei Woodstiuper 23-24 
llllfislnb 

SiiwIelliickeJMrkssEtitef 21-23 
.^Tk Howling Viile 
terrotftDlFflesiifitijier^y? 

© leirarrdlf StriHkiw VfetivH 29-30. 
Talondeep Path 
Skdr^tomSli^ 21-32 i 
isiieFivflle Baif 21-22 
flJ^MysIfol Loke 

Be^cdod Water tbiaitols 2325 ■ 


Hoto McQi>jr(rtB 24 Aldtfliiry 
Snpiilics 

SSwFKififlQ 24 tiDile (jotKis 
yitnoofl 26 Butdiea 
Oantaar MigEibtiiiie 35 HtHi’BF Uonef 
ioykr 23 Skmner Tmiriftf 
BtuMireri Rnvefi^JHide 34 
C^ra RoeWdet 24 H^lUl 
KybitoiiSlteTiEt 


SenjifBelVctene^lonrnfce 25 (iuest 
i^Greenpow Village 
FfliAvedd Tatenrk 23-24 
FcHitWeriid Urw 23-24 
Ffflilwecld ShamiM 23-24 
Fwilwealii Watite 23-?4 \ .--- 
fwibefllti Oeo Wnick 23-24 
fttjtifeolrl pQifikitfei 2H4 
.^RoyneworKl Retreat 

keEpcf0rjffflws29 
bougfeig Sister 24-25 ■ 

CericiiKKt Fiotector 2526 '■ ' , 
fenuiiDrrVrndiciJtar.26-27 

M^ftloodtooth Camp 

fion OtoSoolTi 30 

BiwidfosthW 27-28 

GhTHtpCff^Ruinea 19-20 
fehsrftiole Betx 21-22 
f ^Wloonwell 
fliitikBst)gcfl26 
-■ GtiostiiJcwHdwlflrl 
Wik^m 9eti«iJ!pfe 24 
Run 

WrklttBffi tenfijiftter 24-25 t 
Elder tehfliiffllfl Bear 24-25 
fEfeiiuilt Sot^t 25-26 
frjlrrmsk Rope 25-27 
felmijsk hltwofjt 27-20 
Feliwjsk Shotemtolkef 26-27 
ill ver wing Outpest 
ilsljyiwtileienilinsl 40 
. Asiiai'ftifl WeiRBi 40 


^fallen Sky inks 

Shiidettito Stofle Mover 25-26 
Slsufeliiidter Bait: Rapper 26-27 
WiklttKir(iSli&«2Eh21 
^^Ntghtsong Woods 
WidttiarrSnjtfcer 21^21 
Wfltsong Strreilder 27 
lloltiiigStsiK2&-22 
topawRutifM 19-20 
Horde Stew 28-29 
• Horde Grunt 29-30 

"^IheDor^Ilooil 

Barrow Deo 

Qftil tJiTHjtRfllta 32 
Soniag Sfetw (Out^) 21-22 
Fotsokwilrito 28-29 
Fwsaken Jntiijrfer 23-29 
Forarbu Stator 28-29 
■ FwMkouAs^Sii 20-29 

Semrjdlfeiftl 26-29 
. SevsfdOFBfflitcr 29-30 

Seved Keeper 29*30 
Severed Sfciijiw 29-30 
^Ispliittertree Post 
iMonunient to 
Grom HelUcfoom 
Ffllgiirwd 29-31 
legitfi HMnKl 29-31 
^ Seniiiig InEflrntil 29-31 
liO^Deimin Foil Cnnyoit 
bytotft Hdirtil 29^0 
,tano[Q{toZf30 


SfflKing (fiffind 29-30 
falgaod 29-30 
f elfire Hill 
Monnofiit Lnalief 39-30 

SetohJarml 
_ . FeJguarJ 29-30 

Wnrsong Lumber Camp 
loitik FflceststiidiJf 44 fiurtkef 
hodfe to 29-30 
[fcrde SiwiTUin 28-29 
Vfarscjig Fredda 27-28 
Fkifde Stuyt 26-27 

Kordt PMU-3fr'l7 

Satyrnanr 

ffleakkuri liskster 26-28 
feEktre»l ^n^mlkef 26-2S 
Bleakiieraf Sflytr 26-28 
BlwkfiGOrt Hsilrob 26-23 
^|Xavian 
'' ^ Gtilterij^? 

Xovfflfr FclfWEfri 28-30 
Idovtcn Betifl^r 2fr30 
Xawrrn teiknllar 28-30 
^ Xcrvwn Hogtte 28-30 
forest Song 
KoyiifitltSlitojSl to 
Ci®nt Astearak l!eof 29-30 
. ^ V«MitLrKkw 29-30 
Rough Shodow 

. OtenniMrirdZ 

Fn5efQlifc»iTreaW(ififeis60 
Eoiaakfcf] OitKte 61 















A 2 &hara h located to the ea&t of Ashonvale. Named after Queen Azshar, the Naga still roam this land. This zone has progressive level increases as you travel to the edges of 
the land. 





Azshara Legend 


Sfiadowsong Shtitie 

J|jglibor™4|)pTtj()[t4S^/ 
Hjfihkfli lirthfiiitg 45-S7 
I ^ Mosskicf SfiBinei 45r46 

i ^^Hddarr Encampment 

Cliff Wc!0!w53r54 to 
Hoktorr FeJswiora 45r4t 
rldilr.1 Sot^t 45^-46 
flcklwf Ink tor 4546 
Mosshod Rumtar 4S4? 
ScmiRsI Urg StjilMe 45 
^^Tlwruferiiefflf Hipfxt^ydi 4648 

IPvalormok 

AgTof Bbodfiif 45 Q;i6sI 
' Ho^niiti ghiidfi^ 45 

}s(^49te 

tall 55 EliSt Flight MgsIej 

M{isiytELHinfir4546 

4jfB«tr's Heed 

liinfsHrtnM? hifthiiter 4748 
Tlinliwweti feduse 474® 

rnnta(ii(w Tiifemk 4748 
TimbeinKrff Warijcii 4748 


Ruins of Eldarath 

Id^Sesspira 51 to 
L'tjgering Iftfliboffle l&-5t5 
Spireikisti StieaiFtfir 4HE1 
SjiiEalfl^ SaEfi 51-5? 

Sjiitay I (kKiiii 46-49 
Spiffikiiti Wmiof 4648 
ThsiwbikiHl Stflgwiig 49-6C 
__ TimkiMt IfedijfS 4748 ' 
Temple of Zin-Mofor 
^piletesli Serpenl Guoid 4849 
Spstetoish Siisfl 5H2 :Air 

Wcrlfflid Kreto 55 “--■ 

^Todoftt Rfdge 
fof&stoore 5?-53 
(tjyisgr 5JS4 
LekeWiinnor 


Gkifl DriigcHi Spawn 5tl-51 

Blue SoQkknu 52-53 


/ 


Ruined Rencbs 

Hodzflji Stout Cremiffli 42 
Julie Gbd^tSpong 44 Gnginm 
Stipflku Mi StkoHlks 
Ctiid5l»^ lurta 53-54 
Grefl! WiivBflHa^w 53-54 
MolaiiHii ^cmmIdw 54-55 
^ _ Stom B{p^ tJnxk: 54-55 
OJRfi¥«itFest Momiment 
Spittoh Bolttenwsta 53-54 
,, SpiielQsh Emhiiinress 54-55 
i^^Sautfi Ridge Seodi 

CMofsliel [jvftec 53-54 
Mokriui fiffiimtlow 54-55 
C(f$4it WovciiiitHkr 53-S4 
Storni Bo^ M 54-S5 
^HefdOfct's Outdi 
Serwiitcf ArkWor S3-S5 EUte 
Storms 


DroooiMf Wogebd 53-54 
Broanfe Wngownffirtu 5J-S2 
WcsdiMf Couna 52-53 
Atufesos 


tofiRus Ttwtipede^ 60 Ojeit 
RoKi! 5fl Ehe UirliHJS'' pet 
Shatfcf 50 Elk Lauius' pst 
ZdinQii 50 to Imm' pet 


Savoflt of Mkoroc 53-55 to 
:||i|The Sfjotrerd Strand 
amfchdlljiiiter 5^54 
Giait teltirosfier 53-54 
Mokiirini Ectrgitbw 54-55 
Spitelo^}) Myrnudon SCh5l 
Sprtfllffiii Siflfi 51-52 
MrnaQxMmi 
Moun AlliKkdwetIa 53-54 
Oioide 53-54 
(^Titnfiermow Hold 

" ‘ Cr[ffWolka53-54to 
Tunboiwah Rmiise 47-43 
TtRiberfiKiw (Wjnder 46-47 
ftniBUROw^airaji SCtSl 
IliiaiifetjaH! $138^49-50 
MenntwWe^^ 
TwlrbiFiflw ftWiof 47 


Timbam™ SIsHmii 50-51 
HBjnd&ifffiod Skystofflnflf 51-52 
Tiiiibarfuw Uisa SI'S? 
Wiemi™ Wiitekr 49-5C 


l^lltnlassian Base Camp 


Sbd Ef Eecku'nner 52-53 
tod [V Survey u$ 51-52 
Itiundaheed Skystaruei 51-52 


i^legnsh Encampment 


mf Broker 54-55 Efe 
(lflMetS?'53to 


Fcubsi 0(H0 52-53 


Lsegpihi tfetkofer 52-53 
Isgashi Segue 52-53 
Itgdii Sulyi 51-52 



WOKliOOfCfliMMr5l-S2 
lhiiwterti«HtCQ[i2)rt 53-54 
IhufidflftiaHtSky^TGJnia 51-52 

Ai^BUtof Reaches 


(ffi Brsokw 54-55 Elite 
CM ThyiHlefa 54-55 Elite 
OSffWalker 52-53 to 
Fonest Ooie 52-53 
Mrstwalka Sovugii 52-53 
MossiHxif Ceutsa Sl-S? 
ThtindcitiEixl Sl[y^mef 51-52 
IbuwlcrlicodCcHHBft 5354 
IfitindertiecHf terct) 54-55 


^Jagged Readies 

Caiii^eELiiiflr 5^54 
Mgkrinra StipiiAilH 52-53 
Slam SuyWailaf 51-52 
.. l^(P.-ettHKtKf 52-53 


Tower of Elpnra 


Ctuakliell liKka- 53'54 
lAokjTOii Scralibfez 52-53 
Stmu Buy Wqithk 51^2 
^ Itefilfiiffiher 52-53 

Temple of Ackkoran 

Aifebiffli 0(Kka 53-54 


Aikkoiui Dfiick SA'SS 


MtkfliGn toa 54-55 
Mtkciioip76u(Jc(f^^ellef S354 
to Aifekoran 60 fSte 



Factions 


Races 

Casses 
























South of Loch Modan is an area of open sand and rock known as the Badlands, Many natural predators hunt here, but there are also rare and fierce creatures as well. Dragori 
Whelps of considerable size grow in the eastern part of the region, near Uldaman (a place with quite a reputation for danger and adventure). To the west is a Horde town, 
barely more than a well-staffed building to show for itself, but offering what little civffization holds out in this rugged place. 



Badlands Legend 
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A WGO 


FORTS^ 
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i^Ktirgath 

Gciikk 55 WiiwJ !5d$f Wostp 
Crelfi 30 Sn^We Mestsr 
GftjJftGwflol 52 Quest 
inittol6 ^iwktur 52 tot 
Ififibejie^ sy kcr 30 liwkieeper 
tol'blKle 5? 

ShfldDwrnflfljs Vtm Lastof/e 
60QuflSt 

fhartrii howipdt 55 Oti&sl 
._ 3 ^ TbufKlfiriisiKt 52 
J^^Apotryphan's Rest 
EtEkiCra3CoytJre3?-40 
Gioitf Eurrod 39^0 ^ 

^ RHtji'. SSflStw fijJiiflrth ^041 

T^Cump Cogg 


DrfefdtwMdtir ^t-42 


QuslbfildiGfJMttS^ 
6ijstbeklierSfti}r!n(3fl itH? 
fetbekhef WyinlibflJBF 4IH1 
ftuatef Rotk Be?iKmDU2-44 

Ousibeldi Grotto 

Owsiidtlierladfl 
^ [kj$rlid:licrOpMo9e44 
I Allroge Flots ■ 

' Ek}erCm«{jD'fiolE39'40 " 
Gi(KitBmz(Mi!3H0 

Zofitotl 55 irtife 

| Agfflon(f''j End 

Aflinond's Btuty Ouesf 
Fitfifdiififnii? toisl 30 Otiffif y 
Blizzard 37-38 
WOi]gfoyis!e3?'3B 

Wfjrddoc 43 OiFBt Targer 


FiHlge Huotiess 39 
Rock ElenienJiil 39-40 

StonewiiiSt Stwinori 40-41 
Starievgij^ StQiffifSiwpper 39-40 

:|^Coitip Wurg 

' Ou-siydiH finite 39 

OusieldiEf Ogre 3fi-39 
flifef Crng Cevote 39-40 
liidg5 5telkerF(lfiiDdT41 
Dvstbowl 
lohillVfinotireSii Quest 
lixien teJMenck 3t 
Ekku Crag Cctyote 39-40 
&nn! ttvzzotd 39-10 

E.4H5JM Botii ttenyenwls 8?-39 

Ridge Sresikea Potiioirti 41 

^U^Valfey of f eitgs 

ifliZi^ 3a VerHkf 


Mortek tfffi Eafal 42 Quast 
igflMuzz 37 to 
Crog Ccfyote 35-36 
Rii^ ttenJress 3B-3ii' 

fortress 


CragCgveteSS 
EirfgeSttikfii 35-37 
ShtHtewfwge ClttjniM 30^9 

Shcttowfurge Woirtw 38 
, SteiwGiiifint33-39 
^Mominsrtoe^s Digsite 
PiDspedff Quest 

Sigruci Sronbeff 40 to 
Ctog Coyote 35-36 
Ridge Stdker 35-36 

StioilcwfsHge Dedwate'ef 34-3/ 
SliffllDwbtgeliiflft^r 35-36 
Stoivir^ feint 3S-3& 


^The Wnker^s Tentue 

PiiiTHaif biUisiDe to IMrkhki 
Warid DuFpm 

Snfld&frbirge EHgga 35-3i Bfei6 
SJnscb^idiargc- Rufa 36-37 Hite 
SfiHbitteiga Surysycif 35-36 El'ite 
^^Camp Kush 
Du-stbefdiei Myslic 37 
tJnsrtjctdisrWcttiKf 36-37 
Jj^DosIwiBd Ctfich 
Gorek 50 (kat 
ffwjtldBrtpflsveSOSAi^ 
Ofqgonstdfl Ijeaferwurka 
By2H?i(5 37-39 
Feral (h )9 Ccyate 37-38 
Sk^Stelk&BS-Ji 
Stem'll SijJZQid 35-36 . 


tJ^GiisIwind Golch Cave 

SeropHtaiv triStoiicete Uktaraufi 
Wwlif Dwijifion 
Staismilt Eflshcr 40 tite 
SimevDuIr Seer 39-40 Flite 
:]^Crypl 
M^qmp Boff 
tkisiiie6[t)S( Grate 3940 
Owtkklief Ogre 3&-3? 

Ferot Ciog Cayute 37-38 
^UtWoT Ravine 
LurguGray Rltor 
PibdAraeihyiT 
df SUiramd 

BiffiLtostt 50 Itise 
HeffiaH)s503il& 

Mis Whet 4243 
S(a(NGyctifi0ir43-45Etite 
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The Barrens are one of the largest zones and a central hub for travel between regions. Savannah Prowlers roam the land and remain hidden from younger adventurers, while 
Raptors, Centaurs, Harpies and all sorts of other wildlife can be seen hunting or foraging. This provides plenty of skinning opportunities. Ore and herbs are also all across the 
landscape. Three dungeons are within the zone: The Wailing Caverns, Razorfen Downs, and Razorfen Kraul. The Barrens offers access to many other zones Including Stonetalon, 
Thousand Needles, Durotar, and Dustwallow Marsh; of course, that doesn't mention the Wyvern paths or the port town of Ratchet where adventurers can book passage on a ship. 
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.Jj|1 Bael Modan 

Sod'iJun Exiowlor 21-22 
Bad'Am Fcremon 22-23 
Boel'Am0likei26 
Boei'ikm RiAemvi 24,25 
Bod'AmSoWe: 23/24 
Oiggef Ffcmefofge 24 
6efK!folfwnbfwj30 
t(mi(/r&Si(xl(iixge23 
Malgin Baifeybrw 
fwspeew xiwzQomi 26 
Captoin Geiogg Hownoioc 
If iSte 
2^filo<k thorn Ridge 
Rozcrmone PntMmdef 20,21 
RoTwnKjne Seer 23,24 
Rczwnwne Stdk« 22,23 
RflzwTone Wcrfrenzy 24,25 
Xw 0(ibor»21 
N(iicOfC)one23 
Ia4:0r(iwne25 
^ HQgflT(xaenbcne26BftB 
^Southern Barrens 


Gur«tS^ooeswfel8to 
Honnclifilod8fecf2<tllt8 
Mimus 8e! 24 Flife 
Thorafeolbcn(»ofi25tfite 
Bnxitvs 27 Elite 
Boriais Kodo 12,20 
SfBOtBf Bntroi^ Kodo 24,25 
Wool/Xcdo 25,26 
GfCflJSf Hmferfmwk 23,24 
HedtWongSraScf 22,23 
Sfom'-iikie 22,23 
Hwflite'slonip 24 
'/ifoshtB Ficnime 25 

Mounds 18-24 

Henoch Bloddeof 24 Efte 
,%)fajsBcl24t6e 
Ibofo f ofllfn»moon 25 Elilc 
Btontus 27 (file 
SDiitiidCfoep&i 20,21 

5iftyM20 
Si^Hor^24 
SiliitiKiPfaietttH 18.19 
SiStlid SwMiw 21,22 
BotrensKodo 19,20 
Wcolyltodo 25,26 
wectefBoifeiisKodo 24,25 
J^Field of Glonts 

A77a(eilieSJ7l!lO!)e?5 


OwatDnb24 
Bcofitus 27 Bile 
Hcnnd) Biodeled 24 fste 
Morcus6d24 Elite 
Ih«a Feolhetmocn 25 Elite 
Thjodfifheod 20-21 
WwlyKodo 25-26 
Zhew) Courser 20-21 
nmodeitKiwk Ctoudsucpet 20-21 
Gteofet Botrens Kodo 24-25 
Gozelte2 

BonertsKodo 19120 
Zbewc Courser 20-2! 
^Camp Taurajo 
KeisiAVG 30 Stobletrastef 
Innbdper Byvio 30 tfid^cepcr 
DwinFi ISSItwier 
loin Sjcyscer 32 Qi»st 
Yonodo 25 loiloong & 
IwthewofkingSippItes 
MdiuniSl Expert Tfiilor 
Kiultnoo FiAnoon 42 Expert 
Uolheiwoiluic 
Gotiwot 25 Buldwt 
Bygo Rogetrteni 30 Quest 
Sruntlognw 20 Quest 
Gnmf OoQfOfl 20 Qtest 
/tendetoctft 17 Quest 
Kirge Stemhnm 22 
Tottoinodc SteelfotcsH 
jF^kilun lb 5eer 45 Guest 
^jBromblestor 

BiisJloIxKk Geotncoiw 19-^ 
Bnstlebixk Hunter 18-19 
BrisiieboA Thwuwemti 17-18 
8j Raptor Grounds 
So«scDfeS(ylh«lw 15-16 
5owdl«5‘r8edi9r 13-15 
SwjsroJe ladrJoil 11-13 
Fleeting Ploinrtrider 12-13 
HcdJdwig Hy«w 15-16 
Otneiy PioHisliidw 16-17 
ZhevraCitix??’ iZ-ig 

: 9i Middle Barrens 

Huriiidi8fadel«if-24tlite 
Morob Bei ?4 Elite 
thcra Feotheimoon 25 Elite 
BanensOifCtfc 15-16 
Wondermg Borons Gitolfe 18-19 
19-20 

Hcdlelafiij Snoiler 18-19 


Ihuodahowk Hatching 18-20 
Gozelie2 

. ^ Stomsnouf 18-19 
^Agoma'gor 

BrhtieboAGeoriancei 19-20 
BnsbboA Hunter 18-19 
Bristletwck Tbofiwedvet 17-18 
BristfebodeWotef Socket 16-17 
Geooriesi Gukk'rok 19 

Speortiide 22 Elite 
^|Nortnwotch Hold 
GJtiiares Ftfebougli 17 Quest 
RietoiTKyeM«iftel5'16 
Ihercmorc Pteservet 16-17 
Cennoneer Smytlw 19 
CccinoneerWli^ 19 
^ Copf-jin fflirtwunt 20 
iJ^The Merchont Coast 
Wonnoc Modwd 65 Ihe 
Monder. Quest 
IsJen Wfl{«seef 37 Quest 
ftmktn Skyseer 3? Quest 
Southsec Biigond 12-13 
SoothseoConooneet 13-14 
ScuttHeoOjtthtCQl 24-15 
Soolftscfl Privufeet 14-15 
Mly18 
iMon 13 

Bacn longshofo 16 
SRmeshelMokiiHa 18-19 _ 
bhoftwck27 ' ^ 


'MrafmcsterOczywiglS 
Quest Gwf 
Shipmaster Gfimble 45 
Shipmoster 
Kiixx 24 Fishetmon 
livfelefix 17 Workshop 
Assetont 

6razlix25AniiOfe(8 

ShielAraftef 

Vexspindle 24 Ciontt & lecttief 
AmiorMerdiant 
Roiiik 22TtodeSu(^ 
imk77. Getierol Supptes 
ZizzBk22F!shcrnxin 
Reggifuz 35 StcWeniostw 
trird;eepe( Wiky 35 Irxikeoper 
MenoniVoiAEndefSO 
Quest Gi'fflf 

Smjhod Fason 60 Quest Dwer 
AtoF^e AAogaz ‘ZO Quest Givet 
feoiyte Fewick 20 Quest Gtvet 
, AcofjftD 20 Quest Sr»er 
North Ratchet Ploin 
~ Ihun'grim firegoze 29 Quest 
OmetyPkjiRSliidef 16,17 
SoimxthMottiofdi 17,18 
Suns<flfeSc/if)e<low 15,16 
LheflflChoiget 17,18 
khomuhole 19 
Sw^tone 21 Elite 
HutTKvthePiKtelord?3Efiti; 


ai: 


Rotchet 


8rewnnstiei()rot)n90ues4 
Opksi Mt'thos Brighisun 
25 Quest 

WrefiixtIisWtettbd 20 Quest 
VuzoiiolinkgteQse 40 Muster 
Gohiiti Engineer, Quest Oivei 
Imkcrniz 25 ioumeymtin 
Enginoa 

Gogsprodet 20 Engiueenrrg .. 
Go^ " ” 

Gozkwe 60 Quest Gffcf 
Sputtervcike 15 Mfits'Union, 
Quest Giver 

Crane Operator Biggiefuzz t8 
Quest Giver 
ZAkelSOBoflkef 
Fuzratkfe 27 Bunker 
VMMlzzpt 17 Quest Or/et 
konzor 23Wi5CiK»smilii 


KokofAterauder 15-16 
KoikarPodRuntwIj-IS 
Xo&flfPflAIwundlB 
KolkaStofmef 13-14 
KoIkaW[tmj^12-13 
OostsSiwpjow 15-16 
Brckespeorl/ 
VerogtheOervishlS 
y. Rodkwc IZFtite 
Lushwoter Oasis/ 
Wailing Caverns 

FoIIq SogeMnd 25 Quest 
toMon EeflmocTi 27 Speoofct 
Leofherwoikng Sup^ 
NdpokldDisoiiedSarab, 
Quest 

Ebru HOfedpfcof Naolcx, 
Quest 

‘6lQklor28iouTOyiTWfl 

lecttMHvnxka 




Deviate Coder 15,16 Efee 
Deviate Creeper 15,16 Eire 
Deviate luAer 16,17 Elite 
Denote Slayer 16,17 Elite 
Dewfe SttAer 15,16,17 Elite 
Denote Stinglasit 17^ 
Gevounng Ectopbsm 16,17 Bite 
OonedEaDp)Gsml6,l7(ib 
Mod Moggksh 18 
Xo&ctMoroixief 15-16 
fokorPtxk Runner 14-15 
KolkarPo(kiioundi3 
XdAoi Sfoitro 13-14 
KoSmtWtungler 12-13 
OosisSnuwow 15-16 
Hezrui BbednwA 19 
jps?- Geshorohon 2flSle 
r^Crossroods 

Innkeeper Boorand Ptaiiswind 
30 Irmkeepe: 

Ijnihko 18 Beverage Merdwret 
Zorgh 16 Butcher 
MooratK Heantigioin 18 Sake; 
lizzurik 19We(iponi)eoler 
Sergra Coiklhom 34 Quest Gwet 
CThoki 25ic«rreyinQnTQib 
Wtnhk 181odorinj}Suj)pS« 
Hollo WhitestTidei 19 Octtw 
idn^ Runctulcm 22 Quest 
KoltinxRiStotnM 
and Socks 
Mcxduik 15 Quest 
TboA 4? OL-est 
Devfck 55 tVitid RSder Mostw 
Hukt'imhi 30 Rengents 
ondHetbs 
Xorron 12 Quest 
Ulhtok 16 Bowysf and Guisraidt 
iohan Hcrrvkwng 21 leather 8 
Mud Armor MerhoiK 
Nuigol Deatheye 35 
Wooponsrarth 

Iraugh3l Expert BSorksmlih 
5Awc30St^/Aaste( 

Bog 14 Gencred Goods Vendor 
lon'Qo )4 Me Supplies 
Gnzrog 25 Quest 
Apotheray Kettinm 22 Quest 
liuibon HeortligraiB 22 Bnker 
6fut> 13 Qu«t Giver 


DuhnglSCook 
KrenedFiss ISQuesf Giver 

^Orc Ramparl 

bnri'goh 4 

Regttw Dealhgotc 28 Quest 
Kokoc tnvudci 16-17 
KokfflStcfin See-15-16 
Woriofd Krom'zof 20 

^Central Borrens 


WeriikeeBeHbucket 19 
Ornery Hoinstrider 16-17 
Srnoiinai) PctiKFch 15*16 
SiwcoleScylhecjcrrv l5-i6 
Zhevit! OrniKr 17-18 
H^s 


m 


BarrOTsGircdfB 15-16 
GozeikZ 

Hedddiny Hyeno 15-16 
U>st Borrens Kodo 14-15 
Oraery Pfckistrider 16-17 
SiMjnnflft Prowler 14-15 
Sunstrie Soceiher 13-15 
Ziiffxra Oiofger 17-18 
Snort the Hetkier 17 

Honor's Stand 

Ornery fldnsttiderlG-l/ 
Sons(oieStyth«kw15-l6 
ZbevraChor^ 17-18 
The Forgotten Pools 
Kolor Sfom^er 13,K 
KcftofWrcnglef 12,13 
BotakKodeboneU 
StoneormlS 
I Thorn Hill 
Rozoemone Delendei 12,13 
Rozormorve Geomcnrei 12.13 
Rflzoniwne Hunter 11,12 
RozormoneMyshc 13,14 
Ruzominue Ihomweever 10,11 
Rrizormofio Writer Seeker 10,11 
Krecnig Sflfldsnar^ 15 
(MerMystkRozorwoullSEkte 
For Watch Post 
/Jc’Zdoih 22 Guest 
Rofqd BeMlesax 15 Quest 
^^Uzzd 20 Quest 
\2JjKoilo Bones 

Sovonrwij Huntress 11-12 
SnvflitxihPcrwvfef 14-15 
E(jieyukeel6 

ISOreodmist Peek 

Brining Blode Acolyte 11-1? 
Burning Blade Briisct 10-11 
Rotboroti 15 

I^Thd Mor'skan Rampart 

Vfong Witdgore 48 Weopommilh 
8 wmororrffeff 


WitchwingArnbosher 17,18 
Witdwing Hapy 14.15 
Wiedtwing Ro^eeiher iS,)6 
Wifdrwing SJayw 16,17 
WifthwincWindool'er 17,18 
Sister fiothtofon 19 Fkic 
Northern Barrens 
BoneosGirullfe 15,16 
Fleefing Ftonstikler 12,13 
Hedkifengttyerxi 15,16 
Lost Benens Kodo 14,15 
Sflvomoh Prowler 14,15 
SuftscoleScreedw 13,14,15 
Zhevra Runner 13,14 
GazeSe? 

I Venture Company 
Operations 

IbskraasJerFcflMSSEkfe 

QlRSt 

Venture Ca Peon 13-14 
Venture Co, Otudger 14-15 
Merer Sniggles 16 
Sludge Fens 
VentureCo.Metcfitwry 15-16 
Verriure Co, Orudger 14-15 
tngRTeer Whiffey^l9 
For^Grfc' 19 
Formerrwn Siiixiz 25 
Overseer Glibby 16 
Grand FcvemrjnPijiikGalywix 
26£Hf9 

Northern Plain 

(finery Pkxistiider 16-1Z 
SonsaileScytheitQrw 15-16 
ZtevroOwrger 17-18 
lokk Ihe l«rpei 19Flte 
Boulder Lode Mine 
VarhieCa Enforcer 16-17 
VerWiMCo. Oraseer 1/-18 
Bos5v^5iefpli.ig 19 
River 
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The Dark Portal sits here, ominous irt ji& presence and guarded for unknown purposes* Ogres, cuflists, and warped beasts walk through the Blasted Lands almost unchecked, save 
for an Alliance stronghold, Nfethergarde Keep, Though well stocked with people and provisions, this outpost of Humans and their allies is scarcely enough lo hold back the tide 
of danger from the rest of the southern lands. Who can say what would happen if enough Warlocks gathered at the portal one day? 





Blasted Lands legend 
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^ The Tttinied Sttir 

FdgygnJ flife AO 
DoaRpKtJ CtHKintflnik 61 
teabutnil 60 
Lord 

[>reodm(iul Post 

OreoifcinDl ttailfif 53-54 
{IreottnwifWbM ■ 
Ssmiirt flf Oiql 63-54 _' '.'J ■. 

Rise of the Oeflter/ 
CentrpE Blasted Lands 

M^GtheCoBedofOuaEt 




Block Sloyeu 47^3 
Fto5t>51 
HeffijoarS^sa 
ftaiiii Seirter 52-53 
l!6!lstoitc;8iijitidc47-4S 
Pe^htoflc &yjtolB(lE 50-Sl 
ScctpokSfiiser 51 
StOEving Siiidechiig 46 
I Altar ol Storms 
lijdy Seville 
SavmJ qF SeyiiE 56 
Sfwdoravoif] UrecHk-eiwer 53-55 
ShditiMTrtroin Enfmcer 54 


Shodoffsworfi WmIkL 53-55 
Dreadmoul Hold 
0i«h1{1(ici)I B™re 46-47 
DfBodnwel Ogre Mage 46-47 
Grfif fe EfehayiSf 53 ftiestlmgel 
StflijfoL Slingci 50-51 
SacviwF d Grflt 53 '.■, 

Storvirtg Srwkeffoiig 4546 ’ 
i WfetEkd bsi Oita 46 
|1he Dark Pertal 
Feigiiaid ElitE 60 llife 
f efeuod SftitTf' 55 


FeUioufid 55 
EfdllHwr 52-53 
MonuFiDdrsd 60 Bite 
(iys#iih 51 
Storpok SSnger 50-51 
ScrviiFiif dJtazfliikli 57 
. BiiieSkliflieOdikAO 
£li Serpent's Cail 


flstinranfi Bwr 47-49 
E^ad Stayer 49 
SedslEiie BosilBfc 47-43 
AllisJoii 54 

SbdottsvrDfn AjfepJ 5H3 


SIlffilElWSWOfftOlllfetSI 

Siittkiwiiwni Thug 5253 
Melhergorde Armory 
KMkigDrrfeEflpeft 47-48 
HctlieiODrtIfl toman 46-40 
HBltiejgortie Miner 4748 
^tfeih^garde Keep 
Maiujudto Constoibe 55 Ffise 
6f>Tl»n MoiiEi 
itmbfissintaf ftrdofai 55 tet 
[tffibr ItiideilMew 50 (kJsit 
Wcrtclier MoIhk Bq 45 
We^rjtinfc 4notv^ 50 


KfilbetgardsGsfK 49'51 
hatktSQnfe Elite 55 Elte 
{fe!i!)cr§ardfl Officer 50 
MaHterfidc KJftwotdier 49-51 
rtetkigaitaSolilifir 49-5t 
Oiiaiterfliasia Lmrgettz 54 
























j. Storms 

j^^BiQ(kfO(I^WG(bd5S-57 
^2 Blackrock Mountain 

Bbck Wynnkin 51-5* 

I Dro(o'dor 

^ Firetoil Stofpid 5^*57 

Hcmescflle Brcodling 55-56 
Fldnescdte OrcgonspowR 56-57 ESfe 
Ffamestote Wym^in 57-58 fife 
Gcnf Etnbe( Woig 55-56 
Scolding BnxM^T'g 51-54 
SfoldiiigOidce 52-55 Elite 


SeoMflfeOfoce 55-58 BSe 
^ Biarkrock Stronghold 

GflKkLofl:rub56 ERtcQwosI 
BlodtcockSloyef 54-57 
Btadcjodc SoWiej 53-56 
Btodoock SwrefM 53-56 
_BlKl(iodWodod55-57 
Pillar of Ash 
Bio(kiixk5kry« 54-57 
BiodcnxkSoiliei 53-56 
Btocknxk Sonefa 53-56 
BloduockWkjM 55-57 


DeathioshScocpid 53-55 
Hometan Roga 54-56 
ftomekinSpiHa 5M3 
flomekin S(HitB 51-53 
Flomekm Twdia 54-56 
Gfeotei Ohsidion EtemenJol 55-57 
Otttidiofl Demaiiol 50-53 
SJov 8 (iR 9 Ember Worg 53-54 
^ Ruins of Thaurissan 
Black Broodiing 48-52 
Block OragciKpown 50-53 Elite 
Block On*c 48-52 Bite 
Block Wyrmkin 51-54 Elite 


flomekin Roger 54-56 
Flomekin Spitter 50-53 
flomekin Sprite 51-53 
flomekin Twchet 54-56 
Greotef Obsito Elemental 55-57 
Obsii&Ki Elemcntol 50-53 
Hiouiison Agent 54-55 
IlMHHison Brewolker 53-55 
Ttwoiison Spy 53-54 
, Wc» Reover 53-55 
Flame Crest 
IQbler 56 Quest 
Mctbreds f irestoc 60 Quest 


Moxwort UmbagTint 42 Quest 
Rogged Jon 57 Quest 
Tinkee Steomboil 53 Quest 
Yuko Saewspigot 53 Quest 
DeolWo^ StDipid 53-55 
^ Blackrock Poss 
Venomtip Scorpid 50-53 
jj Dreodmaul Rock 

Remains of Stn'rv froudhtsks Quest 
FiregutBn/te 5063 
fiegutOgmMoge 48-52 
fiegutOye 48-51 


iiHj) Morgan's Vigil 

Kelendis Rimtwn 55 Quest 
Mol fAoxwell 55 Quest 
MffiOfQ Brightwing 55 Quest 
OnArs 55 Quest 
-jJ^Terror Wing Path 
■ 4 ; >2 bnberWocg 49-52 
" Venomtip Scoiptd 50-53 
Slither Rock 

Cyrus fhcfeporitcws 52 Quest 
flomescole Wynnkin 5768 Elite 


PuRgiNf 


The Burning Steppes are more dangerous than almost any realm in the east, save perhaps for the Plaguelands, where the Scourge is located. In the Burning Steppes, mas¬ 
sive Drakes, Whelps, and Dragonkin thrive in the heat, ash, and shadow of Blackrock Mountain, and other great mountains that line the area's perimeter. Passage into the 
Steppes is mainly possible through the road up from Lakeshire, in Redridge, but the creatures are so terrible in this land that few dare to approach. 
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DgURlilHORfc 

Darkshore is the first port of call for Night Elves leaving their beloved Darnassus behind. This zone can easily support those characters wishing to create a home until they 
gain a bit of experience. As a zone on the sea, It has many beaches and the perils to go with them. While it's not as large a metropolis as Stormwind or Ironforge, Auberdine 
does a good job of supporting the adventurers and boasts a fine dock in which ships ferry travelers into more dangerous territories. 
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Darkshore Legend 


Ruins of Mothystro 

Gionf Fwestiider 17*19 
Moonsfoikci Mutriwcti 19'?C 
Muonstclke/Sire 18*19 
MMo&er Rer^t 16 Mooosto&ef 
Maskjrch'sMracn 
SronPsccfeMyiradon 18*19 
Storrascde Sorceress 19*20 


StwritscofeWarriof 20-21 

I Mysts Edge 



Gelkcfc Gyromb; 18 Quest 
Roging M Crosier 20*? 1 
GtefmBTlidcbwt»]9 
Gfeymisr Owfe 18-19 
tiderDoicsfwrelliieslw 16*17 
Tower of Altholoxx 


Oofk Strand Fcnoik 16*17 
Oelmonis the Hated 17 
OoikSlimdVoldcpHer 28*29 
Dak Strand V»jaillers Mlinion 28*29 
OcWaieyiodTwstTike 15 


(Rffspring River 


tnousled Tide Ocwler 18-20 
MCrwdar 15*17 


Moonstokef 14*15 
RflixdThisiteBea 13*15 
Fwcstndef 14-U 


LIJ Cliff spring Foils 


StctmsraleWov^Ridef 15*16 
Stwmstoie Siren 16-17 
Blackwood Village 
BfeckwodV/arior 16-17 
_ Watkwood Totew 18 


i Thistle Bear Den 


ThhtleCub 10 
Den WolKer 18 


Darkshore General 

llihtfe8e{KlH2 
Row IteJleBeoi 13-14 
M/MflstiAwRorvtlO-ll 
Moonstoik(K 14-15 


Foreshida Fledgfog 11-13 
BoshoTAran 
AsterroTi 15 Quest 


V&Spr4& 10*11 
Wild Gfsll 11-12 
Detli'iyllSfltyr 12*13 


Auberdine 

Aidtadine Seritinei 40 
Thuftrarion Tieetender 18 Quest 
Terenlhis 15 Quest 
Gritmkiw 13 Quest 
Sentinel Eltsso Starbieeze 20 Quest 
Gershnfa Kifihtwteper 20 Quest 
Thelgium Sfonetrainnw 30 Wrung 
Supplier 

lermo leakenii 26 lounoyoon 
fogineer 

Xurdfoa StorMhcititner 35 Wming 
Trciner 

OeKiuin Flinttwwd 25 loumeyttwi 
Blodanith 

nbo Sreetionii 30 Slocksniitfimg 
Sop^r 

Gotbold StceViiXKi 30 General kode 
Supptief 

VdUaon 14 loJorIng Supplies 
Gfondol Moonb(ee« 29 Jouraeymon 
]o3o( 

ShoWyniSOothiw 
Alonndofwn 22 
Oobnond I76etie(d6oo(is 


Naan longclcw 20 Weepoftsniitfi 
IhunrfcisWodraovef 15 
Mflviotyn 18 leolher Araia ood 
lecSiorvwrkirig Supplies 
Hatofl Ihomguord 75 Armorer & 
Shaeldsmilh 

Atdieologist Hollee 17 FxpWs 
League Quest 

Sentinel Nrd'Shtio 45 Quest 
Badhtos l/oorrshode 14 Quest 
IS Grocer 

ToWon 16 Drink k^rxlot 
limkeeper Shous^ 30 Innkeeper 
Kyndri 13 Bokor 
lord 14 Fhh Vendor 
Wizbong Oorrktoggie IS Quest 

CaiellecnWtijtedcwISQoKt 

Boots to lettiKrf and MortetM 
GwennythByieggoode?! 

(cykK Maonfeother 55 Elite 
Htppogryjti Moster 
YoldoSl 

ioelysa 30 Skiljle Moster 
Gobbei Blomj>15 Quest 


i^The Long Wash 

Pygmy Tide Crowlcr 9-10 
Greymisr Roidef 11-12 
Gteymisr Const Rormcr 12-13 
Young Rod Cravyfa 10-11 
Ootksliofe [htesJter 13 
Moonkin Cave 
Moonkin 12-13 
^^^Youfjgttooitkin 11-12 
^13^ Twilight Vole ^ 
ffiockwood WindtiAof 13-14- 
Btorkwood Pnthhixtef 12*13 

MoorivJiAef 14-15 


1^ Ameth'Aran 

Aiioyu Downrunner 16 Quest 
Cursed Highbcfn 10-11 
WnllrngKi^cm 11*12 
Woibig ii'igtibom 12*13 
Wildbend River 
Grove of the Ancients 
Onu 55 inrietrt of lore Quest 
Ttycro 15 Grocer 
OHcral 5 Trodc Supplies 
P2i| Orirmtaw 13 Quest 
Blackwood Den 



Row ThistteBea 13*14 --.l\ . BlaloewdUtso 18-19 

Grizzled Hiistte 6eor 16*17 Blockwood Shonwn 19-20 

f««tslwlrif 15 The Moster's Glaive 

illntkwoodWKrior l6*lT^^!'v — - IwilirirtOiscipIc 16-17 


Bbffcwuodlblenik 17-18 
Giont Forestsfiider 17-19 
MowKliAet Sore 18-19 
Mooostolkei ttctrarch !9-2C 
Moortttolker Runt 16 /Aoousiolker 
Motriwch's Milieu 


TwilishtTloug 17-18 

Remtravel's Excavation 

Prospectoi Rorntrovd 16 Explorer's 
Icogue Quest 
(rock^Gotem 1819 
S6ntindAynoslM!20 Quest 























Appropriaiefy named. Desolace is a land where there is little growth, joy, or hope, tn the souths demons move about the hilJs, poisoning the territory and attacking anything 
that comes near. (They are thankfully Jacking in greater demons or leadership ) Because the territory is so poorly held by any concentrated force, the Horde and Alliance both 
have a foothold here, with the Alliance in the north and the hlorde farther down, Warring Centaur tribes stay of opposite sides of the lower central areas, east and west. Jt is 
possible to Join with one of these and turn the tides against the other, improving relations with the first, in a land so unrelenting, perhaps war is the only means of sun'ival. 
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Desolace Legend 
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Snr'theds Strand 

ftysraji Oiw^f 3^34 
flr^riajjPiri(Bf3f35 
to Itnderlirani 34-38 
DtfitKltiipjKfSNO 
SmpJiiljflsiiefM 
SiXKpfldifSr-oJiiJeff 3Er32 
Stiadowspr^y Village 
thoiofl 5S+ Wind Jiklej fAicliei 
tfiDtTdkin 40 Giie6l; ■ "r 
Jisott WSdumtift 45 ; 

Sikewi 3& Innksepar 
Abakt 3ft Simbfe .%5Ser 

Taido Wlitmiiii AO QuKst 

Vnlby nf Spears 

itejifefiteiKiw 3^3&t 
teifimlik)Ailiisfl(3S-39+ 
MaiynfifiB K.lw GodKl 39-40+ 
MaisiilintMiiinto 3N0+ 
Mflitsjiiinfi A'^juief 39^39+ 
Mon34Hfrifi PKk Rw 394 , 
fliraKnfif>E S(«)i 3?'3S 
Mfflffifira WinddH^ 
Wfflii![fifleWr(!i^ler37-3S 


Oelkis Village 

CaJl« PiPilidlsf 34-35 
Geikii Jfeirandsr 35-34 
Gdkht^yter 35-34 
GElkkOutruniwr 32-33 
»St(wr 32-33 
Gelkis SiB4n]iar 3X34 
Gfitkb ■WimktHJSsr 33-34 
Dised Sippsr 37-40 
El(blw(teflmird 34-38 


Ley Huntar 39^10 
thoiTiwQiifef 37-36 
l)florrrttt(ferCa.p!(r^ 
Ikrinwito Lord 39-40 
iJESHir EiiF^Htot 36--37 
Hedaf^uisicit 37-38 
Hixiief 30-39 

H P Mogram Village 

^ V/nrug 44 Quest 
WfflgiHi) Bwwpaw 37-30 
toum Morauda 35-34 


ESdnr Tl-sjuder U^diiJ 34-36 
Ekiod JSpitei 37-40 
WJiiitdndShieditar 32-34 
iyipStindowbreak Rovine 
Blodc liwnkfir 40 . • 
Bwrag El(idi>5i)[>iiittiEF 36-39 
Lfiy Huiiiar 40 .. , 

kna Ateilw 38-39 
iizUBilS Blotift Miglifmofe 40 
Kodo Graveyard 
i^}f«lo3X35 
Antiai! Kodu 37-38 
D^'mj Korfo 37 

Ooiiiuii 

[Ghast Walker Past 

GijijifeWilikiiK 35 Quest 
Fe^IwJtufs 44 Quest - . 
SiipetMf fliketrafje? 40 ' ■■; ’ 
Gvndujtcrigfwu 40 Quest 
Kori' tfidfifdilef 42 f ic|»:r 
ieotfiercraftei 

TdkoiK! Sleelbble 40 Quest 
Wemifi teipfetter 35 Quest 
H.«40Fo!)it£[)innk 
liflWiiQ4l riodfl Goods 


Cl 


CtoWalkoi Brave 50 
I^Sffobklestrews Camp 

SFiiseiJSoflboteKrfiws 45 
feeltiH! Cnruven Kudu 35 
^^femedrodo 34-35 
^Karmek's Hal 
Sfatty F'lffthuckJe 45 Quest 
(MkG«etai-38to 
lii^ei Gjz!eltoe3iOuMt 
fedtm CaravofH J(od& 35 
Hulking GritjtwftflsM 37-36 
^e; ttundur Uzud 34-38 
^aueccvi' llyeiw 3032 
WtUilwiitt SlixiiiwtilKw 
»!EsiitFlvei34-3& 
SctifpQsli^yief 34-35 
^ ScofuuslitSnQpiJef 3032 
^|Ka!kar ViElaga 
to lliuto Uiad 34-38 
(tsging Thu to ti^osil 31-34 
tad Sweop 31-33 
Miff Sctllfl Lord 32-33 
Mflf CentouF 3031 
MflfttestioYa 32-33 
ioftw .Itailw 31-32 


Hoikot! Sitsit 30-31 
ykflfWinFkJF(iser3h32 
^ Ethel Rethar 
fcorc AJtfcimfflt fiO Queat 
ScKpostiilffilifiT 34-35 X:,- r; 

Sicaposhi SnoRpef 3032 
Hu^ifig Giit^w Bnsfisk 37-38 
WhiikwifStoiWidkeF 35-37 
WhHbiriFf Riflfsr 32-34 
OtBod Swwp 3033 
Sbb&itJlaje ■ 

S6l!Btofe%.jo3033 
SfethertilcFfe Ounfe 34-35 

SJlIWliiltHie SyiJdfRiifl 36i 

Slitkitoki Sai Witda 35-3S 
SJthfiitrfudt! Tuftalsririter 30-37 . 

Stlbstos Wntfo-33-34 -' , 
^^^^^Thurtder Axe fortress ; 
^^BurniijgKtofefeiiJt 31-32 
Biiieing Biofe ftugur 3031 
Burning Eye Fekwi 3142 
Burulng Ms (nd,-st 3039 
taiiii56)toSetivflr3031 
Bureirtg Bfctfe SkuSomnisgc 32^3 
BuriH[>q SanTfimr 3^^ 


Teihris Aran 

Gritpw6o5fek33 
0rciidSwa(i3233 
^ . Srofpo^i Srn^per 3031 

Point 

VflWfiriul DenranskiyH 37 tkiBSf 
Earpta MeJlcins 3? 

Capinin PeFitfgnct 42 
KfEMkr Ungtsf 35 feStkraers 
fnc. (kisl 

Nteeper Lystou 30 kinkimer 
lofiief Hraeitisis 40 feod 6 Djink 
Stof'ri' 3Q Sfutfe WflslEF 
BofiFuiKK yeywr 55 ityppogFpf 
toer 

H]|sl'sPE)telM45 

CjflSgrgeran 

ttotebiy Betruvei 32-33 
Ikit9iyi>' Fek/Mim 3032 
Hordiny HalltallEf 31-33 
Stotefory fipflus 3032 
Itotetyiv Shnitnwstalka 32-33 
Hotefurv^cfel0 3!-32 


^SSSHm 
































Dun MoRQf h 

Dun Moroi^h rests in the highlands between the Wetlands and the Searing Gorge. Blocked from reaching either because of the impassable cliffs of stone and ice that sur¬ 
round It, Dun Morogh is only traversable over Jand via the route through Loch Modan. This is the home of the dwarven capitol, ironforge. Though Wolves, Troggs, and a 
small pocket of resistance from Dark Iron Dwarves are found here, few greater threats exist The most dangerous part of Dun Morogh is located in the north-vi'est, where the 
Gnome capitoJ of Gnomeregan once bustled with activity. A failed experiment in weaponry has altered the capitol into a nightmare of disease and poison, avoided by many. 




Morogh Legend 
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Gnomer&gon 

ErMioitte Ha CmjmeFBgai liKliiiiffl 
Elder Crog Sours 74 
ite diiHf Bear H 
l^gp^r Gfwnte B-IO ; ' 

^ Sriow Lso^d 74 
Frostmane HoJd 
Efdw Cfcg Boars 7-0 ^ 

FrsslmeHXi Hcodbita S-9 ■ .. 
FinstnffliK SfiewstirdBr 
FfOSlniDiie ffl:8 7-S 

. ■ ke Cinw fierjr 74 
^ SfWfff Leopold 7-6 

Southwestern 
Dun Morogh 

Oflc Bogr 5-i 
Ip^enile Snw IsfliMd S4 
VrHwg Black Bkk 64 


^Chilf Breeie Volley 

Tundro MflcGiMii 20 QuesI 
[pfp Crag Bwr &7 
Odd Itebear?! lU 


V/eii[ii§(j fi-7 
y«)pg Wcfirfigtr 6 
■^ifc^Kiiarqnos 

yarn Fr<)slbefli{l to Vendor 
QairM Pifawi l0Cooi( 
litnkeepei Bek 31} Innkfl^r .. 
lofvflfi ffiundalltew ] 5 OussT 

Oziiie%i]feKCilt lOQoeal 
JiograrThiir^flttirsw 30 Ooesr 
ZO (fees! 

Saik lAtebood 

Stelliv Stflri$flsit 30 tAostef 
llKimm!! fiJl 11 Hiysitfap 


Tliorek BJodcstone 12 QpesJ 
Isgisus ftiifire 30 Blocksmitti 
's Depot 
felifin StMlgiifi 12Qix^J 
Brook &)zzlegeof 2d Fngkicer 
Titiftt Feaitiej^istte 50 
JdodKMStrider Werdran) 
py BeHcwff: 18 Oufiat 
KkHStWrepirZ&te 
lfarrHQ!ranfin!we3i}Mir<Br 
[ Coldridge Psss 

fedtpsw Boirier 3^f 
Cnldftdge Valby 
Crelip llfliitcbatiHf 5 femst 
Idljl Heopeyo 5 (}!Mt 
Mflkkinw kgggi 2 
f rastmone Hovi« 34 
froslFiKHieTFatiVflictps 34 


Gidc'flir ihp EoW S Qvest fergef 
Jtoggpd faiiig Weff 1-2 
RKkiffw Trangs 1-2 
501011 Crag Bwr 3 
' Anvilmar 
Mlin Friderfrift 5 CiLtBsf 
FdHWWcSyr2fl^j8St 
Stflii StwiiMffl. 5 Ifeest 
U^fteflow lab 
Ety Crag Boors 74 
IccCIrw Beor7-8 
Snow Lsojwfd 74 
1 SKimmer Rnlgt 
FuBtniane iWldsntor 3-9 
firKtpKineSeerB 
frednoCTa Snowiirkla B4 
Fioiirnofla Troll 74 "^7=^ 


Eastern Dun Morogh 

Elder Crag Boar 74 
Sitow Met Wolf W 
^ Misty Pine ftefi^ge 
... FtJtherEidiflfllSfegeitii^ 
Ambers till Ranch 
Mfii Mfifilill id 
W yiberst^ 

Vugosk 12+toTcKket 
^^^GohBnlor Quarry 
and Mine 

CoTMiijji Stonebrew 32 Ouest 
Senator tTiehr Stwddow SB fliiesF 
SrxkkwBofiesiH;iipef0-9 

ij d^ Fflr Eastern Duti Morogh 

Etdsf Ciog Bcois 8-9 


RorkkwMusber 9-10 
Sfotrei Cnag Boor H0 

Bed Loke 

OsplDift Belli 11 Qufil fcrget 
Oflii: Imp Sp^it 9-TO 
Miotf BmihHeaker ll'll 
Mjawflonesnopiier B-9 
Scared Crag Bear 9-10 
)^^Horth Gate Pass 
lidet iJGj to 89 
bCIflff to 8? 

Stand Crag Boar HO 
Gate Oatpost 
P&t HomitlBflDfit 17 Oyest 
Snw leoiwid 8 
, lAnagetlaw 11 Quest large! 
t-^Sodh Gate Ouipost 
i^lronforge 






















DUK£)'Ifp^ 

Some of A^eroth^s Ores and Trolts c:all Durotar their home. The Valley of Trials begins to temper the characters with its rugged and demanding landscape. Sen'jin is to the 
south and Razor Hill lies to the north. Orgrimmar, the capitol city of the Ores, is at the externa northern edge of the region. A new dungeon was recently discovered within 
Orgrimmar itself and adventurers trying to prove themselves often venture there before even leaving Durotar for far off lands. 



Durotar Legend 
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■!^ The Volley of Trials 

foKi HiHusIffiln 3^ WMpoiKinirth 
tta 10 tae £ ShieldooltBi 
Hufclatill CtoSii Wier^ntei 
ftwag* 8 Rugja Tiwier 
ftmifife S Quest 
Den Gniiit 75 
Ken'MlDPiiejTlraiflef 
Mi3[ ID Shonrai Trainer 
Cnfwga fcrttuoller S Qwst 
Mdi'qb ID Wngft Trainer 
KuQon 10 £k!;F 
Zitreetla faigo^e 12 Qwii! 
iea'stiflnSHwterTriiiiBf 
ffOfiflll V/drfiw Trainer 

Wrujiga S 

IXraiuw 10 ferreroS Gwlls 


ftilpB 

tonk2D 

WoflledBdflfT? 

Srakfliii 4 

, ScwjwtWoikrjr^ 

' Vite foiTiiifir 3^ 

I Bwnting Blade Gove 

Yiii:pg BonsilwiJow 5 

Vile fgmiligr 3-4 


Kolkor Crag 

Kolb Dfndge ^7 
KfllbCkittunnefZ-a 
Seit'jin Village/ 
Darbpear Strond 

Ubr ^ Ckiftst 
SeiTn Wotib 25-30 
AfiWjfli) 25 

Ha'zait 14 Busrher 
Vd^iirt Fong 7 tost 
MrrsteibfHitTl Otresl 
Wnstej Gcdm 12 
MlTGensdGfflMfe 
Tni'ttisi 12 Irnris Stipffej 
Xitr'gvftOiboeTnOTet 
Troynjif 40 Brw MiMr 
ZKBon 14 FisTiirig 
KorHSOSftOf l^deffiM /: - 
ZiiM 4S RoftH bub 
Un'ihwft] 14 Mop Tot 

8 Witch Ekxte ^ lanifiig 
WiMi 14 Hfthdfet 
Oattenng Scor(j«t W 
Oira tfflflletl Bonr ^-7 
Pygmy Surf trmfer 5-8 
tAohira (Mftf 57 
Mjura SiieilhEelit 5-7 


^JitllD Isles 

Zolazone 10 

EbotarTip'S^ 

Bfewtnkin IDalo^her ^ 

MiAfirffl Clffiker 5-8 
Surf Crawler 7-B 
tlasicd M O’? 
^^VooicoliijaM 
Tiragude Keep 

timrienant Benedkl 8 
KulrB[R7AaiBie57 
Kill ransSfliliK W 
Ssutife Const 
Pygniy Surf Cnswier 5-6 

Weitufe fliirlser Zi-7 
Mokura She^iite 5-7 

i^RnioiKill 

BKOf US Grunt 2&-32 7' 

QUgnil ScmtsCDr 18 Qu&sf ,- 
Tbftr ii ttuniM Hhuh 
( kn'lliak 10 Ckiest 
Kiip43k 14 Kn^iie Trainer 
lakrin P(ithseek«3(lthJKt 
Gfiinrak 14 Elnithef 
Cfldt Tufka G Quasf 
Shewjia'mff 30 Stubbtfcntfir 
tniikfleijMr Ssosk 30 lruiSafl|Wf 
y^r?gi StodMim H 


Wiwife U Arrrwrer I StseklcitillBr 
IfruTdi 16 

OwiAk 27 Jtwutft^wiii Bludismilh 

Dtigw 15 WenprnKmi 
63iii{i!^^ 13 few-fer 
Culw 14 (lolb £ IfiJitiBf Armor 
Warchonl 

Dtiugra Sorabt 37 Waifork fsiikner 
Optiek 10 

KirfiQ 17 Derwi} Trainer 
Vetdw&Tcer 17 !0ttiii''s Mmiwi 
fkkk 15 Tfuie Suijplift!, 

Scrwii 15 first Jtsd IrMrei 
M 14 Geikuo] Sfiwls 
S«]rt lSSbiwd(fflT*r 

fci'iin; la PriKT kinw 
Tmstwyf JuggedKCf 43 Wuimr 
Trainer 

furfSccirjitaiSuest 

Tj ^Drygukli Rovtfie 


Burning Bkirte Appffin&e tO-Tl 
fe^lok S Tlfikof's tfmoii 

Dead Eye Sbre 

Mnbwa Srapduw 3-9 
Eii)iraslEdSwifCrawtsr7-30 
CasujittnlSurf Citwier 10-11 
Fkb Moifeil Boor 8-9 
VMi^ Stdipirf 9-10 
^ , BloDrffcilwiScyrftsnciwfi 
Radetask Farm 
■ Swine 3 

EllfefAAoJferiEoorB'9 
VteruKittflSSrarpki MO 
BiodtaloriScytbPOffO 

Jnggedswine Farm 

Swine 3 


Sauthfury River 

SIcortNor Srylbrtaw 3-10 
BlofflUntaJiTs^ffibS-lQ 
Jtraored Scespsd 8-10 
Corrupted BIsMtluton 
Scyttieraow 10-11 
BrsKliraw Cradofek 9-11 
'■ teMottyiwirS-? 

_ WisfieT&r'kien 5 QuesF 
'^Raiormane Grounds 
Dire Mbd Bear 6-7 
Rflzomwne fetyJrantrer 8-9 
tonwe SottlegiiMd 9-10 
Rpiorragne StnuU 7>8 

Buzomxine OuillboiK 6^7 
ffliXHfrirfciaTu^stwr 6-8 
Amiflreil Scmpkl 7 


Oushwal Hapiv 7-8 
OuitflitKl Pillqger 7-8 
DuslwijHtSffwgfi 9-10 

C O-jsM^irf St» Witth iO-l 1 

p mtargoi' Comp 

Mfirgei lOOuKt 
^j^Skifll Rock 

" GuiyuzU 

frjrfling Worte Iliug 8-9 


Vemctnti^StQipir? 9-10 ■ ' 

^ Bksltalcfl ScyttBrnow B-10 

I Zeppditr f o GtCKtt'gd Base 
comp and Dtidaruty 
I Bladeflsl Soy 

Mrura 5napckwr a-9 
Frxra^tal Surf Ciiwisi 7-10 
Cpfiuiftee Surf Ciawkr IGl 1 
Elder Wotrfed Boor &-9 - 

VanornttKlS(m)id9-i0 rV- 
BlDorltelon Scyihsmaw a 


fcTte Mtiffliitl2 

: Itoiikilb Minion: 10 
iflhMns Efide 10-11 
Orandflr lizuErf 9-10 
ftaFeig Bhjdc Afurrernkfi 10-11 
fcjifisie Blodfi Fifflfisk 9-10 


































Du^i^ood 

Duskwood has become quiet; the silent dead now wander through this once tranquil forest, slaying the living and threatening to overwhelm the town of Darkshire. People of 
that town speak of Raven Hill, a western town whose people have all but disappeared. And through it all, a force of great power wanders the road to Darkshire, calling to the 
people of Duskwood, "I hunger!" 
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Duskwood Legend 


]j The Hushed Bank 

SvenYofgen20Quesr 
Gieer. RmIosc 2I’22 
Pygw/ Venom Web Spidef 18-19 
Rcbld Dire WoSf 20-21 
y - .■ Sfimig Dice Wolf 19-20 
;!: Venom Wet> Sf!»def ]9'20 

. Addle's Stead 


Conion Reduse 25-26 
Flesh Eotef 24-25 
Mododrim 35 fbe Quest forget 
Rotted One 25-26 
Skelctol Fiend 24-25 
Skelctai foi'Kfef 27-28 ^ 

Dawning Woods 
^ " Catacombs 


OefiQS Erxhanter 26-27 
Oetes Night Bkide 25-26 
OeliosNi^iiRufinef 25-26 
Pygw/ Vencin Web Spiitet 1 frl 9 
: . -RotwHhte Wolf 20-21 

J> 5 ^(woen Web S{)lder 19-20 
:\^^jRaven Hill 
jitters 25 Quest 
Raven Hill Cemetery 
AbcKrombie 35 Quest 
8one Ctiewiei 26-27 


Brain Eoter 28-29 
PlogueSpteodef 27-28 
—^SkefefolWoflfef 28-29 . r 

rO Forlorn Rowe 
Brain Ecta 28-29 
Moment Fd 35 Efits Quest Toiget 
rtogoc Spfeodei 28 
Skeietcl Heolcr 26-27 . .. 

^^^SkeJetfllRflida 27-28 

The Darkened Bonk 

Bfotk Wido’# Itathlkig 24-25 


Green Recluse 21-22 
Pygnjy Venom Web Spider 18-19 
Robid Dire Wolf 20-21 
Srorving Dire Wolf 19-20 

^ iMJ Vul'Gor Ogre Mound 


Splmtet Fist Eftsiffrtr 30-31 
Spfciter fist Fircmoriger 28-29 
Spknfer Prsf foskmoster 27-28 
Slater Fist ViforiitK 29-30 

Crossroad 


Wotdier Dedds 29 Quest 
BkKk Roveger Mastiff 25-26 
Bkxk Rovoger 25-26 .■■■? 

Sfitches 35 ESte 


„ Young Black Rtjwger 23-24 

■ Farmstead 

OefiosEndiuntef 26-27 
Defios Night Blode 25-26 ; 
Oetios Nigbt Ruwee 24-25 


Young Btod Rtrioget 23-74 
l^Twilight Grove 
iJ^The Rotting Orchard 

Nightbone Shodow Woow 27-28 
Nightbone Oak Runner 28-29 


Block Rflvogei 25-26 
Nightbofic Ooik Runner 28-29 
Ni^rAone Shodow Weaver 27-28 
- Nigbfbone Wotgen 26-27 
-' '"“'J-u ToongBlixkRieger23-24 
^ 'P^Monor Mistmantle 
■ k-',# : Fetid Capso 29-30 

Stolvcn Mistmoidle 35 Elite Quesf 


V:gBri^htwood Grove 

Block Riwoger Woshff 25-26 


Traget 

y5| Darkshire 

Ambossodor Berrybuck 30 Quest 
Cfliof 20 Quest 


Oief Gnnl 30 Quest 
Oarise Gnorlhee 31 Expert 
Blocksrailh 
(letk Dollty 31 Quest 
CommoitdaAttheo Ebontocke 
45 Quest 

CoundImQn Mistipe 28 Quest 
Donielfo Zcpslitdi 27 Specioby Titfor 
Fe&io Mofene SS Gryphon Mostcr 


IJi^ Spider Cave 

Block Widow Hctd'.liiig 24-25 
Blind Mary's Haunt 
Bind Mot/4Q Quest 
Block WidcwHotcWlng 24-25 
Skeleial Honor 23-24 
Tranquil Gardens 
Cemetery 


fwbus Georgrirvi 31 Expert tngfoeer 
Innkeeper Trchtyne 30 Innkeeper 
iorwftran Corevin 25 Quest 
lord Elio Ebonlodo 30 Quest 
Modsme Ew 25 Quest 
Sino Von'tndi 24 Quest 
Steser.Bkxk 30 Stable Master 
fovemkeeper Smifls 22 Ooesl 
ViktOfiPns.'n'ArtFQs 28 Quest 


Inscne Gboui 26 Quest forget 
SkfilerulMoge 22-23 
.; y Skelefol Werriof 21-22 
; Cfii Roland's Doom 
- 'guM 32 

Nigbrjonelomted One 30-31 
Highball Wte Fong 29-30 


Wotetw Bakus 42 Quest 


















Dustvvailow Marsh Legend 


Watery murky pools scattered among the larwi are the biggest indicaEtori that you're in Dusiwallow Marsh. Therarnore, an Alliance City, has a few trainers and vendors and there are many 
travel options including a flfghl: path and a boat going to Menelhif on the Eastern Kingdoms continent, This is a dangerous area and only adventurers reaching the mid to highest ievels of their 
training can wander here in safety There are plent>' of quests for either faction to take part in, but be careful. The creatures in the marsh tend (d attack in packs, so be cautious while you travel 
through. 
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iThMWond 




Maps 






A pities 










T'"'vTT'HT- 


Pactions 




Races 




Classes 




i^JyiBrorbnwDn Villogf 

Mwfausfi fiaftfuei 45! CtiiSi5r 
BjKkeiMill biiwfei 55 
81ewi|pib 43 Qiiwl 
43 ioibing Sup(^5s 
SlHirdi 55 Elite Wid Kdfir toer 
Zuitrifa 43 Jlci^syfir 
2<ilfg 43 WooiHaisJWlli 
OwrlofJ WuE'Mflfflld QyssJ 
Krog 40 (ksi 
M 43 ^ntore? 

£b'gri33 

OgTmar 40 fiutctei 
fedE'Bfc 40 Oiicif -.‘T 

^JjDdrk Mist Covern 

36-37 .1 

r- flctaSpiifci 35^36 

Dtyvw)lh# CiiocclisJ! 35-36. 
3^(H^^e^lbp^w 35-36 .■ / 
(k>wallff# VetetP 36-37 
Baikfaig Speder 3536 
Dorkfong Lmkasr 36 


Withefvitie Bofs Ifipiief 3537 
Ekrniiisl 

tfiDreiiiDie idSnanH 36 
Wirlieifflie Cr«pqr 3 536 
CjO Worth Sentry Point 
Ehflramcje Stmiy 35*36 
^WitehHilt 

'SwD!rHfEyE'lojl42to - 
Stywotlaw Crardfit 3536 
3J&(nj?eii JiapSur 3536 
BlowifHiScrefld>er3537 
BryiMollw Vitejaw 3537 
- Wiltiewiis Cragpei 3536 
Sentry Point 
j Sflnts'if fVHr(tGiHinl3?*J3 
Dreodmurk Shore 

MirflEhCoftitnnu^f 36*37 
MirsEin Muditwlb 35 
Mwdrwk Sp&dWt 37-33 
. MurdiKk lofiiOKS^ 37 
iTheramcffe Jslo 
fknEjiMftCiHil 5557 
TtEurnoffl Ii5ufeiwiif52 


Widioel 30 SlifblftMiJsleT 
Mcngon Stem 36 
Vm longeofi 26 
hiniiiiE^r kHtene 30 innke^ 
Eorleiidec liori 45 Sgrtender 
Qaia Nofak'ufd 32 Cwi 
&tOP Wflol^liosh 39 EipknEi's Usgise 
GifflrdBy'JontO 
ii^q^lklcBnSMflvn 51 
Ccpiliw ttHma 53 
Bliia Capli^ 

3iHrd 5{] 

Guofd Hoiiijlta 50 
CoRiborWijsfer Sjgeti 55 
Coi?ibofMa5ferCr3Mi 55 
Medic HeJdiiffi 51 
GiHrdJnradSO 
(j0|#l Mews S3 
lied feofit Capdiw 
OuardMSO 
Spot 35 

TliaomtKfi hodfeiflfi Gtiotti 40-49 
Brate liianiaii 45 htyii 
Dwqiiie Mterik 28 CM 


FrtctVaDme41 WeapoiBtnirli 
I Amnofer 
IM i^ftdly 20 

[jG|ito«n fvsncflfie 45 Woiiwr Turner 
Coninni)iMlSom!!yl4l3 
Cojitiw (kni«i VkiHS 50 
Adjii!flfil iKKen 35 
Mfemtsf ikirert 37 Ei((ierf Akhemlst 
Unifl BortL'lTJt 37 Efeibolism £ 
Akl»[i()f5ir|ii:i3te^ 

Merit Hdtjstofi 37 Weaptfisiisth 
tiflfls Westen 37 Armorer £ 
SlMfkntah 
{jar trtiMplKbt 35 
Gieftor 35 Hwso Brsedisr 

Hefenw IBilai 34 trade Supipiifia 
TiiiMftiy Woftl^glMl 51 MjeIbt Tisfer 
fidtikiKSS ElifeMwnJi^Bster 
Island 

StiosM Hvike S9-6i0 Ode 
SlfirskiE Sireii S9 Efie ■.' 

SlKBini Soicerms 61 Elite 


TpDust WoItowBny 

Mgltieil Drywdkiw &K(M 3S-39 
Drywolcowt Snapper 37 
DtywrJfcw Diggerf™ 40*41 tftc 
Qitagmire 
Ntfang Oeejret 33 

t bbelk p6f lipr 
The Drogonnturk 
Meftfed Df^wiifew Doccfelt 38-39 
Iltyw fc SriGiiM 37 
Hr^m'ftow Duapmo*' 4{1'41 E&ie 
_ Sai|iftgtflt^42 
j^j^The Wyrmhog 

flrairwrte StrifetHnne 43-4^ Urn; 
Sairifig ItgREfeig 4142 

fiieini]ii4fliiniefldfe; 44 Elik 
Gkind Dofkfmg Spitk 41 
hrJiance Ip Onpew'j Iw Wodd 
Dup^n 

J^Staneinaui Ruins 

^hiWBA^eloil 42-4 3 Elite 
firerraneStOiit 41-47 Elfe 
Searing Ifakh&ig 4 M2 


^Blaodfen Burrow 

. .. flWfflibshtay40-41 
^The Oen of Flume 
f iraiMiiiE fcfi tail 42*43 Sfe 
__ fi(aififfliESroijt4142iE!fite 
idlest Point 
tliyomMe Deserter 37 
Sttgmp &a-je 35 
fiSowffai ScydiM'iM 37 
OiitfclianG VerrarTisplEtsJ 38 
ModedOiymiltovCrtcdi^SS^^^ 

t Shady R«st Inn 
■Rdefury Cave 

«i!)ck5feetifii5(w42 
., WotHhell Soobhler 4? 

^BwiP's Wreck 

AcdK ^JWtrpOoeB 39-41 
CsfriMe Swamp Oswe 3B 















































Boyond Darrowmere Lake are ihe Eastern Plaguelands, home of disease, sorrow, and some of the Scourge's greatest troops. Poison fills the air and the water is dangerous, Only 
the Scarlet Crusaders and the Argent Uawn are brave (or foolish) enough to stay here and fight against impossible odds. All wise adventurers avoid the Scarlet Crusade, who see 
the taint in everything, but the Argent Dawn camp, in the oast, is a safe haven for the Alliance. 
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Eastern Plague! ands legend 


Thondniril River 

ti™ 61 Oiiest 

Efagucbsir 54 
FtagielKumd Rwit S3-54 
^^TheManis Stead 
AtcmiiKifeii 
tteflJh Siitger S7-59 
(ferasd ftnyar 59 
DysSL^^ii^ 61} Elite 
Eyeless WntdiaSS 
Stour^ CtwiiTiim 60 

Crowa Ouotd Towgr 

fe^rian 6^ 55 
ttonaus Hcfguebflt 55-56 
—^ PlflgiKtraynd 5S56 

^Dorrowshire 

Coiriwi Gfd) 55 
Pfogisekf 55 
ffagiidKHKM] Smi 5^54 
lytRiUjofBpyle 56 
Coriit's Crashing 
tkiit Caster 56 
Gifebering 6W 57 
tt(iWSfinekffl55-5? 

5®ir§& Wardet 56 
Stittfced ttwftir SB 


Unseert Serwiant 55 
irtfeM]F56S7 
^1tie FengdVole 
AbominolKia 5960 
CiyptSfayef 58-59 
DwkJWejii 57 
Dh#i S+nga 59 
DIsMsed Ffeyut 59 
Wdtihfif 58 

Scowgc CfiitfT!j)ii}n 59-60 
Sho(towtHflge 5940 

^ Bletkwoed Lake 


Bligliterf Waraaf 56-57 
PtsfllK MflriSiroa'tv 59 
Loke Merefdar 
Hogue Ruvoasf 55-56 
^Starlof Birie(iHnp 
500rHt CM 54 Elite 
Scflffet Irutiwiter 55 Ibla 
Stay Warder 53-54 EliFe 
Tyjf^s KdikI 
StwIeTAittimoge 55-57 flitB 
Scerle) CM 5 4-55 Elite 
Scertet Cwate SS56 Elife 
ScaifetEncliaetef 53-55 Elite 
SrarfeiPsoetetran 56^57 Elite 
Scoitei Wonder S3-S4 Elite 


. Pastilent Swr 

livir^ Decoy 55-56 
Rotting SMge 54-55 
lH^UgltPs Haps Chapel 
Mriioge Angtki Etosaatss 60 
JifferttCMd 55 

Jl:piJMc57 .- 

tugemt Rkief 60 vSi?^ ■- ’ .■ ,vfil 

/iirgeiii Seiitfif 60 ' ' “ ' 

BeflnoBiggtetinLS? 

Coffei R^poth 58 

Cumaitjnder tS|« [MnhikigEj6l} 

Oirf!MiWMi57 

Oisiwtiii CcuTimnfflls iAnh 6{1 '4^ 

Out* NMujIds ZiUHeRtioff 60 

tminisciiv (ionnot 55 

f(ipKoryW#jrifD5... 

Eqifiet Inigo Mituy 60 

fi€ikgra55Q(ypEii){iiii?is^ 
HdnisFMiilfiipddifl 
Jijse Eottane 56 

Jes^ Chtcmiiete S2, fnnbeper ® 

JtWelyn Steelwnft 55 gryiifein 

rnoster 

Kiiitfflc, Oiwnpfiffl of file li^rt 60 
leonft) Barttidfflraw lire Re’ceed 60 
tofrflrtftrffElt 62 
Mii4riu^tl)el6^iQttt(]U$te(60 




PotkM V2 
ftuluiiastEf StoneiniiSBi 59 
Qwrieimffiter Wifardo 
8te«dil(icL 60 
Riinbdr Faiteytter 60 
Eehon the fcscssri 60 
SificLey tflRu& 55 

Sinieit CoiiTnnQniy AAoiiltel 60 

i Irawman JIfflQ 

OeofthSirigEr 58-59 
DfmerfFleyefSB 
DteonV/earar 5&59 

I EasfwdI Tower 

BDfefgaru61 Elite 
CortiMi Grab 55 

Cri(ptteflf-5?-5B. 

taedH(iyef59 
Itoxkias hegiMrt 55-56 
Pjapiflfiiwid 5S56 
, Smuiga fejurd 57-5B 
I The Noidovs Gfade 
CtviptSliiYef 58-59 
Dfifltfe Siofc 59 ,, 

SSseoseuf fleyar 59 
ftefldVymif S9 
Scewge Champion 60 


ij^ Northpass Tower 

fe*Di0 Skyraller 62 
Kriss Gdrf^bijli^ 60 
Crttfen Gtefc 55 
ftoHoes Plegueijitt 5546 
. Pfafljufihownd SS56 

Northdale 

Dwrth Strtgg 5?-59 
t'yfite5$WgKher 57-58 
hBriziedHagiKlKMKMf 57 
Plague WcsisttKily 58 

QuePLithiert Lodge 

•Hanger Icutj HujffbwiftO Bite 
59-5J 


teiLiye* iitfiny 5B9- 

WrjjsffoiV'er SbodiwitHMtter 58-59 
^ Pkguewood 
Canniy Ghod 54 
CwscdMoge 54-55 
JVhtI Gof[j3yle 56 
Scuurgn Sotdter 5^54 
Scattsifs Womfer 56 
ShtdifidttDtiea 57 


;2i^ Terr or dale 

Coimn Etei'auf£r 56 
ttyfUfM 53-54 
Crypt WF®r5S56 
Eknk Cnste 56 
GtEcwriiig Gtnwl 57 
Hote Slaiefcer 55-57 
Srourge SuHiur 53 
Stojgc Wofiief 56 
S3ikti«d HoflCH 57-5E 
StirdiedKoitiDf 58 
Torn Saaomer 53-55 
tonSejvfflir 55 
Vileta 56-57 
.Q^Stiqthdnie 

EirtraicftteSMlioliFisWcHtd 




Hoft ^iHioker 55-56 

^^6C4^J^r^^l[lt^lr 54 

5fitctift(l 50 

t "" torfl-ScMmifer 53-55 

Stratholme 

SflCflfldiiFy Entrunrc tn Shiiit«!itr,e 
WiwIiilEtetiQetMF 

^NoKxramns 













Elwynn Eore&t has been a quiet land for some time, but pressing attacks from the Defias Brotherhood and nearby GnoEls have made Ihe Humans here nervous, ft seems that 
the times of peace are over, because only the mighty city of Storm wind seems immune to the presence of foul beasts and aggressive bandits. The once great copper mines of 
FJwynn are plagued with Kobolds now, and the people of Goldshire have had to arm themselves against the wild beasts of the valley. 
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Forest 


^JlWestltrook Garrison 

; IkrtRffliier 10 Quest 
■ vi^fofesr^s Edge 

fl+ Quest furger 
Imgsflout lO-ll 
Siiffiipw Odrurmer MO 
RiwrjHM JfuiitS-9 
Young FofKt Bar 9 

1 Mirror Lake Ordbord 

.■f Dsfiiss Sotidir a-? 

■■ ■■= BdkESt#utscfr 
itefiGS flioffje Wiraid 9 
MnfifliyWolfS 

fnrgodeep Mine ^ p 

GddtQ0Th& 

KutwW Miner/ 
KflboWlDd^iw.stH lOtoite 


fiubotiJTiinnfller S-6 

:,|^TfeeStoneffdd Foriti 

^Auntie' BarucB StfmeMl 6 QvaJ 
Stofinno StonefifiM 3 OinkT 
MoSnuiefisidlOiiesJ 
TtHiiinyJ[)eStwi0fieli{2Qtj&sr 
StoftsMs!! JkHjr 


Goldshire 

jidEfeBsld6r22 LeDSiiefW!n^& 
Ftelene fiMiniwr 12 Sfekincr 
ifinSifiCfier Foiiuy 30 Iratwepaf 
Mmsy DGghon 25 
Micheteldfelifttyiciein ; 
EeniMfwG'liii'Bs''5 CW ’ 
Smilii Arp 24 BlucbiRitfc Quest 
fomDslOCoot 


Bi&if Mmkft f Qu«l 
JmhuoMwIyieSVeiKior 

Vf#bin Ffistfe 6 

■^Oystd Lake 

m 

Mir^SMuclur^ 2 fliKst 

Lie Brewm 3 Fiskst 

l3^ .. 

Sfouelusk ftoof 

P&fius Sontfit 0-9 


RotWKle Boor 0 

Gi^ffrMW(9M7’8 


Jerod's Londifig 

Munj)Y!M54 


IMos DcdtHiKher 10 

^ihIk SlBOimtHinfir i-1 

■ ‘--v 

Rudhude Buor B 

MutIk 7 



^Horihshire Volfey 

DejiflyWillESfii 18 Quest 
Eisgufi NidanRcr 3 Quest 
FaBthoofs beii^Bf lOQuast 
MfflsJidMrhfeJOQifast 

,. Mill^te#raHt20ue^t 

^[Edto Ridge Mine 

Boyd Ldnjia 4 
KobotfVBiJiin 1-? 

^ Boyd tVodfjer 3 

Q4 

DfififlS Ikitf 34 
Gflfikk (yfnot Sfkisst loignt \. 
j^Sjosperlod«Mma ■' 

Bbyd GewiBJitet 7-8 
Koyd filing 


Mills Spider 9 

'^Sootbem Flwynn Forest 

RriddKle Boa /'S 
- ^ Towng forest Be® 8 
^pRrarkwell Pumpkin Patch 
taptffl (Ground Spuwfi) 
UefiiiT. Bondiit 6-9 
fibuDrudgffiKiwB 
MmgQnttiefjoflBcIty 10 
Ptaoite Enloutoge 7 
Ptjntess9 

SureflQ Cuyofi 9 

Tower of Aiora 

ItflWEi ftigllirtto 35 firasra Gikm.^ 
Kittofirewindd^FiKhtanbEr 
lOVefflfer 

SernintoftaM ^ 


feuite 2A Qu«t 

Stone Cairn Loke and 
Hero's Vigil 

DuBflsErsgueWimiMCi 
/Atiifetc tuiiei 9-10 

Jj^^Eastvole Logging Camp 

BelieHurdcf lOVantor 
Mfldisil Itoggaid 21) Quest 
Sera Timbeitoin 5 Quest 
Sttpemsw Soelfin 15 Quest 
tfljiy Putin 11 Veftder 
IWhMO 
Rldgepoint Tower 

Osud-twlh lark 11 Qua;! Eorp 
Oefios Biiwlii a? 

Yfflifta Foresi fteur 8-9 

fSlorfOwind 






















FOTTOD 

Felwood is rife with corruption. The once green of the land is now filled predominantly with shades of ominous brown. The Emerafd Circle works hard to push out the 
corruplion that has taken over this land however, their efforts seem miniscuie compared to the sheer devastation that surrounds them. This zone is tocaterf to the north of 
Asherevale and serves as a passageway lo both Moonglade and Winterspring. This area is a higher-level region best for those from Level 45 and up. 





Felwood Legend 
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^ Morlos'Aicm 

fljQrttfirtihs Sikenky fiD Emadtl 
Cittle 

Angeftl(i% BeoF ^M8 
liwibeakOwl 404? 

^ Fe%Hr#VtotflM3 
D^dwood Village 
f«tpwW474e 
IWitf-ooif Viaiiiw 4849 
DecC'mjc^ Poitifsnter 
Eteoik^d Gflsiletisr4^9 
kdrilsenk Owl 4349 
Emerald CSrtle 
Jbssc Mocsilxiw 50 ^ 

Oelb 49 Jes3i'3 Per ’< • 

SiBie Wosstwet S9 Emucif) twifi 


TbdeII IfiflfnjwieriS Emergid Ortls 
jBMSkyjsraipsr 5? ffwtif Grcie 
c(i<ten Biuettimt 5? Einefoiti Oitfe 
Torowi MeolfiEF 50 tmafclil Ottle 
teciiWRar 63 Fnwitili) Gfcb 
lfi}fibKik0wf4B49 
A(i§eFfiiw8eoi4748 
Feipflw Wolf 4748 
W»ybess Riverhre«z& 60 
Emerald Cir<le 
Jndefire 6leit 
Jcjddire Satyr 49-50 Hp 
Jffiletire Feiswofti 49’li 1 - - ■ ■ 

fetptw Wolf 4749 
Rdns of Constelfas 

XaifiUtmji 54 

tatte49'5(} 


Fjifpow Wolf 4748 
inaKdaw Bear 4?48 
todefet Shorfowstfllkei 5T5? 
toiIslifB Rogue SO 
Mesire Fefentmi StFSt 
tJ Felwtjod (eenerd) 

Fu^wWiilf47-49 
Af^dflwBwf 4748 
AijfifiitkiwMisitGr 49-50 
Iroufeefll: Biinfer SfFSl 
Felpow StflfrtJisgcf 49-50 
0Joedenar 
TulnSed Ora,e 5TS2 
J[jetteflijr Houflrf 505t 
JudefiofSijarcfiflrj 50-51 
jo?()ei>a Atiutir 54-52 
IftKikol: HlkiIef SO-Sl 


ii»teifirCiiJfetSl-52 

^Bloodv^nimi Post 

BtmduflnonfiPwftfCr^fiS 

Siumi 

TfuB FoiliKne 55 Qusl 
Bofe 55 Gaiteral Giroils 
Bralikfli 55 Elite Wind JSduf Wflsta 
Etlaodvenom Foils 
Itjinrsd Ctaift 51-52 
ti[^ji!tkiwMiitiifir49-5fl 
lioflfcofli; tiwiter 5t)-51 
Shatter Scar Vale 
Fnfiofk tJoiicjf 54 
Eittj(H)iL Beast SI’S? 
jufimul BcdHUJiTfd 54 Etfte 
InlesFHjtSenIr/52-53 Etife 


Jodelire flun 

Jodefee Fritkila 52-53 
Jodcib Betwiver 52 
iaiteff & tfelkck 53-54 
Fel|BwSciwngCf49-SG 
Mgertlaw Mhim 4?-!ii0 . ,■ 
l^ltenhec Woods 
4iei56te 
Irafitiee Sfufnfjer 52-53 
^ _ M Hmtoi 54 , 

t^lroRtreeCovern 
Waipfid SWik S3 
jp ^ tfai|jwi»d ^toss flcysi 5?53 
C^Felpaw Village 

Felipcw8c?i»ft0f 5T-53 
DKsdwood Osa WflKhui 53-54 


DuKhmirf ShoniGJr 53-54 
OcajwoodAvei^ei 5T55 
Wiiiiafdli RuTBiEf 57 
Ctii^'n fltoodiioiv 56 
Talonbranch GIttde 
' GolkiiC }fa Hsadeii 60 feinsf 
Kseftirus 5/ Hixitcr TieaitCf 
Stifoiijne 54 Kreibms'Per 
WiuFfgea 55 fer^ &id5 
- IronbfiDiSfJeetltsrSS 
-©Bl Timberttiow Hold/ 

Possogelo Wtnlerspring 
ood Moonglode 
Grdu 55 Ones! 
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Feralas Legend 


FeraJas is a tropical region frffed with pfenty of vegetation where various creatures hide, ft's located south of Desolace arid west of Thousand Needles and is a contrast to 
their stark landscapes. This is a region for mid-level adventurers and has many great soloing opportunities within it as well as some great grouping regions. There are also 
Horde and Alliance towns within this region. Skinners find this region to offer abundant targets for their trade and, for those looking for good experience at relatively low' risk, 
this could be the place for which you're looking. 


Ruins of Saveitwind 

tortijprilg Rogiiefeaflifli 48-^? 
WoilfHfirlftgWiJukijfer 49-50 
^ fkifisprirH]. Sloyet 49-51] 

^pJad$mtt lake 

jail«nsr|)r(pisjJOWi) 60 efile 
feO Dream Bough 
: Jodemn' DrqgoiiEjiMi 60 eSie 

^JOnetros 

. Jddemir DjegcflSjHm 60 cliio 

^^The Twin Cobssals 
MiltHKiMoolliSfi 
ItafSm PUttiorcli #49 
Ftlbld Long^iratli 

(ModtkThsjitderflF 4?-50 
Dro^ #50 

Miter# :■ 

Mflf 48-19 ^9 
Cliff GiBnl 49-50 dite 
WoRfiiiriiig Forasi Wr^feuf 4 5 dite ■ 
^ Rage Scar Hold 
Fena'wis Sege Scar 17-48 
fi(pS(flfV(Hi4M? 

Ffda rage km 4349 
'^ The Forgotten Const 
Rugg^ We Srteetbsr 14-46 


Sen ileidMdtol 4^9 
CkKjfStrideffl? dits 
Stoe ^uidrsf IIM&slire 
WiM!Stijdfif4B 
Sen Spr-D'^ 17-46 

Feotherfnoon Stronghold- 
Aitiance comp 
(Sordw isle) 

fnotsepe! %hi 80 
feofkmwor. SsiHiit^ 65 
F^Wran Wjmfrfeotiiw 55 elite 
fiutrMc&ttiiben Lsflfttefflwker 55 
BHKflHxk Slfislttunen 
Answirrs 3)0 sM-tesmsi'er 
Lii^BicK 52 {ifcii(Mty aiJpKct 
VlviDfinq S2 tr3^ seppligi 
. ^iwl: terwell 54 food fflid diid; 
Faialoro 53 feiiwd supijfes 
Ruins of Sobrsd 
^WatBTKst Wmtksj 42-43 
ftofisf SaeorrKf 4142 
HQtKfflstSr&r) 42 
Holeectti V/ui«iyder 4H2 
„ Isle at Oread 
I Ikamyi^rifiidiHi 4344 
HoJetiesi Somhok. 1^4 

tefte<t5erfrB!?tpSiii! 44-45 


lud Shol^Hu 47 
Entrance to Dire Maul 
World Dungeon 

AfMueCfjimiiac?! 61-62 
QiK!H%rok604l 
Gfinfek Brido 60 eSle 
fjrinlfld jrwrfuf Kera 4445 .y, 
Lai>pEocitliHrffl4Br44 -?:• 

L5)f{lk)J:nii(»rtm63 
^ Rflg!uei«)teSci'ffidtar45 
Feiol Star Vofe 
WSrorVeti 43-44 
fotrrgod Feral Stos 4445 
Hgiking hjrd Scar 46 /j 

Imkiitg Feral ScM 46 
. Vote Scieedra 42 ^ * 


Ironfur Sear 44 
Rcgift Vnfe Sowdis 46 
IrmsfiMlti Hciwltf 41 
Ruins of IsttdioO'HDrth 
Gordufuii Brute 4243 
Gfljdufflu Mouler 43 
&JidowiW^I«k13-41 
VdeSrieetberll < 

li[)jrfiirBeor4M2 
GtCH4(l[x.4pe4243 


3J^ Ruins of Isildton-Soulit 

fjwdiutmi Mogb 4344 
GofJuiini Worlod! 4344 
CofrfujiRi SlnmijR 45 
Gontunni Magdord 4S46 
Gflduorji Warlord 1647 
&jf4wiii( eifl^Dfiter 1545 


fiavfeiitttH5tDgwsig1145 
froyfeoJliffl Hippcgivpfi 43 
hrsyteotliej SJtystentMr 45-46 
Cwssirf SwfflrMfe 45 elite 
FFudBather^Dflrkirth 4647 
M Lower Wifds-wesi 
: Grimtetein ShifiKin 13-44 
Sprite OorlBf 4445 
ftiviiffef12 - 
Griinlateri] tfeJwnfct 4142 
CtinflolBro tiodder 4243 
, ... bangtffljtfiiiwnsrlO 
HjGrimtotem Compound 
■Grimtotatem Hotmotst 4l4? 
Giiniitotern Shetwi 4344 
GtifittioTeffi Ec^ 

^Comp Mojadte 

BokOrftiifllG 
WBih Dottof ttrcr'l 50 


Shi™ WdtfEuntBf 30 stofabiaster 
Kulleg StDtretmtn 41 dciraiitig triiinBf 
ftekeots Itwihkift 55 toer 
teartiervitiriBt 

Wort) StiflrtgjtiKfi 46 teetstewliing 
svp^its 

Slisetiilra tellgiEs 42 iiorfe supplies 
Hodfil:eti5’fl4ftililda45 
5oge frfeftUJRer 44 
Ruh 44 Iseitwfem Ireiner 
Bronte 15 okevEru-^ newer 
Jentws Ugtnhuof 43 &]M iroirwr 
CwtJpMotMle firm's 65 
Clr3;'ufflfil2 
fela ikurrliuef 50 
tMteiw 43 food ansi drink 
OrfflnGizzfflrtk.SO 
SVitSSeSte^iltiknKiitet 
Bksse Mgrigomeiy 47 
Inrd^eejKJ Orud 30 
Cur^ fiii&flim 16 swrsfnli arid 
fipA'^r 

M Wild wind Luke 
^Woodpow Hills 

Woodffr^ Brute 4H2 
WoudjHJrt liapperlOll 
WbodpoffMimpI 1*1 #41 
WtHidjicf# Alptie #44 


Wi»(lp!)wRe(H'er424a 
Wwlpiiw Mysfe 4243 
^Thft Writhing Deep 
GtiTTlstf IfiKifur Bear 14-45 
iflttgteotli Howter 1344 
Zukk'ostt Wasp 1445 
lukkMWMker 14-45 
lower Wilds 
IjMifltiffldi Hci«k!r44 
6lcd^b^:^^ie4143 
trortter Boar 4? 
bngKsotli lonnei 41 
W^powlfeppa 1142 
Wooripesw fiiiile 4 1-42 
Woedpaw ttar^grel 4041 
f^toriss Pavilion 

fipdut Beat 41-42 
Lengroolh Runner 11 
■ ^^ Gordunni Outpost 

Gwdunni ft;nte1l43 
tkcrkfiiOp 1045 
Ge«fuimi Ogjtfnage 41-42 
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FooTHip 


The gentJe foolhifls around Hillsbrad would have stayed peaceful if not for the fall of Lordaeron. NoWh these farmlands have become the frontlines for the war between the 
Alliance and the Undead of the Forsaken. Tarren Mill is a Horde town in the northeast with strong connections to the Underdty. Southshore, loyal to the Alliance, is settled 
in the south, along the river. Tension is high in Hillsbrad itself, to the northwest, and its people are constantly undor attack by Horde troops. There is no escape from this by 
land, and neither does the sea offer salvation (Sirens and Murlocis wander the strands, settling freely while their enemies fight amongst themselves). 




Hillsbrad Footliills legend 






^ SoulhpoiQj Tower 

D(M!(lhildk]ertEdr32 
tides Gioy Geiir Z&-26 

P Fpreit Cieapej 2^21 
Aiurelodo Iflirte 
■r;-? EWftrGfflvfleor2S-?6 
GiDttlJteljeepf25-26 
HiSsljfijcl fflteraoiv 29 
Siiit5b6KlWiffles2fr-Z7 
t HS3l!(ii!d Sesrfry 2?*28 

Etodtei: 2? Quest target 
Wesiern Strond 
tcffl Fh CoQihtiRfief 29-31} 
lira fill Akddweaw 2^29 
Torsi Fin Gnstle 30-31 

Tntii fiiiT«fetHJ(iter 3t-32 

Hillsbrad fields 

HSditiHjT0il!!f?4 loilof fJUBflnte) 
BliHisdttiVBf[ls}SSOT 26 ta ■ 
TaigerBlridiSfliitfi (Alljaisej' 


Cy; HofDtoWhitestflfld 26 Quest 
Teigel 

Fnimei Ray 23 Quest tufp 
Fwest Moss Cta^p^^ 20-21 
Gray fleflt 21-22 

Hillifffll Apprenliffi Bbtbmitti 24-2 5 
dilbbiHl touralmffli 25-26 
HiHstral Fantef 23-24 
HillsbiadliKmlKHid 22^23 
HDhhfltl faormae 25-26 
Hibbswl Pcasait 24-25 
Moflisiwile Etfliiisiife 3Q 
5hif¥ing Mountain t»n 23-24 jt 

, VHOHsGfoy feoE 23-24 
(.(^Dcfrow Hill 

[ave Vati 30-31 - ‘ 

Srofviiig ttoiwiain IkHi 2 J-24 
Vidoiis Gray fear 22-23 

■,:2rCflve Yeti 3033 ■ ' " ' 

Souihshore 

’ ISarroltP Ginselli 32 Qiiesi 


(hef Isssflfi 35 Quest 
DornenMnfaptfJClQtiest 
Insilteejier Arntetson 30 liwfceepet 
liaitenantFanen Oikwle 25 QijesJ 
loredKistfis Mbs. 3(] Quest 
MoflfctilHe Harry MioM) SD Quest 
Mid Sed{Hit41 Quest 
ilfefldfiHr Cratsoa 32 II«b IrakKr 
fiiin Otfefii 36 Quest 
WasteySflSliilfMustef 

Sffljpf3w3031 
Starving Mihnift UtHt 2024 
Vidous (jtoy Beor 22-23 

%i[tfwraiylyiwi35l)i^^ 

ifeiwmbtoiMf 29 ttebnfisi 
taylStod! 56 WflSlBr Into 

DealfifliLKffi Huflibwt 32 Quest 
DMlhpud Sornsa 32 OuEst 
■ High beaitoi tel^ 
JntfilffiflpsfSIiaySQliKikfiepef 
Knyren Soothsuflow 30 


Kmjkj ferwiia 34 Quest 
i(fud25Qu8sT 

)tofijs ffflflKon Vofr^kKO 42 CtuHf 
Mwq 25 Quest 
HuBia Ihufwil 3Q QuEst 
Sege hioital 32 Uemk 
Tfllkm 2? Cftiesf 
Theodofo Marl Ckwo 3Q Stable 
Master 

2atia 55 fiat Htdlef 
ttder Stay Beat 25-26 
Forest Mass Croepw 2023 
eiisnt Moss Creeper 24-25 
Grsiy Sear 23-22 
K Snqpiow 30-31 

I Dumbold^ Koep 

Elder Grriy Ett?. 25-26 
FctBSt Mass Creeper 2021 .;:t: 

GiuntMus? Deejies 24-2$ 

Sviti£wtarl!()9Uft2i’22 
SyrufesituSJHKliiw Mope 21-22 
Svn&fltc WdfltSimuii 2021 




Viaoia Gray ficor 22-23 
Thariidin's Wall 
EJder&ijy tor 2026 
Eidcir Moss Creeper U-77 
GionrMassCraflpBf2425 
d IP Helhcnder Sfeod = 

Elder Grey Scar 25-26 
Filter Moss Cieepet 26-27 
FKcfMautDsntfeu 22-23 
Gkirit Moss Cteeper 24-25 
Mudspuyt Gidl 242& 
MudsowtSitaiTEiii 27-28 
Sii(pw3031 
SpWtft Rpgire 21-22 
Syurfe-ate Sboilow 6la^ 21-22 

V SyiMStUtaV/oldiaHnn 7021 

Dt^ Gorak 

Cliin GaratMniJuiiBfiE 202.9 Elite 
to WPlp&st 29-36% 
.toMllStorap29-30% 
EWpf Mjpk Crseper2H7 
Ffiial Mfflintoitilten 27-29 


'^Eastern Strand 

ttegoaif i(» Scrames 29-30 
BoggeiSfHita ShureliiiiEtui 3031 
Dn^asiiiiie Sftofesuiier 29-30 
tofl«S|eiite 5ifE[i3Q 
Purgation Isk 
Afflifes tbs Harnn&d 35 Quast Tup 
Cendemned Acdyie 57 
CcfutemnaJ Cbic 31-32 
ijofflteinnKi Cleric SHQ 
CotHfereid Mffl* 31-32 
Coffitarwed Monfc 50 
Cursed Aculyte 3031 
Cursd Juslkof 33 
Cursed jusikui 59-60 
tiffia) Miifin 3Q-3t 

CunalPislrulia 57-50 
lodge llielgiaiH 34 fjieiiilty Eu 
ifliya 

\ttit3liiigMfflg0 31-32 
Writli-mg%e 53-59 




















fn the far northeast is a land that is almost forijottcn by those who fight for survival throughout the Eastern Kingdoms. The Hinterlands is an expanse of trees and valleys where 
Wolves, Owibeasts, and even Dragonkin live On the southern ridgefine are many outposts of the Vilebranch and Witherbark Trolls, all powerful ai\d very much steeped in a 
bloody philosophy that even divides them from the Horde's Trolls, Along the northwest end are Dwarves and Elves. Hunting up in Hfnierlands is usually safe and quiet, mak¬ 
ing it a place beloved by crafters throughout the world- 






Hinterlands Legend 


Acti& Peek Rangqr 4A47 

ighllwii&FDlsloiiWikliw Stout mS 

Kiiunv Boyklatug SO Stable Moeter Agol'wnthu 


Wildtsonom&Senftry 
WnfiJ^Sjb(e(Rifflie4l‘42 
Rozabeck GfyirfJOn 45 
tiQiiidRozMt)eiA4{Hll 
Hiri'wtttkti 
Wleitwik Hiileikilirffir 42^3 
WirtiHbcokVHiMiililood^S 
(hfel'Danil Lodge 
Higliwdc MotIotti 4H4 
Outitijiisef 43^14 


CfiFtfefln Gicgofispowi 4!M9 
Gteefi 9udge 46-47 
Jo(le0ore4E 
Ftiiti'itirncMie0!;!44 

Skulk RKk 

&6eii. Slu%g 44-47 
](iiSoClor& 47-48 
Scraae Oiflfiigffif 46-47 

Qj Seradane 

DfCiRiitrucbf 4? 


Vsniiiritiiiie BiKJ|lipHj it 
VEfAnfliiffl flwde 41 
Ventofliiw les Werifa 40 
This is olso DfiB ol Hie f(Hj! sptMi 
fmwtsflflha Eiftwild titnpn 
.i _ world tasses. 

Jintho'Alcn 
Hinih''|vdie Keeper SI 
4?-4fi 

Stenofie StnSsct 47-48 
VJe PnesJcK ttexx 51 
Vitehrancli Ainen'nia Benrrf 50-51 
VitetHtmrbteiiifii 4746 

VilBhnKtdt BJood DfBiker 49-50 


Vjkbiijnrti tteftthunlief 4647 
Vdabitnrh Hky^iiser 434 P 
VocdwaftEi MsiirMh 4743 
Vitebraith RiKlieg M 50-51 
Vit^imidiSligdbwuijrei 47-40 
VileLfondtStiodciwIvtiiflei 4649 
VilebrcBdi Spot Lgtef 49-50 
Wfebjejirh WGfiHf 4546 
vaebnsxh WntiM 44 £kre 
Ifebrmh Wirrh fejctof 4647 
Vilebp.wij Witrti Itaf 5647 IHle 
9if?iK<mdvV/&llPup 46 Beast 

Sliad'wB^n 

SitvcnruKm Sibtkej 4746 


^ The Temple of Zul 

Mwm'Oyfl the Keeper 50 Ifile 
Oi^TIk) Ifepper 52 Flitfl Qu&st 
Imget 

Vitcfciancts Sopfeoyw 47 
Vilfibjoi’HJtAMlti)wer44 
VtlebKEidiSoflfifljA? 

,v.^ lfileb!WcliWc«FpH647 

Vdloiwind loke 

Pikiitwe EkIberisE 4445 
Sflzwbetik Or^nofl 45 
5itvEi(!iBJie lltwfef 46 


The Creeping Rutn 

Greets Sludge 46-47 
lode OoK 43 
Shndra'Alor 
Ulol'fli f iiita 45 QueiJ 
Wierbfflk Secoitgiiijid 44-45 
mttvHtHiiya4546 
..WalKiln)rkSi)dd444S 

Geiimiairii 43 Efise OueslTorgEt 
• Si34twX!rSi»(:i!iw49'^^ 

j.-|^Reviintu5k Village 



























IqCP MoDgp 

Loch Modan is a large lake, created by the presence of the Stonewrought Dam and large meltoffs from the surrounding cliffs. Offering a blast of color and warmer weather to 
the Dwarves coming from Dun Morogh, this is a place of comfort. Yet, the presence of many militant Troggs and the recent ingress of Ore tribes to the north has put things 
on edge in Loch Modan. The Dwarves have concentrated more of their efforts here, and hope to fight the good fight against these enemies (and perhaps the dangerous Ogres 
in the northeast as well), but setbacks occur at every angle. Could there be traitors in the ranks? 



rNTooSoski 


Loch Modan Legend 


Valley of Kings 

Copfcin Rugelfuss 40 Quest 
WcuiiKJineef Cobbleiiint 30 Quest 
Meuntaineef Giovelgcw 30 Quest 
Moi!ni<]i!)eer Pebbkbitty 44 
Etij(!(Bloc)cBeorn-l2 
forest lukwlO-n 
Stonesplinter Valley 


StooespSnter Bonesrappci 
SJOfl«spiinlfit Scoot 11*12 
Stcnespliflief Seer 13-H 
Stcnospliriter Stjornai 15-U 
StcrespTiMef SkoUthuinipv 13*14 
^ Sloflpsplintw Ifogg 11-12 

Stonesplinter Caves 


GfCslwrU 

Gtowroog 17 Quest lagef 
Stoncspfinler Boftcsnowa IS-U 
StorttifSoler Seer 13*14 
Siowjptnrer Stionvoo t S-l 6 *1.: 

Stt)wsp5nfer SkuUltrumper 13*K 

iJ^Thelsamor 


BiW' StKicseekcr ■ ^ Moing te.ci 


fktkk Bbnrterbiosr 15 Quest 
(MHeolioud) 25 Quest 
Indceepet Hecrtiistov'e 30 Imikeepei 
Koii Heoltouch 1 4 Heibolism Trainer 
lino Heaflistovc 30 Stcble Mister 
Mogistrate Bkintnose 20 Qwst 
MountOKieor Kodrell 30 Quest 
l/oontakieer Lortgon 30 Quest 
/Aowitoineer Stenn 30 Quest 
Ihcfpra Borrelson 55 Gryphon /Mister 
Taren Sijuareiovif 15 Quest 
VidraHeorthstove 10 Guest 
Drier Block eeor 11-12 
Forest Uirker 10-11 
Moyiiloin Boor 10-11 
StonespSfitei Stout 11-12 
Stonespfaterliogg 11-12 
Tunnel Rat Cove 
Tunoel Sot Scout toil 
luTifiel flat Vennio 10-11 
^.^Algaz Station 

Moortcraec! Sfornipike 30 Qiresf 
Ekler Bbck tieor ■ • 1 ? 
rotest lurksr 10-1 ' 


Mountain Borr 10-11 
^Silver Streom Mine 

Ddct Block Bear 1H2 

Forest Luiker 10-11 

Mouitoin Boor 10*11 

iuiyiel Rot Diggc; 12-13 

Tunnd Rot Foragw 11-12 

IwwelRorGeorimnccr 12-13 

IwHidRotliohold 11-12 

Tunnel Rrr Vwraid 10-11 

Stonewrought Dam 

Oiiel fnginnesr ISnderweir VB 40 Quest 

Oak Fizclcbizz 2/ JooraeytiKin Engineer 

Dork bon tnsutflenf 18 

Miron Sapper 17 

CyiheLoch 

dill Ixeker 13-14 
(.odifeenry 12-13 
MongyMxmton Boa 14-15 
. Young Thieshccicn 19-20 
J^Trogg Islands 

Bangles' Tools (Ground Spe wn) 
Stonespiimer 8ar«snupper 15-16 
Sfonesalintw Bonesnapper 15-16 


Stooespfinter Seer 13-14 
Stonesplinlcf Shoman 15-16 
Stonesplinter SkulMwirfper 13*14 
i 12 CrocoUsk Islands 
Ijocti Crocclisk 14-15 
Grizzlepaw Ridge 
Block Bear PoUictch 16*1/ 

Grizzled BlodBeoi 13-14 
Mcng/Mountain Boor 14-15 
(S' Sooty 20 EBte Quest laget 
13^ Caravan 
Kuldor IS Quest 
Miran 15 Quest 
MIronAmbusher 10 
Soeon 10 

Ironband's Excavation Site 

hospectoflfcnbcndlSiXiest 
Berserk Trogg 19*20 
(ifizzied Block Beor 13-14 
ttongy Mounroin Boor 14-15 
Stoncspiinter Diggof 18-19 
Sloncsplinte GeonsoMcr 18-19 


IJjf Farstrider Lodge 

Ooryi the Young^ 15 Quest 
VymSftiifwiid 15 Quest 
Kcdn 15 Bowyer Yetido: 

Irene Sureshot 15 Gorisrrath Vendor 
GfizzlcdBl(Kk8eal3-14 
Moigy Mounlmn Boor 14-15 
Mountain Bozzofd 15-16 
.^I^Bingles' Crash Site 
Singles Bbstenhciract 20 Quest 
Hunting Grounds 
Slock Bear PWriotch 16-17 
Oder .Mcuritoin Boor 16-17 
WoodUuket 17-1B 
1 Mo'grosh Stronghold 

/Ao'gi( 5 (iEiiforteil 8 -l?Sie 
Mo'gwshOrge 18*19 Fliie 
Ma'gtoshShamon 18*19 Fete 
Mo'grosh Covern 
Chok'sui 22 Qte Oue^t Turgot 
Mo'groih Brute 19-20 tfce 
Mc'grosh Mystic 19-20 Pile 

















MooN^igp^ 

Moorjgiflde ts a peaceful and serene setting with a small village named Nighthaven looking down on it. There isn't much here as of yet; but the way in is dangerous if you 
aren't friendly with the Timbemnaws that guard the way in. The Lunar Festival takes place here. Brave souls can also find Malfurion Stormrage resting in the Slormrage 
Barrow Dens. 
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Moonglade Legend 


Higltrhti ven 

BesawiV 60 

Gfflliff SuKtttlBdftff St Sperfflltyte Maker 

Domolf 5HlcSoraig5ii|jpfes 


4;^ SunfbeEi Plainswtnd 60 
ine of Remvlos 

Kwptr ReotyiftS t2 Qytfsi 


Sib Fl'rKKstfi 4tl 
C^fes EffltJibuni 60 
%FTi60 

Stormfoge Barrow Den 


ItNSiWSlJ 
tisiKliiteSlato 40 
teBK«!tifin5i 6Q 
kflsyef talcs 42 

jJobirte SoluiTO 60 





















Mulgore is the starting region for the Tauren. The largest portion of the land is made up of open plains ringed by mountains and the mesas that make LJp the capitol t ity 
of Thiinder Bluff to the north. Wild Kodo Beasts roam the land and there is a rumor that a massive patriarch walks among them. P larpies have taken residence along the 
hillsides and the Venture Co. is trying to strip the land around Thunder Bluff and Bloodhoof Village. However, among even those dangeroits adversaries, there are heroes. 
Cairne Bloodhoof sits in Thunder Bluff waiting for those willing to defend the land to join fiim. 



Mulgore Legend 


JHfe. 
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Lgc^- ■ j:' ■■ V- r ■ /■T 


Uiift 

1 J Comp Narathe 

MdOdflU SiKipin 11 Bda 
fifavft WiniilEafJier t3 OiBJt WPC 
ViWitSlf^S 

Bnwt $le! 3 lt(ige TO harmi wid 
SfiEWcrafW 

■ ^Jfl^tobStHfeTWeopsmiifi 

■ Wiw Hfirdhiite 7 Ijenriier fouioi 

tefllHili 

CdjM ‘i Oufisr 

Clte^ 3ti Ouest 

Hamn Ttnjfflfeif iMii 10 Wmier Tfai:n!f 
lofiVu Forskt 31 FfciidBf Micf 
5ee[ 10 

rV®k] Dftwnstriilef T D Sftiriifnf 

— 

Sot AtttHKnmii ? Elrifid Misf 
Hm™ SoftbJMifiS Ofttswl Oosk 
BrffVD ligtog ft&m 15 
Btiiw} Ptfldsirait U 
Brjitffttjrtflltidd 13 
Brfl^fe-Rowing Wdf I? 
!,^Wdl/Red Cloud M 
.. ftflk Follo'ft'3 Ouert 

GcflqiMether IfciwkwiiKl 9 Oiks? 

, ttDi}n3pCtsup3- 
f%]in5tEkiffi 1-2 


BoltHoor 3-4 
^ Graytongue 0 Quest 
Btfimbfeblodu Ravine 
Ciilfif Shaipfird: S 
BfislfeiHstk (kiilbijar 
BiistfeSHKk SotlfcbiJdr ^-S 
SirsllW ^broii 4 
Stonebull Lak« 
PoleitHine Cctntps 
PlfenflRfi Tflf<na H 
PWeirrarti Sfemftcr 6-J 
FTfefRDR&h5(rft5r7'S 
Tfie Rolling Plolns 
Plflify; iVflll br)Q 
ToiiiMed Stt'Oep 3'9 

: Eidedfeiriflef ®'? 
GolcfcCaiiraiif TQ . 
GuliAfliitmnnH? 
flottaudfougof 7-S 
Praiik Stalker 7-9 ■ 
Swao|r7’9 ■ 

M)lr FialtiSifiiisJi-/ 
ftnkirid-pHMfef 9 
Poleimine Ro<k 
Pijfe™r»e taMiiJi 5^. 
fflfejmiKStiiifjCT.fi'/ 
foienMis PMKher 74 


8^ Bloodhoof VJlInge 

Bravi}RDiiKlMse(14 
fcong StflffikMil \ 4 Wwrwf Trainer 
Gainki EmieiilErft 1? Brntd Utaw 
ffami SkydsEBi T3Strofrnm Trainef 
TTorkei! WiinllDrein 2T Qu>dSl 
7niliKifl Iwoitos 7 
BruMeWSbrannwH 
Bravt StrOf^brisii H C , , 
Brava lrai!iliMi314 : 

Btnv&Cbdnwne 14 i-' 

GrowCkimieaflle 34 _ ; 

Yfflv Sbafpiune 31 iluiitef laincr 
Kora Iwgrafit 9 Filling SopjjSes 
iWjnno Dorknnuie 10 Tfihfc CM(t 
Afeurar tof^lfide T ? Senaol tj«)tfs 
form (teejKnli Skiiirai trainea 

draw SiroiigtinJe! IjMrttHWfflkmg 
Ttivrrfir 

FVcII SSeafttriile 32 Guokirtg Irnirar 
Kerttwh ttowkeye 30 GunsraSlt 
5v|)i)liBs 

MotMiolt RoirgliwiiiirHf 13 

tot [™biKe 3 3 Asmvsa flffl 

. SlB^aiitlor 

SltDmWt*lcdoijiJ?lStc»vrailef 
SsikM^OSltiibl&Mrsalef 
Mngwi liiwtiiififlft fi 


](vikeeiia!r}(iKil!i30 
Vira Iffflifsslroaf 13 liftT Jtad trasner 
Vni^ W3n(Mj5|iat T4 iMliifiE iknnof 
Wetdiflii'i 

Soui&i^tQloEi^CkuasI' 
IhawnoOiJtwiKl ISMer 
ten (bndsic&H IQ Cues 
Winterhoof Woterwell 
■ Varaure Cft Hiretog 54 
VtrntLHe tc. taborer 6 
Windfury Harpies 
WiArylknpyJ-Q 
WioifeTvWiiiriWitdi? 

WitsdFsjq; HotiKKli TO-13 
Wii)dbrySfflcaress9-lQ 
Tlte Venture Co. Mine 

VEnture U. W(vtw S’4 
Venrtwe Cfl. Sw™ 9-10 
Ravoged CtMfOVon 
Rulliiiid Coogs 74 
• Ftoiii‘iirjdin'47- 
PraijffiSfiilkflf/-8 

VerthiiB Cfl'.biMjfer7 

Tfejtw; tfl. Toskftw^ 74 
- ■■ ■ 

Thunderhom Woter WeJI 

Hnibiid tougoi 74 


Elifef FfoinstrirlKG-? 
ildutf Plaimtiiifer 6-7 
Swoop 7-9 
Prtira Stoftnt 74 
Venture Co. Lnlioiei (r-l 
%i&ifflCo,I[KkffiosJaf 8 

Bael'Ottn Digsite 

MrJii[iDi^!!f74 
Boef All) rtjpjtar H 

(1 ' 


Seer WiserawEr 

Wfldmone Water Well 

teWii}(W(*w9-3G 
Fyoin! ftiwrfflr 9 
ftifej Pfoii^Jridia: 6-9 
V«iraref(5.Wwb84 
Venhire Co. S^pHvisK V 

Wrartfu/ftorfltlOn 

^rcutfwif SarJiegess 9-3 Q 
tafcwredSwoojre'lO 

/ij^The Ooiden Plains 

■ kky? 

jkflhMMT 
Kbikitekirth 1M2 
?rfline4niiMr'74 
Swoop 7-9 
Tiitened Swoop 6^30 
Mill Pkiiistriilfir 6^7 


tide Pfbinjtrlilef 0-9 
Fkrttafflttelar? 
PooeWDtfAfpfl(i9'30 
Hoiwd Ccugrir 74 
Ths Rnka tO 
Wim^y Minriardi Itfll 
Wiraiivrv^rfaerF 940 
^Red Roefcs: 

Satied Burial Ground 

lijrakfepertoJoJamS to 
/idKiesfral Spait 9 Cto 

Fkited ftuwfcr 9 
Tdoned Swoop &-30 
PhAIoWdK 433*0 9-10 
tWcfFtoii-SlthtertY 
Kodo Watikmii 1142 

Kodoyifi- 

BrnSefiKk-hratoiTef J'lO 
1^ Venture Co. Buiyings 
Enknxf Erailgond 11 
, Vfi[)HjreCD.Wciikai8-9 

IhBiidor Blotf 
Spirit ftiju 
;^£li}erRise 
^ Hunter RI$o 



















Redridge Mountains Legend 


East of Stormvvind and Elwynn Forest is the town of Lakeshire, placed in the middle of the Redridge Mountains. Under siege byeasterri Ore clans and hassled by GnoiJs, 
things aren^t simple for the people of Lakeshire currently. A great bridge that spans Lake Everstill is tinder repairs, even as enemy catapults lie in ruins along the southern 
ridgelEne. To the north are Orcish Champions^ known for their power and bravery, whrfe the eastern groups have even greater leadership, Sfonewatth Keep, on the far side 
of Lake Fverstill sits as a constant reminder that peace has collapsed into a drawn-out war in Redridge. 










’ tpraTMti] 


Maps 




Cities^ 




Factions 


Races 








Classes 




SiHKl!l^kfe?licW?5-2i 
S^HidiMfiiifc^TOr 34^25 
.ij^ Tower of ligdar 
SbiHMiitls Btiifeweavet 25*36 
ShiAwhKleSlirycr?S*26 
Sljtrfomliijije Waisicf 24-35 
iVlopnIli 

ij^Stonewotdi Foils 

MujIw Higltittrffflter ?1 
Mmloc rdofflk 19’20 
^adOTjJHde OnrltwaiYa 
SfiodflflJiiifeSIbvDf 25'^^ 

- StiodtidiiiJe Wtinwr 24-25 
Render's Votley 
llfefecffe Oirfnmnw 21 
fifatbtkSeflegftje?!*!? 


10 Stonewokh Tower 

BldtiKk Gfitfir l¥-20 
BlistiKk OuhuniMii 1 ¥-20 
Btotkcch Stout 20 Sile 
Blockwi: StuilFy 21-22 Bie 
. ftytrod Skidwsjtw 22-23 Elite 
Stonewntth 
WfueJ: JMitOf 2S Efiie 
fflbttyoiit Hunter 24 Elite 
Jlkbots Shodascusiet 22-23 Elite 
Gaiiillzcigij 26 Elite QiiffitTurttet 
TfiflifTwn 24 ESte OaesI Ituget 
GdardeiJ VtiU«y 

' RebitiyiijMtJE tinea 21-22 
Slitiilottiwic Bute 23-23 

Stott Diata-ef 25-26 

MKii4HdeGiKill2?-23 


yTkxee Corners 

(iuDfd FisLur 30 Ouh! 

; BludDruamWlie^lMa 

Gf6idGMetui!kl6-l? 

: Midge 

fedratge Thmstia 14-15 
^ Tunmtdu 15-16 
^ -^Lokeshire 

/dira Jaiwea 20 lM»lcSinMief 
too S!wfflteoit»f 55 

iMGTeerHia 19Qiiesl 
frystul BflogEmmn 22 Cooking Troinef 
Elttrcr 15 Oumt 
Dejiirty Fefdm 33 Ouest 
Eixanwi ()5tow 20 Quest 
Imbefvit Sm 30 


Render's Comp 

CcMpCffll IfeesliBn 25 Elite 
Staiiiixk Chempsofl 24-25 
8lg[kr«k Omfuiwe? 25-21 
flhtkiQd Sefiegude 21-2? 
Btekusde 22-23 
■ Btotbotk ItudtM 23-24 
Render's Rock 

Blffibijd ClHiiiifiw 24'25 

BlKkPid! Suflimonef 22-23 
Bkiiodlteckflt23-24 

BlwEDiQpiWliLdp 17-19 

GfeoiBofey! 16-17 
{jfKltefI(M01lfe M . 


Wigiitrate Sdornoii 36 Quest 
T^ijcsfwiMiKiisSSilwest 
M(irttejairsi»e:2(]i Qual 
VeiiKf Osgood 25 {tuoir 
lfedtygiiA24 

Bbfhotk OutmuinH 20-21 
Eiftot Gofetmk 16-17 
Loke Iveisl® 

EffifllijDSEtifik 16-1:7 
iWxflesIteatef ie‘19 
Mutk MinofTidetJiller 17-18 
MmkKSrail8-19 
Murk Sliotustiiker U-17 “ 

MuitotlHkdkflf-ZO 
^ lokeridge Htghwqy 
Btoffe Oiogai Whelp 17-10 
C&e Condor 1P9 


tkeot GfflBtest W7 
AkflfocMiiKifTiitecafler 17-10 
MiilMStetliker E6-17 
Mi(lgeMaigtel]6'!7 

. V l?eiiii(i^Ptaoch$j 16-17 
^ Cemyons 

' GiM6ofUtuskl6'17 
ftedfflbeAldia 21-22 
kati^ AosIhh 19-20 
SedfidguEltytelMO 
Midge ttysiit 19-19 
Yottfer 25 Quest Tdnjfit 
\^Retkbon Coverns 

Rci|iti% E!v-stii}i 1?-20 

Redffljge Otid^er 20*21 
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> West from the Badlands is the Searing Gorge, fed by lava flows. There are Dark Iron Dwarves and Elementals building up their forces to move on Nefarian and the Alliance. 
The Twilight Hammer lives in the northwest, holding true to ceremonies and beliefs of the old gods, and these people are not interested in making friends with any who draw 
near. Those who seek fame, fortune, milhril, and thorium are drawn here as moths to the flame. 




' Firewatcli Ridge 

Iw^t IM Stionon 4/-4d tire 

TwAght fire Good 48-49 [lie 
IwilghI GeonwKer 50 tile 
TwSghf Idolotef 50 Bern ' 
Western Searing Gorge 
- Greoler lew Spiitei 47*48 

(nleriH) [lernentel 49 

MogniaFtenwfl»nl46-4/ 


Blockdior Cave 

Gteotef low Spidei 48^9 
Blockrock Mountoin 
^ [ntronce to BiockNKk World Dungeon 

s: 5 || SW Sear Gorge 
ftw (enwRfone 58 Vendor 
Gftw Cornerstone's Goordiffi 43 
GfRiter Lovo Spider 4748 
VogmoBemenidldHS 
Se<Bii)gFlemenh](49 


The Cauldron 

BkizingBementoi 45*47 
Ood Iron Skwer 45*46 
Dork Iron loskmosler 4/ 
HeovyWof Golem 48-49 
/Aogmfl tlemfiflld 47-48 
Sliodowsilk Poochwv 4/-48 
Worker 4547 

^^The Sea of Cinders 

'■' -' Mogmo Elemwild 4748 


SeorinQ liwo Spider 4547 

^ Tanner Camp 

Sorah Tenner 50 Moster Elemenloi 
Leodierworker 
Glossweb Spider 4345 
Grimsilt Wg Site 

Dctk itco Geologist 43 
Oofk bcfi Wotrhman 44 
GtesserebSpiifer 43-35 
lernpeted Wx Goeem 4S46 


Dustfire Volley 

locked Door to Lodi Miodon 
Dork lion Geologisi 43 
Dfflk lion Wokhenon 44 
Glossweb Spidei 43-35 
Tenipeied V/or Gden) 4546 
Thorium Point 
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SilithusLegend 




Climbing west out of the steam of Un'Coro Crater, lies Silithus. This desert land is in a state of flux. The Cenarion Circle has bravely taken up arms to defend A^eroth from 
the inhabitants of Ahn'Qiraj, and the host of insect-monsters that cal3 the various Hives home. Among the larger more visible dangers a thread of discord is sewn from the 
followers of the T wilight Hammer, Many dangers lurk in this mysterious land, but there Is much to gain. 


JjCenorion Hold 

J!uiltWiiiijlQiRfir55Wli?tl&r 

Scout EWfci SSOi^t 
Squire tcorenM&ralfi fi&Sidble 
ter 

Bwisitiitli af Ik Shifting StJfufs 

Oompoffltef Mnt'alir}! 62 Otirst 
Mtslilo 58 Ganerd ^(w)u Gwnh 
lendof 

Wifidcoller Koldon W Qw5t 
CliHx) Sljvdtititef 55 Hippogryiiti 
fteiifif 

Riftarmu totiig 5S Quay 
Viife Koflis (Jofit 
GtsfMi Hifldiiiss 60 OtJBst 
WjnEailfet Yessfiild;!! 55 Quest 
iiiirei Gddkaf 6Q Quest 
Oiife Ibut«bw(J0iJ 60 Qrifisr 
[QiaiiWi ImikespRf 

ftfftiiit fiddesprggg S? Quust ■ ; 
toggle Fidfesprogg 55 Quesr 
Kwtifi S't ErjttsQ(Mitsg S^ipdinr 


Vatgua 5? {kiest/EytSrtlilli 
V/aidci) Harq 53 M 
Gealfl^ toitahcinfi iO Quest 
SofWiliiiursS 5? Quest 
Uwiir Ftfcirtiiiw 60 Otifisl 
khuf Hwr-stifer 57 Roopir VendH 
^ Northern Desert 
SSrKiflfesh ScrHpkJ 54-55 
5i(siiJSi!Sfef(ir55’56 
Ekeclge Striker 5 ^56 
Dust StoiRie S5-56 
Valor's Rest 

Irsnrtok H?dfip»Erter S9 
Lcouhtrirtcufeiifi SnpfiSej “ n ■.. 7. 

ittfisd StautslriilH 55 Otiesl - ■ -' 
IjGvq 55 tot ^ 

^^^SoQlhwind Village _ 

ftrriurerf Druid 55^,56 
Mutid SeitfraeS S7 
■ Aeitdel WitHhjiear 6Q feiipe 
57-58 

The Swnrming Pillar 

StftmuH 57-58 Bite 


Central Desert 

SIhiU !%icer S6 
Cifalge Crnskr 57-58 


Mig'rttttDiixuk-f 58 
Iwihghri HMDt^Mwrio 5B 
fSlB Buss 

7j Southern Desert 


StDnefcsh fte;<r 57'5B ' 

M53t^ur 57-58 
CYilrwftWiaiwf 57’58 
Twliqtif Mfflotufer 58 ^ ■ ■;. 

Twiiigfit teufef Wrjira 58 
fhla Bote 

4i Ortell's Hideout I 

Keiiiet 8flu![ SB tef 
^Hive'Regal 

Hive'Segd Siiitfiifi 5^40 Site 
Hivt'Segrri Ffiye l&rii 59-62 Site 
HWfiegoi MiEher 59-40 tliiB 
ilhw'Regot Butraw^r 59-60 tile 
itiw'iiu^iStamtickeT 5960 ESte 
Tfeliess Hofuliti tof'ellh 6? . V. 
tiitelk® ^::v = 


Ccraikr» Staut Injuki) 60 Qirat 

Horde Encampment 

IQiigSk(j^rit6QQu{£l 
McFdk lurigsteik 60 Quest 
^ow htestess sy 60 Quest 
Apfltbetav Cteinord 55 Cfeesl 
Gorteral Kitfeq 60 te 
fifcrAzebeord Encampment 
|ti;:tBar SvjriifitiapH 60 (fejrjst 
Ffwkdl S}otiBbt% 60 Quesr 
Eteathckisj) 59 Elite Boss 

The Scarab Wall 
The Scarab Dias 

j(!^lVllKlIitkR^}Vfl^^!t^lf 6l Qi35Jt 

SoutKein Twilight Comp 

Oeetod 59-60 

kilig^it Aituger 50S9 , - 
Fwiiigfir/(tiEref 60 
twilisfif Stomsttilier 5H0 
IwlintitljecpefbereriO 
, lielsiHi liie Kx* 60 0k 
I Hfve'Zora 
HirelM Rem 5940 Elite 


a 


HteelofQ EVoywiktKr 59 tie 
Hiv$'7ojfl Vfti^ 58S9 
Hiw7wa HivirSi^ 5H0 Elite 
ttffC'ZuroTuiinfileiSBSite 
.. Ccnorion Scout to«nfi3 60 Qusst 
Allionce Encampment 
laieSa Sicolhwritfncr 60 Quest 
Wiffsiln! Bluewtsfi 60 Qyesr 
Coimiin EHKkflrA'2 68 Quai 
irCDiitst ffajifespnrig 60 Ooesl 
SergursilCiffRas 6Q(JrjMt 


Twilight Geoltfc 5948 
tn'iHuhl 50-57 
TwUghtSteriecdler 5948 
TdEght Rwper Mayim 60 
_. Tw^ht PrupilteT 60 Elite 


DiKl Stoier S5-57 
_ Desfirf Rumbler 57^58 : 

Ravaged Twilight Comp 
fcssrt kumbfer 57-58 
Hishlofti [teJtstrkm 6? Queji 


?Jif Central Twiltght Camp 

TwiyttGerslijtdSHO 
IwifigliJ AvBftser 5049 
TwiliglifStMifituIlM 59-60 
TwiyirtTKjHX ilew)i#i 60 
Ivrili^lfiOphet 60 Elite 
l|p Hhre'AslM 

Mtee'fcliiSwimter 57-58 Elite 
Hiva%hi De!enite58-5?& , 
ffne'Mi Efludstc&ei 5049 B&g 
E&fe'fclii Shfiga 5? Elite 
.. CiJKukiii Sccsjf fulifl 60 Quesi 
X^^Sraghalm Pcvint 
kiligptOifflflord 6041 
lwil^Eik[l§« 59 
DustStontKfSS 
Hcfc'diBfl the Eteritd Wateber 

60^^Et 

T‘^^brfl(^nwf0lwsr 60 
Twfegiilft^rtord 40'6l 
Vjral tk V4o 41 
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) The gloom of Silverpine is now a calming force for many of ihe area's residents. The Scourge control this area with a loose and rotting hand, and [here are only a couple of 
areas that are holly contested. Over on rhe east, In the middle of lordamere lake is a fortress where many Gnolls resist the attacks of the Forsaken. On the southern front, 

' there are a number of mages of DaJaran who mainiain a keep from which to launch stri kes against their eternal foes. Apart frtjnn these enemies, the various elements of 

Worgcn and disloyal Undead are dangerous forces for unwary travelers. Heroes from both the Horde and Alliance sometimes come here to battle Arugal, the ford and master 
of Shadowfang Keep, 






Silverpine Forest Legend 
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© tforth Tide's Hollow 

Mwffloae Dw?a«in3‘14 

North Tide's Run 

iMflrflgc 1^14 
.WflOftragE Glufltui 12-13 

f ^ The Skllterttif Dork 

toGrizrkd BesirlMJ 

_ MflSiMtt 13-ta 

I pJ Skitleiing Dork Cove 

frsepa 1JH4 
12-13 

The Deed field 

Feratious ftizzlad 
GksirtoyBeii! i2*]3 , 
I2d3 ..■ '■ 

.. MiittyWoign-12. 

Niglifeli 14 OtHjst Torgsl 
tote Gfcifenjilrtcr 1 M2 


toteWystklM3 
The Ivor Potth 

fltj'KW Tarick 14 te 
toneltaikk 15 Quest 
Mgttte(IW(NglH2 

... KaimliiwSfiM 11-12 

s Orchard 


Degflistiiiflief EW M fluKt 
Mottled Wtaigi 1-12 

The Shining Slraod 

. Vile Fin SInedfa 12*13 
VikifinThltliUiFSer 13-14 

?J Lordtiitteie toke 

Wfe fie Lakeiiiilfeipr 1^1? 
VfcfmtliKle l¥-2fl 
Fenris isle 
' iWetlcfteSyb 16-17 
Iflke^itijlkerTS-l^ 


Sol Hide Biutic 16-12 
SotH'idePlegugWea^rlJ 
tot Hide Sovnge 18-1? 

Vile Fin Lifistalkef 18-19 
Vik Fin Oimk 19-20 
Oj^ Fenris Keep 
tog^gtoaHidB lB-1? 
tofKideSimp lfi-19 
The [lawnitig Isles 
SdefliikeCiscpef lfi-19 
tWetinkeSkulltjcj 16-17 
UAeGtsper 1M8 
iS-16 

Vfefiu Sliwccrwpw IB-I? 

.yiteftiliWtwyTl 


.:d: 


•:i 


tovBJidowSejwint 13-14 

SejtuUher 

Jlpcllieajri'S^ofensi 1^ 
DofarDoisniwaflvci 21 Quest 
GuiBoume SorjHjy 2B JpufiffiviRun 

Blockwi) 

Hiflfi fxKuftjf ttodiet 30 Queat 
ImV^ totes 30 Innkeepef 
kilwi! Fodit 1? Mirter ftM&r 
tofffi tofek 55 tor ItoncHet 
Sflfoli Goode 3B 5tabte Waste 
St»jifcwhR^Affl6t3f 20 Quesi 
tuiw'i tarfjawift QueSi lorgpt 
FerodbosCrinteiltofftl-]? 

. MotecgeWhiteKitolO-ll 
y S Deep Elm Mine 


Deep Elm Canyons 

tobon WHoid 19-20 
tarage Btoiiitob 15*16 
Mdom^ todewd 13-14 
Vile Fin Ic&esralkef 38-1? 

Vile Fill Orode 19-20 
Olsen's TnrlWng 
hwsicb^toiik 12-13 
kcmndOTfSknifl 11-12 

C 


Hi! Gieyittane Well 

BlMubout Wflfft 16-17 


Fen%id HhNus 16' 
llond of RiHieiKiitw lS-16 


Fe«io(is Biirzled flesr 11-12 
fitoiscfl itw hite-15 Qh*^ tegel 
Mooihces Ma)uJ33-H 
Mi)«igEGlultefl2-13 


ttirante De ^Itadowfaiq Wwld 

.. . Dlmuenn 

•d^Pyiewood Village 

. .tobiiflilppwce 13^14 ■ '' 
SonitiiidSKir 12-13 
Pyiswoodtket 14-15 Elite 
hiewcffllSesiliv 15f&e 
hieimwdWaittorHFrite 




MMnrageBStHXIhtej 15-16 
Sktdy Rehgee 1?‘29 
Vftef WflfiPi/21 ChiesiTrirpt 
f Aitibermilt 
Hfffiincige tifatek: 18 Quest ftr^er 
tolfflon Cteiturnr 17-18 
tobonbotettM 14-15 
tolcsonWflfdfir 16-3/ 
tJokuvVtattljsr 18-19 
Daloraft WIzffld 39-20 
Sefen's Peril 

Bcfcnjii Wotdhffl iB-i? 
EktoiffliWizflrtf 18-19 
tovexkMi Diuihfir 19-20 
tovEiKtow 2(k21 
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Stonetalon Mountains Legend 
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^lONfeigON MOUNT^KS 

Stonetalon Mountains can be found in the mountains between the Barrens and Desolace. The Tauren outpost of Sun Rock Retreat lies off the beaten path near the middle of 
the mountain and provides the Horde with the only local inn. The Peak itself houses an Alliance flight path and an Alliance vendor. Though home to many beasts, the wil¬ 
derness is constantly being cut back by expanding goblirt deforesters, in addition to the Barrens and Desolace, explorers can travel lo and frorn Ashenvale forest via a secret 
tunnel that burrows through the foothitls. 


i^Cmp Aparaje 

Cmtottem MsfteiWiv IS 
GiiiRliotem fiJisfl 15 

^ Grimtotem Post 

CKfSttirraefT? 

Gofebcd file Blod 17 
&jniMeaT5eti^el5'15 
tetsdasScfarer IS-liS 
l(i?imfteihoof 15 
Greolwooil Vale 
GfiinUto Woftenoo'T5 
Sfiitttiitflrir Buffejii'lS 
lilaloko^iti 
Wi1(h DoiSOf jin'IB 25 Ous^t 

BotfldersHde Ravine 


^ Web Windw Path 

tiiidm 30 
Itoela StxHtcwsjwQr 23 fluest 
teei)mKsCresji«rl7-lB 
I)«ep(Rft5i Veiormpittef IB-l? 
Sishtr Canyon 
Windsliear Crag 
Ti? Ffeilis 20 Qii?st 
fliilStijfmef 10-1? 
R^l9L^gCP^f$1Wf^i6r 19-20 
DeepoH Veim^^'Etfef J 0- f 9 
DespnitiK WfllEfiinnei 2&-2F 
tbung Pfidewing 19 
Vaitw^f Cotfipony Loggw lS-20 
Venluffr Cwidpffliy Ddaeslef 20 
VsitiiifltOTirai^CfjiwWC! 20,21 
XT:4?3 
Xfi923 


^^WlndsFtenr Mine 

Piiflt 20 Quest 
Wincbhflo; Diagei: 2T22 
Windshee Seomonre 2 h2? 
Windska Ovaloid 72-Z3 

WiiHishflCT Tijr^idrcff ^ 

^ Tabndeap Path 

.. Biuug Gift&pai! 35 tkrst 
^^^Oagpoal lohe 
^ ■ ' Ni2iifc24Vefi[fcF 

Vwilurs Componv Buildar 22 
Vfifitorfi f anifKwty Ertgif-Stir 2T22 
Venltire (ognjwny MotlKis Sniith 

■im 

tlei^icoWFfiwliwIifelfe 27 

Sun Rack HeFfeot 

”' Juykfl 30 tjHiJteejifiE 

TlHFffl 55 WN ISde WmsteF 


GfledStalite WosteF 
Jeeito 24 VflFidM 
&cfiii27 Birfdier 
GfeummiI 32 GeiwFeUMwife 
Stonetnfod Gnmr 
The Charred Vole 
flfocbiFeii Bwilfsi; 24 
Srffidifid Bfflilid: 28 
Sinaesllksir^ZS 
Ri5giMFk]m& Spait 24 
SijfFiing fiffrtiBa 24-25 
Suining DHtioyK 25-24 
ClraFHjAiicfeUTZS 
BliXkeFied Andenr 28 
Furisus Sktffl SsiiFit 24-27 
VouF^(fj]jra)au24 

■ ffetiaftOiiiriiigfo 25*57 

OlWIFKIfl MoKiffitll 28 
BldoittiiFy Hciipy 23-24 
BkulfuFYAnitwstiK 23-24 


Stoo4iFV Sfeiyei 25-24 
BioodfuiY fi&gue Fecfa 25-26 
Eltoadfiiiy WirtdtalleF 24 
BfoffltbySsemWiSdi ?4*77 

^Wirkfallon lake 

Fiitlewiftft Wfiffiiii 2T22 
PmfewiFig CoFtsoit 22-23 
MfewiFig SfeykiFity 23-24 

DdtpmcM VfflwnsjjiHef 18-19 
Rflp^ CMf SJwre« l:'?-20 
Antfeffid Coursa 22 
Busilisli 24 

Stanetalon MovntaSn 

BjflSilyii PsEliond 30 QuBSt 
^ filtllefglJCt3t)Mt2H3 
^Slonetalon Peak 
Tcbteri Hipp<iQ!nili Wt^steF 

Ctiyfi™ 24 Vfiftida 


IfeflperjytwpiFsi 30i Quest 

Sdp 0MSt 22-23 
[oT!E(5i?e Sw Swst 2S 
/uJlfeifed CffljfseF 22-23 
totaF^25 
Fey EftnQm 24 
Wily Fi=y Uiuyon 26 
klig^il llpntef 23-24 
SoFicf Ceflctigs 2S 
CoFisSilarof CfifMFius 23-25 
CentiFWFi SotfflHst 2E-24 
TfwsiE ftlly 23 

(^The Tolan Den 

CflFMiKHt Dfutd 24-27 EUk! 
CcwFioe Coretdbf 25-26 flilc 
i4iFlrfclhmM25B}tE 
Gotdl:B^lfo[id!)FFFs25fe 






























At rhe soLithern end of the Fastern Kingdoms i$ an area of rivers, jungie. and coastline known as Stranglethorn Vale, This gigantic section of the continent is ht>me to many 
beasts, and it is also a place where CobJins iiave and pirates are foorsd in great numbers. The Horde settlement of Grom'Gof is here, along the western coast (accessed via 
Blimps from Qrgrimmar and UndercEly). To the south is Booty Bay, a neutrat h>wn that is truly a place where anything goes. Some of the finesl hunters of big game in alf of 
A^croth come to Strangfelhorn in hope of fighting the rarest of feUnes, apes, artd raptors. 
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StfAnglethorn Vale Legend 


Rebel Camp 

Bi&lber ffirratz 40 fliist 
CwpaiDl fliutii 40 VenAw 
CtKpoiel Kolefr ^0 Ojc^t 

tffii/tsncnt 0or^ ^0 
Konen's Contpaund 

Rurzen Cmimqndo. 3^ 

lfcrz«;)Jt«ig1afigfif$r 32-33 
liiJfzei'. Meditra Mm 32-33 
Ttujien Wflf PoiHlta 32-33 
}!uii«iW0fJ^ef32 
: Kuszie*! Wrflrglcf 31 

The Stotkpile 

Ciilcutei Kiirwn 40 tlite QiRSJTfiisei 
Kwzefi CKwraiido 31-35 
Kurzei Rrtu 34-3? 

Iteii StiOfkfrt Hufiset 3B 
i(uCTn Sulxhitff 35 

. ten Witrti Dixrcr 34 

■ EjJ Northern Sfranglethorn 
Vole 

Golwift :lie AjifiBfsr 6Q (Jiicst 
etog'ftrOKj 10 
BI<!4Hfe{i5?feusiiTJasiej3l 
BIcodyLi^ Hiintsr 3S 
BWsl^Sccffinger 33 
EliteiStiDnftteibiFiiri^f 34-35 
Istioil Ittiplt4 35 
MhMlf Gfflilto 32-35 
.P-rnFfttf 32-33 
SivpO'KciisIt.Sl 

Sfinfi/c# hstfry 31 
5(orie m BdsM 32 
StJen^ltKKi? Tiger 33 
SHniflgfeihsri^ 37-3B 

Ve^iwf^ Cswy MefW’ii; 34 
Vs'-'ia Ct)rr;K:. ly Mi'ic’ j4-;' 


young Poiiltter 3&3'r 

Stoshthcrft lip 3031 
4si^ Nesingwory'ii £xpedi1ian 
Aieck SauTck 40 (hiest 
ftfliiiii Sltiiiep 40 Oiesr 
Hemer ffesitrywBry 40 Gtiffif 
bplina OiamuE 39 Axb Vundor 
S'rS IbigfHjiri 40 
S™ Oucfltd! 30-31 
youti§5trn?t!3^atoTip30^T;;.- 
(^Ruiiudf MKundo 
BloodsiJlfr OECSttnflSlr, '’■ [T. 
Blcorfsc^fr Ourscrke: 34-3/ ,i,. - 
BJwjdKufo HfcODr.'jh;t: T-- iT . ' 
llfettjsrtiEp Hunter 34-35 
teis?ii!ip'Ayitir 35 

Bi-codialp 1 -V -^5 
Sicisdsdp Wrtfi? "7 
hazrEDtlEHiD-irs Tyjat 

Zaulde^iQ Ruins 

^srss'ke; 3£-; - 
HBO!ir:n3r3fr-37 
S’3r^c:i:'^\rriv^: '■.-:or37 ;. 

MW Sovoge r^ajt 
SSr-iTcb ?3 
.7 ."ciic - $4 

f.rysnj: -‘iU34 . 

Hr ^aSnvTK^'-CiwoiB?: ?& 
qsiltrPs'Jpif^ 35 

5 fiol'Idl Jtuins 


^r-Tf^jrar ;'4 


BtoalstrUjWorrior 33-34 
lake Hoiferiri 
SnapjowCtWitiik 35-36 
SlMrfitflc[lfiff9njv 31-32 

^ Venture Compony 

OperaticRs CenJw 

h u?zle 53 {best Tajp 
Comfonv GeflbgLft 35-36 
tcHflpon'/ Mechenit 35 

i UW Venture Company Base 
Comp 

Csd^fiv Gcclfl^ 3S36 
' '/AnilLirf. Company ttecWik: 34 
V’^r X” Cufn-^Kii^ Sfifetkkf 37 

M MQsh''Og 9 Ogre Mound 

MiKf'0®ij?id45flile -- 
WKlr'Ogg ;'.icufe^ 43 Elfsc 
^irarsi 43 Etiif- 

f^'i'^VOgg ^petknrrii: 43-44 fSle 
MlijohSuin: - - 


Haflh itB Unibtug 44 
SkJiptitef Aie ThiDwer 39-40 
Skufcpattsr Bwjtifirc^r 42 
Sku&pftter Befseife^ 43-44 
SJtufep&JferKeiiditWitcr 43-44 
SFrilt^fiilto HufltEr 41-42 
SytqitittBf Wv^c 39-40 
Skulbjililte Plsiitlier4]4? 
Stjilb^jlifliefkriur 41-42 
Skuliisiittef SpiikdEKtei 44 
SyMiltEf'fteof 3Hfl 
SkuB^pStter Vi'itrh BWw 4 H 2 
Venture Company Mine 
Vaifiirfi famjiHny FoiffliMn 42 
Itenpiiw {EHtpay Snip Wlrwr 4041 

_ Ve(irurfi{oJtf(j!nrTdoeref 41 
J^The Cope of Stranglelhorn 
iijngi&StaHffi{ 40^1 
Shoifcvm!twl^ttltef37 ■:.. 

^TtuflstitG^eiBiliik41-42 
Southern Savage Coast 


Crystolvein Mine 

(raiipw Gfls^k 43-44 
Ruins of Abortiz 

Yeji[tu41Qije'i 
CtuHky lai 43 
fouiil Hunter 44 
Jwi’it Nogo 44 
Zttnzil Witrti Dsclw 44 
, Zipzil Zemfeie 43 

i|0 The Crystal Shore 

Siheiboti: Totriurrh 43 

Mlstvole Va0ey 

Vfit^h Ekma llfibagwc 5-3 
IfeJet MHlwIe Gpriffo 404! 
GoilQsh47tliteGueillcfge( 

Nek'ffiani Wellspring 

1;^ Booty Bay c 

■Sm M“Mfck5uley 44 Quest; 
“Slrak/' 44 Quest • 


:7;Y7%;W‘ttli3(idQr:;‘' 

Souther Sirongl^thorn 

■f'Jifc :7: 'iikl.! 
CoitiieMsk?? 

. . kgi3frimi!sK3?’3^ 

?;>:'Tfl!n(W’t^itfiEr3? 

fiw?:y ?7 

Ruins 

ShtUssfaH 39 

Sifii!is?hte 3940 

Wiii-RK .39-40 

Rt?]iis of 

.ini]'i.tie.< ti:s 43 

ifiMMMiiKsiffira k4 


BlooJsailMk-f 40^1 
CoWEv^0esife£'59-46 
JufTj^e Swlktr 40-41 
Nego LsplttEF 43-44 
^Gurubashi Arena 
.. liiiigle 5tqlk«r 4fHll 


Blooifeii* SiMSSk&u-iief 42 
BkKHkniiWa'lfitk 42-43 
Jungle SHifeerAO-r: 

Muini of lubuwal 

Zsfizi: iWsr 44 


Brikk tocipfi ^4 UtodyjnSfi 

Captrai Herkfeburr Smolts 3? Quei! 
CiDTik lizzleixib 34 Qued 
Brizzlik 4S Qiieit 

r^tZADteOnr7 44Qoeit „ 
HcJB Silverwind 44 Ssruulisf 
Gftitiiik Gcrodilttih 34 T-oikif 
Cisiip SSWindJfiiter^tofer 
GyH 55 Ciyphm Mgsiet 
M eepei Skindle 4fi liiniif.epef 
KchiSSSlkil 
tet35(Jii«5t 
f^^lr^l^42^^VBrnfor 
OfllffltKirift Obficto SOCrsamc 
^SSflCEj/OufiSl 
kSiiiliz 43 iuoiWviwinif 
MCrjii^Stt- 43 ’/j: 


^ Wild Shore 

Bl(»tkdilOedl>9id43^4 
eioofejll tWa Mogus 44 
Ikrtlsal WjQfts 40-41 
Bluorisd Scarfog 44-45 
fttfflxbaS Sviubfiy 44 
E^kHxM Swoilibutkfer 4? 43 
BtoodssSVtaifed 42-43 
Bfi/tui43 

Cfiploin Keelhal 47 
FfeetMoster fiiQlkiis 4S 
Go.TSdtW43 
tfciipokii 43 

Sswtfioin SgikI CriMfer 4&-h 
Joguero Isle 
l^kas) Pcolian 50 Duaf 
iagiieiuSitilki:-! 50 

. .. . -- . 
To;. SkyniiPtewrT;:;:' 

Jtmeiro's Point 

V,.. ^A'nist] 50 E^te Qu«P fargea 
HoKef ftutns 
Mufk9i!IForQ9Sf35 
Muftgi? HiHSE- 35-3i 
Mofkffi Lofid 37 
iM^V/eiitiuf 35-36 
Srom'gol Bose Comp 
ftrapjn 40 Htiboiisr 
Si(r*ii 35 leortiaweiker 
Cflnirro|Kfer Aggio'gflrJi 55 Quest 
For Sew M-jkMi«r<fr- 15 Quesr 

, .^jdiSuk 40 Com: . 

Hiftibu^iiii 41 Qbt'j-' 

Tliysh 55 'Wir;d ilidtr ^feIs1er 
fEf^ M0s»ir !(&?'-?-r-60 Tepfifllir- 





























§wgMP OF 

Through Deadwind Pass, east from Dusk wood, is the Swamp of Sorrows, Dragonkln dom inale the eastern swamps, destroying any interlopers, w'hile Murlocs, Spiders, and 
Horde patrols hold the south, fortified and reinforced frequently is a Horde ouipost in the south, in a spot where the AJIiance simpty has no control or ability to oust their 
troops. To the north many lost ones are found, though some are mad and aggressive to all, a few have wisdom to share. 



^ T V a I 


;S A N C XffX HTj 




;rj*fTEMPi,Eiorr-« 

" ATAL’ NAKlt'All^ 




Swamp ot Sorrows Legend 


Splinterspear Junction 

SariiQW Sdnfior 3 ft 
Sti 3 ?iD(d koutS? 

. ..^ SmiiJipJofwir 3 ft 

Misty Volley 

’■ ’ «aeW42 

Swcmcwiilkr Ehijr aWCl 
S*{nnpift'dker 3 S- 3 ? 

. ■jungtdlkrar^O'l! 

The Hurhornga 

WridlMr i2 Quel 
Mowr r^t^dr 44 t'BftdiH 
OiMiiel f)le 42 
V Sjwjfnp Jonuor 37 


VKiiig Swlflotti Croailiik SS-jifi 

The Shifting Mire 

tflsl LIji& Fi^tiefinim 

tiBl ttuLkiMIffl: 3S-37 

|j05l{)ini.Alin&ii!fif S4 

felioit) Jbe Cudod 39 Qusst Ichqsi 

SowJMibirotdi^ 38 

SofrowS[Mifir3ft-37 

Swiiiii^%iw3ft-37 

kflirafiMiiEf 39 

Icsigfed Hcirar^O 

Fallow Sonctuory 

GiimlixMlwadS/Qisest - v 

biilOnaChififltMr39 


losf One [ini 37 
f'diOTiofl 36 
IdsI 0fieHmi(ref36‘3? 

Lost Gjiij MuddweSaf 36-37 
lost One Riftsfl^kfif 37-3B 
lost Gfle Sesf 3& 

StDTwrd EKpfarer 37-33 
Horthern Swamp of 
Sorrows 

Sewlfittlb Cftnolisk SCT 
3ho{Stwt^flief3MS 
- fangy ttariM 'tCr 
Misty Rood Strand 
^^Lir$k Flc^tflr 4344 


Mflrili 4243 
tell Mij'kK41 
testiDus Mw 43 
SiMftjcilh Snopjar 4? 
Si«ef4[M} 
Slfflfflfrf Ejtptorer 38 
: U Sarrowmurh. 


tide Dit^oiikffl 4S tSte 
kiwtajtki Swppfif 4142 
Scflfe6ii[Bf(;pl(!i[t4344ESti0 
Pool of Tears 
Gm kcdelHiM 42 Elila 


GreBU WvimkJn 42 Elits 
SLrfebrrt! (ciptfliii 43-44 tSie 


ijjl Stonord 

Bfeyk S5 Wind ESdet tfes-tci 

Disptwft CHiim5ii«fer Rup| 60 Quest 

feTzeojI 60 Qiftet 

GMr4lDflid:55 Quest 

Giwfii 7iiii) 5S Quesr 

H^ninn ilu S^ih ftQ Qi»{t 

Pw/cirSSJ&bamsE 

SttBPC ConogiiQpfHit 52 .. - 

Stonsiii Gfifflt 55 ■ 

STonoiiiOnSfl 

tod Wbyte 5051 ■; 

Zisi'dcrttHj 60 Quest 


Stagalbog 

EteailfelTSie IrawitDltt 4041 
AUssti fleiJiMteT 43 


Wwsti InksiKwef 4243 
MimtiQrfltJs45 

to Elosted Lands 


Wad) li^jspewef 4243 
Stognlbog Cave 

Wcisti Tfetieqler 43 



tthanus"' Cove 


litwfiyj 45 QjJCSt 



Factions 


Races 


Classes 























Gadgelzan one big desert with all the desert creatures you have come to expect by now. It has ]b*ards, bu^?,ards, elementals and more. There are also Dragons, Ogres and 
humans along with an instanced dungeon to test the mighty. If that's not enough, head north and check out the pirates, they aJways put on a good show. It's a good place to 
solo - especially to farm things you need like leather or cloth. Some great rare items drop here Uulie's Dagger). Beyond that, the ^one is huge and easily shareable with others. 
There's a place right by the crater where the mobs drop herbs, so you can kill for the herbs instead of looking for them. 
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fanaris Legend 


Gndgeli an 

Senici Stiivep FirdiHfottstir SD Qvesl 
Trtin'rsi; 45 Qtiest 

Hiiffl SpiMbfspiiriff 55 Goblii! [n^ew 
BiiHbtJffing 55 Ei^fn^cr 
Sfiigal Operatoi bsjhnsSiiii 40 Gyesf 
^raJ^}t■4 y^tlhimmec 55 OtsSt 
Rklle 45 ttiiMny 
Noonshdde Ruins 

Wifitekwnidei Ooftij 4H2 
WcstewariikTliKf ^-7^ 

Steamwlieedh Port - 

Wiltinyii 40 Oussl 
f IfHibffljr 45 
StotSV 10 QlKEt 

^ M3 45Qisst 

Waferspdng Field 

WQiW\»ti[vJ«r Oqndit 41-43 
Calipti Sffltjiidifiiig 46 
Wo?tiiwiMiclsr Itef 40-42 ' 

Westewonder SlKjfcw Jikjt 4Q-4 3 

Wint^Kianfer AEBSiln 4Pt6 
Stypitl tiiil Lmhcf 44-45 ftte Kcc 45'4'f 


Blistffpqiv Hyena 43-4S 
Gbsliiife (k)ia 44-46 
lalashji's Den 
Z[S]5Hp45 

f Wavestriiler Bench 
Cav«fns of Time 

Wflrwwi 
(tacindh 
OccAii 50 Eli:ij 
M 

[lost Rigger Cove 

SCfiftte PitDle 44-46 
SouHtean FrfiaHKit'^r 4Jlr45 
Ms 45 
SMicHii M WoifcEr44-4fi 
. 5«itii»GSwKlibjdds.44-45 
South Brenk Shore 
CofKt Slillfcr 48 [Vie Gionf 
SwiGlffe 48^50 
Lands End Beacft 
Giflflf5uft GliiJcr 48-50 Elit’S 
Tjll The Gaping Chusm 
fclwk Cimcif 15 


Jl[i77flif SandricrN 49-5t 
Hnijflli 5lflf^§ea 49 
iBuraili Steamy 49-50 
Kufzflli Tunnetei 4849 

HffiailiWtt5p48 

Hfliioli Walter 47-49 -I' ■■■- 

Srokeii Pillor 

Mjoiwii Riirtitsedte! OwsJ IJFC 

Bli5teip(iff ttyera 4346 

f fee-R (hi 44-45 

Gibsiiiiia 43^5 

StfflpklTtfi Losttei 43-46 

Scwpiii DimcsnAflt 45-47 

OiKiwS Itorfen 44-46 

East hfloon Ruins 

jtolHdiisteiiMwfS^B 

. OuRDiPW]! 4S47 

iJuftEirayl ftfute 45-4B 
EKiiKiiiiwl fnbcci 45^7 
fcinemmi Cgrj& Mage -f 5-48 

ibitetMii WcM 45-48 
Shssliide sjflza 44-47 

South Moon Ruins 

&j(ierr4Mj{ Moftet 45-47 


tkifteifiqtil 09»c Wogi 45-48 
Bt)nefl]DijWoilotk4S4& 

Dujie SrwsI^ 4N9 
CUossliids Mdia 47-49 
Secsitigkw; 47-48 
^ 5reip«iCha;i&:lcJkei46‘47 
Valley uf rfie Watchers 
Prospette Gunfiloft 4 S EnpIfliiHs'' [pogise Sneit 
Ouae Smoslra 4S-^9 tiite Gmt 
Rq^ Dwe SJBidia 50 Elite 
IStiileipf# HycfW 43-46 
^ OossWesPeniJm 47-49 
Thistleshrub Valley 

tltoiitiitle Fferrfei 47-4? 

Stwpid ftyiHiSiolker 46-47 


Gfesliiik Cozer 44-47 
1^ The Noxious Lair 
Cefliiffiw Sflipi 48-50 
Cenlpor SvwHner <9-50 
CaiM^f 47‘49 
^ Abyssal Sends 
fifetfiiptw Hyarw 44-46 
Sewpidy icsh5r4J44 
fkEK43-45 


[litWitiub Ifew Cblletliy 4849 
GwjfW IteHfiW 
'[]7^ Dunemuul Compound 
tel fiiidi^pcw 45:40 
IJwiHftiut Ogre 45r47 
DuflEPrfflif Biufe 45-48 
Oiiiflmtuil EislDHfif 4547 
•0i!(iete{)git!Mtilie454a 
Disremoul Wwlock. 4548 


Sewpid Ekjn€<rawl& 46-47 
fcltide6flaer4546 
^ W Rogsr 4S46 
SandsoTFow Watch 
GfotnidPtHiindtiF^H-? 

, ,, MdefiasSy: 4.2-43. 

SttiniwgfllisfsjpTO 41-42 
SB[Hllvr¥flHtort«r 4243 BUe 
Sondkiry kx$ Thuwet 4H4 Efelfi 
Sflidhirv fktdlbf 4344 EJff! 
Saildtj(TStHidffii(rFj?lie[43^4Ek^ 
iutrnpce to lul'ftJrrok World 
: Dungeon 




























Ufsoi the Mouiet 12 Quest Tnget 
^ Lake Ai'Ameth 
Oendon 11 Quest 
Fel Cone (Ground Sgonwis) 
rmbedbrig Seed (Ground Spowns) 
OoLenscowl 9+ Quest Toiget 
Milns Bork i^ppe; 7-B 
MeilinQTronipietsB-? 

_ lifflbortinQ W 
(l^ I>olaiKiar 

Arthndos Beormonltc 11 Quest 
BYonoe22Flisi/yd 
Corithfos Moontoge 10 Quest 
Cyndto Kext«hHpe( ?8 Akhernist 
InnkeejXir Ketdomyr 30 kmlceepcr 
Wukinc Sodeleof 17 Hetbcfct 
Sentinel Kyro Storsong 12 Quest 
Syrol Bbddeof 12 Quest 
ToSonkoiSwiftrootll Quest 


/(ininlSCook 

IjFetRock 

Ocfk Sprite 6-7 
loniMetenosBOuestlaiget 
Rcscol Sprite 5^ 

Shodow Sprite Si 
VkkxB GreH 7 

vi^Starbreeze Village 

Goeioios Toivediren 7 Quest 
Zefli»fouilx)cl7Quest 
Feiorilos Dteom Eota 8 Quest Toiget 
Gnodpino Gordener 5 
Gnodptrve Mysk (r7 
Gnortpino Ikso S-6 
Goofipirte WofTior 6-7 
\]^Shodowglen 
h«f(on5Quesl 
lonodtelio 7 Quest 


Grea2-3 
Grellkm 3-4 
(Aong-f Nighhober 2-3 
Thistle Boor 2-3 
Weiiwood Spider 3^ 

Young Nightseber 1-2 
Young Thistleboo 1-2 
Aidrassil 

Conservotor llitxA)ii» 4 Quest 
DiruniaSiireisttineBQuest 
Gibhoion Windwolkci 9 Quest 
^ TeoGfon Stoinignp 10 Quest 
Shadowthread Cave 
Wfiliwood Fjo (Ground ‘ipownt 
(xthyiiss the Vile 5 Quest lorget 
.. Wetwood Spider 3-4 
Donwssus 




Teldrassil is the new home of the Night Elves. This distant homeland is far away from the safety of the Alliance lands, yet they are free from the focus of many enemies. 
Undead are not tolerated in this forest of life and beauty, and the Night Elves have many protectors that guard the land from any demonic taint. Beware though; the Firbolg 
and Timberlings who once existed in perfect balance with this land, have grown aggressive of late. The Druids of Teldrassil seek answers before the beasts and people of the 
land suffer their own madness. 


]j Rut'theran Village 

Boat toAubedinc 
OoiYnUghtwind 30 Quest 
Eceios Arobersky 30 Quest 
Vesprystus 55 Hippogiyph Master 
THe Orade Glode 
Akintia Koveneyc 29 Fndionter 
Mist 10 Quest 

Senbnei Arynio (Joudsixeok iO Quest 
Sironge-leded Piont 
Bloodfeothci Fury 9-10 
Bloodfeoltw Hapy 8-9 
Bloodteatbei Motrixch 11 
Btoodtoitiia Rogue 9 
Bloodfeother Sorretess 9 
Elder NigbtsiAef 8-9 
FetdNightsabef II 
UtdySotthfohl? 


Minion of SetiM 10 
Sethir ^ Andenl 13 Quest Target 
Strigid Hunter 8-9 
Strigid Soeater 7-8 
Webwood Sitkspinner 9 
Wellspring River , 
Blodmoss the Fetid 13 Quest Target 
EIrkf Timbeding 11 
fimbeiling Mke Beoit 9 
Road to Dornassus ' 

Modyio Monewerwer 30 
leolherwnrker 

Rodnool Mone'iireoiref 19 Skinner 
MiohhobMSnAM 7-8 
Strigid Seteedw/-8 
■ , Wetwood Yeoomfong 7-8 

' Ban'ethil HoHow 
AgdBQuestlofget 


Grwripine Amiwsher 6-7 
Gnodpine Defender 7 
Gnarlpine Shofium 8 
Webwood Verwmfnng 7-8 
Bon'ethil Barrow Den 

> .. Oberi Rogeclow 40 Quest 
Gnotbrine Augur 9 
Gciodpine Defender 7 
GnoripineSbaroanS 

. . Rcgcckiw 10 Quest Forget 
Pools of Arlithrieti 
tfightsober Swlkat 7-8 
StngidS(tee(iret7-8 
WebrMKx) YenoruTong 7-8 

^ Gnorlpine Hold 

SlrangeFiiitedPloot 
Gnorlpine Avenger 10 
GnoifpinePtirtifiidet 9*10 


Factions 


Races 


Classes 












































Tirisfal Glades has seen the ravages of plague and the Scourge. The once vibrant vi llages and grand city of Lardaeron lay in ruins. Remnants of the Scourge still roam the 
land and the Forsaken who have awakened of their own free wiff are hunted by the Scarlet Crusade. Murlocs infect the northern shore and Rothide GnoHs have beer seen 
taking over a farmstead just soutii of It: It is a land In constant turmoil. 





Legend Tirisfa! Glades 


Ijf Death knell 


iJbHkrtdisf jlAarrfo 5 yuest 
fKeaitnr Aneri ^ fluttiJ 
tkiftiguKd Sdlm 75 Owst 
Duskimt 1-2 
■I'piingSttftengfir i'2 
Wnjickd ZOnibs 1-2 
^ipJsK 7cfiifeie 1-2 
WettugeStefeiDis^-S ■■ - 
DifikbotJ^ 

5<(ivfi^e( 2-3 
S(«lef[Miwi!rt 3 
Kmjrf S 

Gokii WoftlogiK S Qusl 

Hight Web's Hollaw < 

Vffliiigi Npj^i: Wpf) Sp«lei 2-3 

Solliden f(tfmst«iid - 

OeatfHjtaiiif SitfliRr 23 Qiittl 
Tiraittf d-7 

Wfournf S-(5 . 

ttfislii! FratiifiUFui H 
Wal Fiantef 7 


SwiSet Waiiiar fiJ 

^ Nightmofe Vale 

Ikiep! liKir^ 5^ 
Ijfentef IlddMt^’7 
Cofsed Ifcifchflwnl 7-8 

3<wli;! /feaowTi! 7-fl 
Co^Foini PeriiiM 9 

Sliwnter Pond 

&6(i:^ DtBkiiKjrid ^ 
OuiwdflcfkfiMJiKi?^ 
Gfflolw Duskbor A-7 
Ki«ft>gfeuj5-6 
r^i^RflvogedCMpsiW 
Agoitianfl MilU 
Cursed Do^JiOWiii 7-3 

fentKflge Soldier fr-7 
' ‘"tijii'Soili ' 
(kvlilL%iMKl$ 
ttarkfe Cflsrer 7-5 
Gmbd Skdl Sahneffr? 

A^QHHid 10 
Thurr™Aprand 10 


fts^OJ^giHillQIld 10 

Rotting fir4test()f 1011 

Wi]ili(Kjflmi5taf^ll 

Cold Hearth Matwr 

Bewm toisboi ?4 Jumm^mon loilcij 

RffjqaedCDipieW 

RfiJlsig iteod 5^ 

’Atfr^RDuskii^a-? 

Cutsd Baiklwiiffli 7 •$ <.1^ 

Greolef Oitskbot 6-7 

BtiH 

Whguotd Oifliiiger 22 QiiejS 
iuiwf Ajwlhcw^ ftofloRtl 20 Quest 
FtuvrtjSAipeiilteHertK^f 
ttD^wusSOStMflcMrRfer 
fwhmh r«t 30 ttndeiKl fti5cs« 


m 



SiififHt Instufctor . ^ ^ 

t nedM Zygofflf 1 A Quest 
ftire CoUfifl 12 btlllK^ Jintijr ' - 
MflfdlllKlf : 

%5ilSte!l9TfiKlfrSiipfili6S M 


Wfs. iNtdrcrs 10 Geiteral Supplies 
ScHiwWeslDft iifikfMi/fi 
IhrtjefcfflSijjitifes 
Gatren^s Haunt 
RotHiifeSiiollW 
Rw Hiifa Gsiiviacitflr iri i '- '■•■ 
M Hflfe Mtstrfpot 7-8 
J^gtjnt Eve 30 
Ruins qI inrifoeron 
Underdty ^ 

SrightwQter Lake ^ 

Civile ytai 15 FisliefWi 
Cwrsed Whflisnif 7-8 
V3iti|)iiit EhjsktntB'? 

Bolnlr Farin$tead 

Cutsed Mliotimf 7-8 \ 

. 

lifeediiig Itomir HI 
ViSomletifig SpMi tO-il 
The Bulwark 
firgePt OiHlilcnniistSf HosDftQ 
5S Quest 


Argent: DHknr Gioivsi] 50 Quest 
becviw Defiiflgtin 61 Quest 
Apettiecuv Qiitters SB QueiJ 
Sfwinw Ptiesifii? Vbnifc 60 Quest 
_ Ate® Besov fiO QyasJ 
Cnisoder Outpost 
Saiifet 7eflbt 8-9 
Stdtiiet Ftiffl MO 
CoiMain VtKlwn 11 
?®MV«nofflweb Vole 




VoiPpclliBldw 
Bavermi; ItektHKjrtd 9-10 
Vfeieus tl^lilweb SpidBr 9-10 

^Faol'jRest 

WnatKlJQtitlwniiMO / 


hihTOto Saidat WiDRKlcPV W- 
MOimpn 

Wst Scent 29-30^ ■ ' ’ 

Sfoifet ^litgiEwn 29-30+ 

Scalet PtiBcfver 29-30+ 


Scorlet Wohh Post 

Saiifct Frior 9-10 
ScodstVonguMd Ifrjl 
ScodaEodviiuordlCH ( 

Storkl Ueupliyte lO-l 1 
•• CflplBiiiM£iwbl2 

T^eppliit to Orgrimtnar ond 

Grom'Gol-Outpost 

floollgmid L'lMieo 22 Queti 
Sksta+e fijhDboft 25 toaevroflii 
ljB0*1ie«i£Klccr 
Siisn) Wort 13 Skinmr 
Alanine Tcorililiiy 15 Fistisnfi Semite 

i^Horth Coast 

Vae Fm Mirttf Orode 9-9 
Vib Fill Puifstteltfi^t 7-B 

Gunther's Retreat 

OiBilket iSucunns 53 Quesi 
Siinn-^'ifofiof’74 
Hufl^sing Dead 7-0 
Gerithef's Minton 7-0 
































Un'^ko 


Un^Goro Crater is the blast from the past. The land is loaded with dinosaurs, walking plants, big bugs and clementals. As often happens In lands with such menacing flora 
and fauna, adventurers that have managed to get stuck there wish for your help and frequently offer quests. Targets are abundant and that helps with the kill quests. There is 
some collecting to be done, and there are some incredible quests that balance the whole mix out. It s not the biggest zone which is another plus. There's not an overwhelm 
ing amount of running for the quests, and that always helps. 



Un'Goro Crater Legend 


Urf'G()roGo*Sl>Si 
Un^Gofo Stdiffir 41*4? 
tki'Gorolliimlfflef 52’53 
irClraSS 

Ironitoftfi Pletedu 

Pletronikw 40 

EQSietti Stone Pylon 

f leiiglifta PtarwrlQK 40 
PlerioidcK 50-52 
i^eraidoir 50^52 
Wostorn Crysitrf Pylon 
ftcfizied heircndDot 52-53 
Ffwizied PloTfirdiH E2-53 


FEBiuial 52-53 

The Morshlonifs 

Kdoasaiir SuniKr 49*50 
yBJBiriHJs tfniHianK 50*51 
T^rsundon 5!^|g 
Kotwilpeml bstsEr 49-50 v j:.., 
•^Tho Slith&ring Seer *’ 

' G(BT5feWbspSl-52 
Goflsfii Wsiiet 51-52 
Gaidii Jtarvsr 52-53 
fiofirfii Stingfif 52-53 
Gonslii TiifUieSH 52-53 ■. 


^ Tenor Run 

Giutiriaifi Onre 53^54 
BlocHbelal lonier 53-54 
FUflr [licfwIiHkiii 54-55 
53 Elife 

iWoc^Kiriip Stsgorfan 55 ^ 
^ flofed SP&jJtian 53 tSts 
^^Goltdiko Hot Springs 
, Eliiei DiernetrzKtofi 54-55 
Bloodpetcl fe^nir 53-54 
filtjlHm Ooze 52-54 
KrolilefiOCkiEst 
5tia;d5fe93il«i5^‘54Eliie 






Marshol's Rokgo 

Shizzle^OQsffisT 
Quixxil 40 Quel 
SI Ou^ 

Pehii Crossn 46 Qutal 
Oodurp 45 QogsI 
ISjI'Acyre Mtcrefttl 45 Outsl 
WifiMjqn Mof^ 43 Otitof 
43 tliie&t 

Pelts 3[k35 ^ 

jL^^Lokitorr Tor Pits 

KB.m Rfinttihd 45 Que^l 
Mm’VgJ. 40'‘BfluasGiirlriijnEC 


Iw liiktr 53S4 
TcrUid53-S4 
Tor Beinsr 51-52 
TorCic^rSl-SZ 
Pi&iml Giijfi 50-51 
Eloi}dpofci1Fki^ST52 
Pifiiii9»rffllffli 51-52 
Slone GiHttiMfl 59-50 Elite ^ 
Tcong Stecoedradan: 50-51 
NorHiBfn Crystal Pylon 
hetrafiden SD-il 
H Fnnpt Ro<k 
frMcOHPQifest 


Stegodon 53 Elio 
Fire Plume Ridge 

SccKlwtg Elemofital 53-54 
Livmg Elare 54-55 
SbEeniuiBr 56 Elio 
iionhido De^lSdUr 55 ElHe 






















Pfg^ 9 ueigND§ 

Above the Alterac Mountains is the entrance to the Western Plaguefands. t ainted beasts, vreious t {umans from the Scarlet Crusade, and a number of Scourge Undead live 
theri\ Cauldrons of bubbling liquids are guarded by the mindless dead. The Horde and the Alliance, so seldom to agree on matters, are both at war with tfie dangers posed 
by the Scourge, and tfiis is the frontline of that battle. To the east is Darrowmere Lake, where Scholomance sits quietly in a deserted town. Walk here not, lost your group 
face trials of epic and deadly proportions. 





Western Piaguelands Legend 


y The liilwork 

fDaflMiViitwK 52-63 
JfefiflseEl Elacti feffs 5 r-52 
VfiM Milt Luim STS? 

^ fekteme Fields 
Staitet Hoiifflf 55-54 
Stfflfet Hunier 52-54 
Scral^t IvcAw 52-54 f . 

ScDflesMEik 52-54 
Stated Ffnyis 50-5? 
SfcektDjSwretei 56-52 

e SksremjCbuS 50-52 

DqJsonk Teors C, 

Caifiai lurkdr 53^54 
Di5MseilWrfl53’54 


Rfltlifig Cfflkver 52^4 
5l!etey%rar 52-54 
NwthridgB Lumber 
CwWHi Imkisr 4657 
SwfktKii^ S4-5i 
Stoiier Imiiiflfiod:, 54-6^ 


Heorthgien 

FwEmcn ferdts £■? flite 


hflJKliof Lfflik 61 tSre 
5?dBf?i4ii}ifi55-56£Blff 
Sciiikt Priest 56-6/ Elitie 
ScfliktScflHneS 65-56 Elite 
ScoifetWoAefSS S? fSte 


StarFet Tow« 


Higlt (feirtf 63 0ite 
StttletAveJiger 56-57 


SiQilet Itfii^l 54-56 
SfflfetMige 55-56 
^IctStffiSfciniEr 67-59 

^ The Weeping Cnve 

55-56 

ttevaoiing' Dvze 66-56 
Pl(HfU9 Lwiei 54-56 
Bfliftfij SeiteriMtlt 55-66 
VSfl Si™ 54-65 

Cla Withering 

Himgainj WEpah 56-59 
f logw Wftfs 54-56 
K!witifigVisio«56r5& 
iWuljiig Octfit: 54 S& 


9^ The Wnthing Haunt 

FelidT^iiilK 66-56 
FfieJing Girndl 65-56 
PlegiiB laker 54-65 
KaHing Gboi/j 55-66 
Ruins of Anderhol 
Co(dWrailii54^6Hte 
EterrefEt Eirffliidion 56-57 Elite 
Flesfd Sdem 56-67 Efrte- ■ 
Sneonwig Koumf 64-56 Elite 
Sewing CW 54-56 ESie 
SfcefelfllArdytfl 64-541^6 
Skflfetel EwouticHier 55-66 Elite 
SkUcsiiVAufsdSS-Sdfme ' 
Suite Gtwii 54-66 Elite 


Sarmw Hill 

SketetolfluveR 5D-61 
SknreifitgGtteufe 50-51 

d^UthedsTimib 
High PttesrMte 65 

^Sorrow Hi (Crypt) 

twi Aydp^flt 
SLektel FbvasS^St 
^tel SoKHK 51-52 
SJoveiingClioiits 60-51 

8 [ttirf e^mere Lake 
Coer Dmrow 
MstMrftVl? 
BdierMfisteisOfi 37 
, .. Cii«FD{itraip[TOiieef- 


Cost Dflrraw Gfiscri 
CdQf Dorrow Gnoiilsns™ 64 
Cwr Ddiim Horseniou 52-66 
Evi Sffltlwff 54 
Josejih Dirfe 31 
UiciMSorfcliJ 55 
Wfls^tijte fiteiluke 5? 

WagniB Frusiweb 50 
61^1 
Ewy3S 
Sflmnrt 1 

Entrcnre to Schelnmance 
World Dungeon 
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Westfall h ihe bread baskcl of the southern laiids, Oiite home to hundreds of the test farmers, the area Is now sparsely populated; attacks from a huge band of CinoHs and 
increased ac:tivity by the Uefias have alnirjs! driven everyoj’ie out of Westfall. M<x>i’»brook is now a ghost town, save for the wandering of foul bandits, and none of the mines 
in the area are ii> the f’lands of good ur honest folk. A militia of the people has formed and rallied around Sentinel Hill, one of the remaining bastions of lesistaiYce by the 
locals. Calling for help from Storrnwindr tftey hold out and work to protet I the remaining farms of WesUall. 




Factions^^^ 


Races 


Lotigshitre 

Crawkf 1H2 

FleslKi{)|36rt6-l-7 
WuilK tjJDstmaiEr 12-13 

WttilK HaibSf ]H7 

iWx taOiotle t3'1^ 

Miusloi N&tter ]^'S5 ; ; b 

toloiOfod!jt7-1S 
.^uik foiilef 1342 
ililiSilK !i£lslteil'H$< 1749 

WhIm Wi'rtikir IS^Ii 


Beiios Lttjru 1344 
Befffls Plop 143 S 
Tfipef 1243 
fles3uii]Kj 13 
GoffJlfSl! 14-1S 
•Huiwest Goteni 1142 
fapavrfiAiiia (41S 
Ypt-fig Goraiuik 3243 


^Tfie Dagger HHIs 


■ - ■ Gmiboo/e SlF^ritletlHW Quest 

Mai HiglwwivisHKi 1743 


Old tAiii4yfi 20 tliti? Qiiwr Ttuger 
SUmp^JtertHjfei 144^ 

EivtH]ffiw 13rU w 1’ , 
SorrdtfiNi'lgr IJ-ld 
Seflffawla I54t 
Sfi0reCraifi)teil743 
Westfall Lightli ause 
, Ct#3ffi &aya>fi 30 ftjflit 
^y | Gold Const Qvarry 
Cuiyoie Podflcode: 1243 
Cij^ote 10-11 


Mcakiut^ir 13-11 


Dgf«iK(iu:kredu<.1e; 1417 
-c- Oelios hitiiiii^ci 19-16 

Nmont^s PIcte 


Midi lijuxkkiifira 1617 
Osffli PQttistflkfir 15rl6 


IJcfeis PSdgf! H4S 
1344 

foffifudt U4b 
Kvespow Bftife 15-16 
Itopart He^l>3lfil 14-15 


y Alexston Farmstead y Furlbrow's Pumt^ln Farm 

YtHjriftGtfetiidt 12-13 


Great Gbietusk li-17 

Odujslwref 13-H 

BsKVfBkwnts 15 

1^ the Jcinsefi Stead 


Groatcr Flsshsipper 14-17 

[ki»i Pilkigei 14-15 

Cijyate 10-11 

faiiner fwftrow 20 Quest 


Yeung fleslsifiifli 10-M 

DdiusSfiHjgiifef 3142 

EtefiniLaiter 13-14 

Verud b(S)«rw 20 Quest 


Yeuag Goietusk 1243 

Delifli 13 

Defies hllagerl 4-15 

CDygFe H>i 1 


.^The Dead A<fe 

Dualfr^^lE-l? 

NkgSitfjggtkir 1142 

Mas FoeliHxl 10-11 


’ Defios Ktiutkyn'let 14-17 

Foetfeapei 40(1620 

Mrs irappa 1243 

Itofur# Wl ri-1? 


Great (ktiete: 16-37 

HavHffjfllem 3142 

Fteshfijjgrer 13-H 

Susl^' llctvBst Gofeffl 9-10 


Greater Ffeshuppr 16-17 

iHaives( Wfltrhcf 14-15 

FUaivastWottfiet 1445 

fwitiS Fblttippar 1 M2 

' ' /': 

*rr. Hn[we5tReGpsM713 

:;ZJ Moonbrook 

faimftFlesJirfper 3D-11 . . 

ItafiGwelusk 1243 

> ' 

The Dust ?loms 

EittraiKe Ic Befldfflines IriS ■: 12-13 '.- 

yJ^ Senfinel Hill 

?»' It-..:; 

lnLC-"~ 

Defios IcrwiM Putruk 24 

D^fkis Lector I3rl4 

me Molsen farm 

CoptM Dai’civiri 330uest 


Befias Towel Seulrv 24-25 

Ddlfti Pilldg^j 1445 

Me 10-11 

ttefios fidirof 15 Quest 


Dusi Bff4l 1849 

ndirljKwr 1344 

GolufiO! 1 M2 

Cavoii-Skjirfin'.wllc 35 QuMt 

OriMl Sflteluik Ifrl? 

. Horrasf Gdcffl S M 2 

FkiivestWfiftlrcr 14-15 

tflnieeper Heotfwr 30 feniifce^ 

lforei> ii^MfwiAu 26 Elife tot 

C OiangDlode HUitte 

foungfldii^ lFFll 


ibipl 

Cojiiite PfuldcKier 12 

Cy# fofoi 

hoi^^diff] 30 Quest 


kireiFfltf Gondii 1647 

Copet&KMl 

fiJiKiwr SflldwR 20 Qiffisf 

Scflulficfiflad 30 Quest 


RirapawiA^k 16-19 

DdkisSnuj^ 1142 

SofciwSrtSsJeon ZDChwsJ 

llwf 55 Giiffea iJiustea 


lirfflipowldskawstci 1748 

DEfkii ktpQf 1213 

Mte 10-11 

Dsjlws Laotw 13-34 


. Yenture Co. Dras 22 

Kobedd Bigger 1243 

tferiffisT Gotem 11-12 

lM»sR«^144S 


I^.Uj Stdwell Farm 

tag ffcsfiipei 10-11 

tfarveslWalifieF 14-15 

Fksltf^l344 


Dfl|]ftiKSttlwel!2G 


tcHif^ Fleshlier 10-1 \ 

Gwetust 1445 




























Sodden with moisure pouring off of the mountains and drifting in from sea, ihe Wetlands region fs swamped with Sfimes, Fen Dwellers, and a number of dangerous Hu¬ 
manoids. Gnolls, Ores, and Dark Jror Dwarves hold various points in ihc south, east, and northern sections of the area, Out Menethil hlarbor and most of the roads are safe 
from these troubles. For people interested in archeology, a large excavation site is located in the mountains just a lad east from Meneihil. At the town itself, ships head out to 
Auberbinc fin Darkshore), and Thera more [in the Dustwallow Marsh). 



Wetlands Legend 




Menethll 

Aiilipeoibgisr Hbgongiil ^ i Ou«ii 
Brr^lwine FfciliHSpnier 30 Sirrih 
MofiJer 

CcipNif[5 5fttillisi350iie.l 
firs! tore fjtaimmofls Oue^t 
Fraiml LkMltekepTO FirsiM 
Glora Steelliftiw dufist 
Hrtdo Bofrsbr 25 Qd«! 
iiould 2S fjslKig 
kiUfis Holli3ffwr ?5 Quest 
kiider Mt 2& Quest 
MlipFiflil 3Q Quest 
l?eiiMf)siF22 fliasJ 

Stiefei S5 Ciyphffii itelcf 
^2001163* 

Ipfe'Sliitrjotitii^Qus^ 

jaffl liiigefSrrtFtirtliZSFiasfltoidM 
jlpL VmH yot30tef 
Menethil Bay 
" 0^1^28*19 
Fi&n CTrtefer 20 

GiBitWelfeindsGmcfek 25^26 
WetiIikhIs Cracflldt 23-24 
Ytajiig Wcfluiids Crotoilsl: 21-22 


^ Bluegill Maish 

Blii63illfflt[)gef22 
fiFuesiSltoifciWcr3^24 
DfeieQiS toifot 2Q-21 
liesSOimEeSfi 
StiJ5^P<jiJdleHiripr 21*22 
Blu£fl^WuiiiH24-2i 
fwi Ciwpa 24-2S 
Far DweHer 20-2) 

Giisfir ^'elends Crmolisfc 25-26 
GfifcbkH 22ChfesrTi:it9es 

Si The Lost Fleet 


CopMirtHfltpfmSOterTQipl 
Cwsffl) Mgrirs 2?-2fl 
Ciissed Sniter 26-27. 

Fust Mote S[»llig 29 Owst largef 

Sundown Nlarsk 


IffliJig WefendsOwwIist 21-22 

^ Black Chanttfi Marsh 

Bfetk tieie 23 
toltledSt^taf 27-23 
J/HUtlfid Scfeedier 24'2S 

T^V/helgar^s Excavnfton 
Site 

Merlin Kcufeweaver 30 Qiiesl 
OnFiBfiroubroiu 25 Quest 


FiKldSwiftgetii 24 E 
Weura Slbeord 79 VeiHJw 
Fai Cteejiet 24*25 
Gitifit WuilwidsffKorssk 25*26 
MBsfwkAlpfm?? 

MtrssliitfeEn^e 24*25 
Meisfeitlt Feeruffliff 22 

tossfedc ttysfc 25-26 - 

tossladeTruppsr 23*24 
WeiltiiidiOwofck 23^24 


Montfid ftg^Hreuzw 25*26 
tonld Scytlietlrw 25*26 
_ Switeoifi 29 te Tisaet 
Siiltspray Glen 
Fkfer tarrnxiw 39 
FrilOee^^er24 
fEtiOsiue&r?! 
fflniofd26 

CwRfI WellamkCrowlisk 25-36 
liigtitiifld Lcriiiuil ?4*25 
Hiflfikifld RlajaH 23-24 
Hiphckififil teimiQW 27-23 
nilitaiK] Scyllresbe 25-26 
j^^tfelfendvOKoSsk 23-24 
Central Welland^ 

’■ !5ic){ie2S9siKl!)r 
■ Bkk 5i(rie 20 


FenOEefjer24 
Fai Owelb ?1 
Fenbd?6 

Oionr OmiM 25-26 
M(FS5fli(lB%tlO?2 
Wflsslsle Biure 74-25 
Masshde Fenrurtfler 72 
toKhide Myitit 25^26 . 

toMlwdc Tjopper 23*24 
WelioteJiCrMfifek 23-24 
ItoufigWeilflnis [roojclsk 91-22 
tranbeerd's Tomb 
' BlodOtiire 23-24 
OitinMi Oa^e 24-25 

■ Angerfong Etitompment 

(ffflFtDfflHEk'nxhKtrrtB 
JjyDgoflm2w8ollfeftwiijeE3{l . . ; 
BragDflffHFwBoiyewEiiar 27-20 
SfirgiKirsHiw CentoriOfl 29 , 

SlfirqMinffljff Fiuider 26-27 
IffirgmiFiow SltflitowmrdH 79 
^ Ompuraw Svar^umier 28 
Dun Modr 

M l!Mi toiTOix 30 Ifefldaf 

lougkKl tile ftiifi 35 Ooest .. ..^ 
fllnig formnson 25 Qtfed .. 
fioii Jmfi OemofitiiKiisJ 30-31 tJsie 


Oaii Iran l>#iirf 2?-7B tlite 
Ikiife Jnun Biflemnn 27*20 Elite 

Offll! iror< Sebodeur 20*29 ffite 
Dewk Iron Tuflaeler 7?-30 Elite 

"^Thandol Sp an 

tonKiiVSSQrd 2?toil 

M 


Bulganis tlie fd 34 Elite Quest 
Iffirjet 

ffloefe Ooie 24 
M Irofi JfeiHcki&nGt 31 Elite 
Bark lion EFMjrf 27-?^flitE 
Btuk Iron SelHKtEUf 23-29 Oite 

Doit Iron TifliMer' ?7-3& Elim 

Ffighfond loihifr^ 25 


^ Higtitfflk!Srytkekw 26 : ■ 

The Gr«en Bell 

kelhiflE the Greefiwofifert 30 Quest 
aititt: Owe 24 
trifmon Wp 2^26 
Htofilmd Ropflcf 23-24 
Utsiwy? 24-25 

: 

Musshtde Fen 

^^Blixk0ftre23 
BliKk Slime 21 


Ikkltefl Ifcsurpnt 16*19 
F&1 [>#dlei 20 
Messl^e Faininnei 22*23 
MossIwleGiiull 2th21 
Messhtde /^tweuvuf 22 
Mosshide Mimijtel 22 
Tflung Weikjflrfe £f ifcDfek 21-22 

^Tfielgen Rock 

OrreS!0lker21*22 

leectiStolkaZ] 

M Dun Algol 

DrogourMftStHJt 19-20 
Drai]fflini(r« form 20-2I 

^io’suk W^fitetErte 73 

Rftpfor Ridge 

fkfef foiorniiw 29 
Miglifa[idRfl?<amHiw 27-23 
I Oragonmaw Gates 
Bed 47-43 

N SralpJsns 49 
Ea! Ilf^Fiikiit 43-49 
SrflSte tkitee^ 

Sniekme Eoy Gutad 53^54 
%mlOT hrebrersF 52 


o 

















The northern land of Winter&pring is reached through a dangerous tunnel out of Feivvood. The Furbolg who live there are hard to befriend. On the other side of the tunnel 
Winterspring itself^ where snow faffs, geysers blast into the sky, and some of the greatest Yetis in all of Aireroth dwell. To escape from the cold and the monsters of Winter’ 
spring, look toward the ceriter of the valley and speak with the Goblins who hold a neutral town there. 
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Winlerspring Legend 


mi^Ffostfire Hot Springs 

Fleikiliisg O^tnd ST55 
Ifegged Chdliaisl 53-SS 
Rofiuc Ic* tfristlE: 53'M 
Stotwlti Beta 53-5^ 

^ VlliR^3^^tt ToteriK S'SrSS 

f Wulesiott PotfifcHfef 53^54 

iflinteM Dwi WjjWief 5S-56 
I^OTnTtbermQw Psst 

Winteiifol{Tc?lam£ 54-55 
WiRteffclt FwlilVHfer 53-54 
Wifildiilt Den ilVottficr 5S56 

tRie ruins &f K^FTlteril 

j AisjwrtibsitHtglliijyifl 55-64 

i yfamg Hki^iliORi 54-55 

\ Ketlhefll 

j Hidibofii 55^6 

S4'55 

I ^^ttoithoril 

' feiMijeffliF SS E^le 


{tj%ind Chwian 55 
(otHt BiMfdl'flp 55*56 
CcWl SnMona 56-57 tile 
Cdwii Mogawfcom 57-53 Elite 
CckhW^S*? 

CcJi(i}| Wpikin 55*56 Elita 
SiHuifrooti] 55 
5fit|1&jlw55r56 
SpelliiHM56fl!l0 
Wuiifldow 53 f IHe 
StfV^t 59 flir& 

^ WEfiteSjiruig I>#1 5456 

Dun Nlurtdarr 

fleiswkof O-tflBcfir 57-53 
(rtt^&lUMhcoStSe 
fldsTSSiEdlwlii 57-5S 
MaojifiMj(teiiOAo5t50 
^ WinrasiKing SnesrlicF 57-58 
Frustwfiisper Gorge 
f Ktdiiifflil PrejoftBf 59 t 60 St6 
f rtivimmil 6imr 59-69 Efefe 


Ourkwhisper Gorge 

Hfidenne Iratiate 5M0 
hEdeitfi&MiirrsInlk^f flits 
Haifeteitie Sls^^et SHD lliie 
Vtd60 

^ Cwl'Miftg Thicket 

SDi^Hilta 5^ 

2^45811! Owi Beast 58-59 
dF^^ind 59 
traced Owl Braf) 56-57 
^ MoonteKiclied Bfflit 5?*5S 

-^k> Thistle Hills 

Clifcig Oiinrafiisi 55-57 
keTlT^ Yeti 55r56 

(b Ifelfe PtetriiKtf] 57-58 
l[eIfeti9fAti?i«tdt5fr5/ 
ShcHttaorti 7fcuter 55-55 
Winilfef^jiitfig Owl 55-55 
21Wmterfo!lVlttQg« 
Sbordtoeffi 54*55 


WimtiBipfirig Owl 54-55 
WMII 0134 57*58 
WimafoU Stwnm 57rS7 
WiiilEdiall jfeiv Watekr 55-56 
£v&rIook 
Eveifedc Briiii8r55 
MoetlirytJ 55 flfte Allumtfl 
Musts 

Yoiigifel! 55 tlilfi Hfisife ri^5l MnsT&f 
Alagij Peppinfudei 60 
Mfli^ous Iwithflioiyier 55 Tii& 
ItiMiurJi BroliiMW CMst 
hie W^w Sfi Akbsitiv Sullies 

Roneiet^ 

ymiKijcnj^estiiJtflr 57 Quest 
|yjiki'i'3|}Stnlilft Wujstef 

SetfiSt^WEliarTS 57 
lililJi tfte tithe S5 

Oio fifflte ssod sujpfes Rdjb Poltiriis 
Kilioin 58 

Efcomt 55 UgtuliTiTOf Murtilfliil 


fSintrak 54 ftsuvvTiffflw /Aerthaitt 
WlKWTJp S5 Waupcflemitii Arnt 
Siismilti 
MSserliiigSO 
Ittwrcwj StTiigirJislnT 42 
aHKlic5jitwitet$feS4M*iiRg 

Siipjrficf 

F^inMc. Stwisprlnfi 54 _ 

t?pS(i57 

EitfisfiFi! 50 Foffii inti DM 
Jes^ SfidpGih 50 
Oregor&efsiSBe 55 ArgMta 
hnkflstsr Yrrae 30 
OcfioSB 

tteHO WiggleSBiwtli 54 

XfJier FEZztffiJr 55 Engjoaer Supfiki 

tliHlwKiiChiifiteraS? 

_ Sha-dtoftth ttouler 56 ' 

1 lhE 6 Hiddea Gruve 
^E(!fffiiKOwiBe®sSe-59 
ted Owl iiMS 5557 




Mooitofi Ovii Bhsj 57-Sfi 
( Frctstsobur Ruck 
FtiEtsMr S'filk^r 5H0 

FrflstsMr l?Jjn1te<s 58*59 

FfffilsotjerPMWuiwetAO 
FrasIsMr Cub 55-56 
- Ffistsofcflf 55-56 
j StarfdI Village^ 

Syvraisa SSfnxfeGoaEfs 
t'/KPiiw fwlF.ei5Dfig 56 Frad 
(Kuj Brink 


.bsMTSlioiiestapiier 55 Jxjilmers' ■. 
Club 

Piuifid Rixirallfir 57 fefiefd Gootfe 



















"Bt Qaies OF fejRoTB 

A HISTORY 


The wars and plagues have claimed many cities throughout the history of Azerotb. 
While sand and vines bury and break the cities of the past, the people constanily 
rebuild new ones. These stand as beacons of light and civilization in times of trial. 

Darnassus^*^ 

At first glance Darnassus seems a 
tranquil refuge for the night elves and 
fitting replacement for their lost home 
in As hen vale. However, Darnassus was 
created without nature's blessing and 
the creatures around this fair city suffer 
greatly for it. fhe great tree was planted 
for the most selfish of reasons, to regain 
their lost immortality by creating a tree 
that w'oufd bind their souls to the eternal 
worfd- 

"Optilenl" is the first word that may spring to mind when gazing around this grand 
city. iTs a city alive and breathing with brightly cofored foliage and softly glowing 
lights. Wisps float serenely along the pathways and large Ancient Protectors cast their 
gaze about them looking for any sign of danger. 




To the east of the Temple, and in the. center of the city surrounded by water, stands 
a large tree in the shape of a bear. Inside lies no heart, but the treasures of its 
citizens are kept here in the bank, lust slightly northwest of the bank sites the rune 
surrounded porlaf to RuTtheran Village on the sea. In the northern region of the city, 
small Protractors make their rounds, their woody creaking blends in with the sounds 
of the smaller creatures as they patrol through the Cenarion Enclave. 


The Tradesman's Terrace is in the. souths 
western section of the city. Buildings 
of pagoda Inspired architecture line the 
pathways with their signs promineni fy 
announcing the weapons and armor 
they are selling. One the west side of the 
City, the Terrtple of the Moon sits with a 
[arge welcoming walkway leading into 
the moonlit and mystical alcove within. 
A large alabaster statue stands proudly 
in the center of a pool of water. Trainers 
surround the iower ring around the pool 
and, at the top of the ramps, the La 


The eastern portion of the city contains the Craftsman's Terrace. Herein the various 
craftsmen sell their wares and train the next to carry on their traditions. So traveling 
craflers need not w'alk far, an Inn and Mailbox are also found here. It is a visually 
beautiful city and one worth making the trip to if you don't happen to be on the 
wrong side of the way. 

Irqnforge ^ 

The first dwarves came up from the depths of the earth and founded Khijz Modan, 
naming the mountain range after the titan Khaz'gorolh. Constructing an altar for 
their t itan father, the dwarves crafted a mighty forge within the heart of the moun¬ 
tain. Thus city that grew around the forge would be called "Ironforge'' ever after, 



With the loss of their beloved Cnorrteregan to invaders, what was left of the gjionv 
ish people took residence within the safe halls of their friends and neighbors. The 
entrance to Ironforge can imposing to any newcomer. It's large, stony fagade and 
heavy metal portcullis look ready to shut out even the most powerful of the Titans. 


Within the city, the sounds 
of hammers falling rings out 
through the hustle and bustle, 
large openings run through 
the center of the pathvvays 
Gazing beneath your feet may 
reveal the source of the heat. 

Crated catwalks sit about 
hot molten metal guarding 
any from a clumsy and costly 
mistake of falling in. 

Following the outer ring of 
the great city leads past the 
Military Quarter and toward Tinkeriown. This is the gnomish region of the city made 
quite evident by the technological marvels even intertwined within their architect 
ture. Overlarge gears rotate around walkways as you pass underneath. The king 
of gnomes. High Tirrker Mekkatorque, stands watch over his people and watches 
as GverV'one comes and goes from the latest of innovations, the tram to and from 
Stormwind, 



The library of Eronforge sits in the outer ring in the northeastern seciion of the city. The 
Explorer's League keeps watch over the many vofumes of research and history they 
have managerJ to gather. Even with their love of the forge, dwarvc'S have switched 
their focus to searching for their very lywu origins and embracing archaeology. 

Perhaps the darkest of the areas are the Forlorn Caverns, Strangely enough, there 
SC'ems to be some decent fishing for those looking for a break from the usual 
monotony of work. The northwestern area of the city houses the Mystic Ward. The 
vibrancy of the architecture is a striking contrast after emerging from the Forlorn 
Caverns, Within the very heart of the city is the Great Forge itself. Oversized anvils 
are worked on drfigently by craftsmen that barely break a sweat although the heat is 
nearly unbearable. It is worth taking the time to walk ihrough and get to know. I here 
are always new surprises around every comer and it is a fitting home. 


StORMWIND 

Stormwind is the last of the great huroan 
cities. With Lordaeron in the hands of 
the Forsaken and many of the cities 
that once housed the great kingdoms of 
humanity in ruins, Stormwind remains 
the center of commerce and safety. 

The entrance to Stormwind itself is a 
testament to the legacy of hemes lost 
in lime to the horrors of war. Each one 
bears a plague with the name of the 
honoree. It is righily called the Valley 
of Heroes and all that enter it can't help 
but feel their chest swell in pride at the 
legacy of the Alliance. 

Once passing through the Valley of 
Heroes, you enter the Trade District. 

Shops crowd against the cobblestone 
walkways and citizens bustle about from 
place to place hocking their wares while 

children scamper between the legs of 

passerby's. Word has it that Stormwind 

may just have the best cheese in all of 

Azeroth. There is plenty of shopping to 
be found throughout the city. 

To the right of the Trade District is Old 
Town. As you move in That direction, you'll notice the large canals that run through 
the city and more small shops line the waterways. Old Town is a smaller, more 
compact versiof^ of the Trade District. It has a cozy charm to it. North of Old Town 
lays the Dwarven District. It'.^ ^l ha/^t^covered area of the city as the polluliori of the 
many fires settles over it. Large beast-like machines sit around the region of the city 
as if waiting to snatch up some imaginary creature for a snack. 

















Sronnwind lies belween Old Town 
and the Dwnrven Dihtrid,. The boy king, 
Anduin Wrynn, sfands al court wjth his 
advisors, Lady Katrana Prestor and Lord 
Bolvar R>rdragoi\ a I his side. Few stop by 
to pay their respeeils. At the northernmost 
area oi the city lies Catht}dral Square. 

The tall spires ol the Citadel of Light itself 
loom jjruleetively over this portion of the 
city. Us beauty is unmatched and even 
chddren are brought by to tour and view 
where the great Paladins and Priests train. 

the west is the Park v\fiem Druids go to find thdr center and train. The night elves 
have managed to bring a piece ot Darnassus here by placing their ow n srtialf torches 
on this green oasis among the clean white stones of Sloritiw'ijid. Soldiers are lined 
up on the outer edges of receiving medical care front the wounds they received frc>ru 
rtob that broke out amoiiigihe Defias prisoners. 

Within the Mage Quarter, a tall tower stands with a spiraling ramp twisting about 
it. It is truly ijf’ie of the grandest wiiiard towers any could possibly hope to see. At 
the lop lies a strange portal that swirls in luminescent green as if to peer out Enio 
thecosnio*i itself Passing through leads depficr into the Wizard's Sanctum. There 
is pJeniy to explore iJiroughool this great city and slioufd vou gain a thirst for doing 
so, stop bv the Blue Reckrse. They advertise a free drink and you can send out a 
postcard at the mailbox as well. 

Orgrimmar 

Named in honor of the legendary Orgrim Doomhammer, Orgrimmar w'as founded to 
be the caf)ttal of the orc^' new homeland. Built w'ithin a large, winding canyon in the 
harsh land of Durolar, Orgrimmar stands as one of the mightiest cities in the world. 

After freeing his people from captivity among the hurrtans, Thralj set out to brave the 

sea and bring his people to a new land 
lo start a new^ society tor I he ores. They 
named the land itself ''Durcjtar'^ after his 
deceased father, the former chieftain of 
the r-fostwejives, k Es in Orgrimmar that 
the new seat of power resides for all 
of the ores fhai survive lo this day. No 
longer are the clans Uactured and tKJW 
they stand uniled as one nation. 

The entrance to Orgrimmar yawms 
widely as the ore guards stand by. To 
the easi of k stands the zept>clin Tower- the architecture ts crude and yet speaks 
voliunes oi the craiismen tlijl built this city. Although differeiil from conventionally 
accepted i. uies, none can say that theie fstVt a complex and harsh beatify invoked by 
the sight of (Jrgrimmar. Bonfires burn high atop the rocks and throughout the city, 
leaving a taint smoky haze. 

The distinctive file rcHitsol the city iniermingh^ with the n^d rock ot the terrain; 
wxxjden carvings shafXrd like hot ns, give 
off a menacing air as tanned hides are 
stretched over rooftops and ac ross the 
rocks to filter ouf (he lelenlless desert 
sun. After enleiing the r ity, the iltsf 
region is the Valley of Strength, it serves 
as the central liub k>r bar’iking and the 
buying and selling <jf all starts oi guoOs 
and services. 

lust up the tower and at rcjss the rope 
Ijrkige LO ihe vv(-:st lie the Vjlicy of hpsnh 

and the passageway to eItc western exit 
of the city. It is here fewer ores are seen and more Trolls are apparenl. In the Valley 
of Spirits the Trolls, svho have also made a home ii> Durrrtar, teach some of the more 
mystic practices. North of the Valley of Strength is the shadier end of town: the Cleft 
of Shadows Vrorti the area emanates a purple glow and within are the Warlocks and 
Rogues among some few vendors that seive fheir jjurprjse. 





Wrapping around the Cleft of Shadow 
is the Drag; it's filled with shops and 
trainers. This area is well-shaded from 
the ravages of the desert sun and a good 
place to cool off The desert breeze tan 
be heard blowing throtjgh the rocks. To 
the northeast, through the Drag, is the 
Valley of Ttorior where the ores work 
their ways with melal and train their 
Warriors, There is even a small pond for 
a little fishing afier a hard workout. 



Out through the Drag once more, and ff>llowing the curve of the path lo the north, 
youTI find the Valley of Wisdom and the .seat of power for Warthief Thrall. Even 
more impressive than the Grommash Hold, are the monolithic demon plates out 
front. It is the demon armor of Mannoroth himself set there to remind the orc^ of 
the grand sacrifice made to defeat the beast antf begin the path of reclairtting their 
honor. Even as crude as the city seems, it is a marvel of ore ingenuiiy and derermina' 
tion lo five off a harsh land and thrive despite all odds. 



Cities 


Thunder Bluff ^ - 

The great city of Thunder Bluff lies atop a series of mesas that overlook the verdant 
grasslands of Mu [gore. The once nomadic Vauren recently established the city 
as a center for trade caravans, traveling cfaftsmen, and artisans of everv' kind. 

The proud city also stands as a refuge tor the brave adventurers who Stalk their 
dangerous prey through the plains of Mulgore and its surrounding areas. Loiig 
bridges of rope and wood span the chasms between the mesas, topped with tents, 
Jonghousos, colorfully painted totems, and spirit lodges. The mighty chief, Cairne 
Bloodhoof, watches over the bustling city, ensuring that the united Tauren tribes 
live in peace and security. Thunder Bluff sits high above the plains of Mulgore. The 
only means of arrival are by using the lifts from the plains below or flying in on one 
of the Wyverns that serve the area. 



Brightly painted totems and tents made 
with stretched animal skins and wood 
struts lasted together sit atop the mesa 
giving the true feeling of being a part of 
a tribal community. The strong Tauren 
do much of their trade and banking on 
the main mesa. The winds are strong 
high atop the mesas and the Tauren 
capture this energy with brightly colored 
windmills atop the buildings. A series 
of rope bridges and towers iitterlink 
the varying levels and mesas into one 
continuous city. 

Cairne Bloodhoof, leader of the Tauren, sits at the lop level. All Tauren seeking his 
favor and the way of the hunter that is so precious to their very culture carry out 
his will. 

To the southeast of the central bluff, con 
nected by rope bridges. Is the Hunter's 
Rise, Aspiring Hunters and Warriors 
train In the Hunter's Hall. Standing on 
the edge of the mesa here will give way 
to an amazing vista to the southeast, 

Watcli your step however. There are no 
guardrails to ks^ep you from falling lo 
your death. The Tauren are more sure¬ 
footed than that to cam for such things. 

On the r^orthern most mesa, the Elder 
Rise can be found where the wisest of 
1 auren reside, Druids can seek their council and learn more of their path in the Hall 
of Elders, The Spirit Rise lies to the west. The large head of a Kudo is fastened to the 
side of [he building housing the Shaman trainers as if in silent watch and granting its 
power to those who train here. 

Aiong the side of the mesa is a path leadii>g down into a tx^vern that resounds of 
dripping pools of water and quietly spoken conversation. Large yellow mushrooms 
surround the edges of the pools. The Priest and Mage trainers sit and paiEenily give 
their knowledge to those seeking their counsel. The mists of the pools rise ever so 
silently giving the already eerily glovving cavern a more surreal aptwarance. 

Despite the simple nature of their city, the Tauren have all that is necessary for their 
people. They put their efforts into tht^ir .K.complishnierUs ,and leave their city simple 
and functional. 
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Undercity 

Far beneath the ruined capitaJ city of Lordaeron, the royal crypto have been turned 
into a bastion of power and undeath. Originally intended by Prince Arthas to be 
the Scourge^s seat of power, the budding "'Undercity" was abandoned when Arthas 
was recalled to aid the Lich KirTg in distant Norihrend- Jn Arthas' absence, the Dark 
Lady, Sylvannas Windrunner, led the rebel forsaken to the Undercity, and claimed 
it as their own. Since taking up residence, the Forsaken have worked to complete 
the Undercity's consirgction by dredging ihe twi^iied maze of catacombs, tombs, and 
dungeons that Arthas began. 


Once the seat of power for the humaiis, Londaeron fell to the plague released by 
the Cuii of the Darnttcd, The new Lich King Arthas sought to make it his new home 
but found his conquest had been taken over by lady Sylvannas. She has finished 
carving out w'hat Arthas began building 
and claimed it for the Forsaken, While 
much of humanity has given up ever 
reciaiming Tirisfa! Glades from the 
Scourge and Forsaken, 3 small band of 
Scarlet Crusaders still attempt to wrest 
back the cursed land from them. To the 
naked eye, the Ruins of l.ordaeron look 
empty and uninhabitable A Warlock 
will tell you otherwise. With a quick cast 
they can aid you in seeing the ghostly 
inhabitants that wander what appears to 
be an empty ruin. 

Deeper in, the throne room sits bare and empty. The throne t>f a king destroyed by 
his own son is but a hollow shell of the greatness it once possessed. Swift moving 
elevators take you below the ruins, Undcrcity Guardians stand just outside the eleva¬ 
tors; their large hulking forms past decay and oozing the remnants of the plague. The 
Trade Quarter is the heart of this city. Shops surround it on all levels and the bank 
sits prominently in the center. The grim d^cor of skulls and horns reflects the tastes of 
the denizens, all backlit by a constant green glowing pool of slime. 

Taking the stairs down past the bank 
leads past aucifonecrs to an outer circle 
of merchants and canals. Each section 
of this part of the city is divided into 
quarters with and Inner and outer ring 
and bridges spanning the river of Ooze 
to connect them. Colorful banners of 
decaying fabric are draped around the 
entrances in a mockery of festivity while 
skulls on signs point the way to the 
different areas. The inner circle of this 
region houses merchants and profession 
trainers among more curious shops. The Undead have though of everything possible 
to help them in their pursuits. 

The northeastern quarter of the city houses the Magic Quarter where Warlocks and 
Mages can train In their arts, A 'demonstration' of a Warlock pet is ongoing next to 
the building and can be quite informative, Irt the inner circle of this quarter robes 
and implements befitting a mage can be purchased. Moving clockwise takes you to 
the Rogue Quarter. Trainers wait here to improve the stealthy lives of all Rogues that 
come to them with greed and murder in their hearts. Within the inner circle, poisons 
and daggers can be purchased. 





tn the southwestern region of the city, 
the Apothecarium and the Royal Quarter 
are found. The Royal Apothecary Society' 
does many of their expeTimenis with rhe 
plague in this area. Their laboratory is 
something in and of itself to see with bits 

and pieces of various creatures strewn 
about and experirnents being carried on 
in an adjoining room on some unlucky 
humans. The crackling static of their 
experiments and the occasional scream 
will set any visitor's hair on end. 


Deep within the Royal Quarter the demon Varlmafhras stands at the side of the Dark 
Lady hersdf. His imposing figure is enough to make any be respectful of her every 
wish. To the northwest Is the War Quarter, Warriors train and strain against target 
dummies while Priests stand along the building and gaze dowm at the occurrences. 
Nearby, the sewers lead out into the grounds of Tirisfa! Glades near the Scarlet Cru¬ 
sades southern tower. The bat& of Undercity use this as a means to gain access In and 
out of the city, if there was a pulse among the Forsaken, Under city ^vould resonate 
with it Instead its cold and clammy countenance casts pallor among its visitors in 
what many would find unwelcoming. The Forsaken that reside here however, seem 
quite at ease at what their Dark Lady has carved out for them even with the remnants 
of the Scourge and overzealous Scarlet Crusade breathing down their necks. 


WoRip %ciioN§ R^irig^iioN 

Within the world of Azeroth there are many different groups whose view of you 
affects how they react to you. This may seem obvious, but many of the groups can 
come to respect or dislike you through your own actions. 

The Horde and Alliance comprise factional teams. All opposing races steri at "War " 
status. Your reputation with factions opposed to you cannot be changed- 

Most allied races start with a 'Fnendiy'' reputation with other races In the core two 
groups (Alliance and Florde). The exception is the Forsaken. They start with lower 
reputation with Trolls, Tauren, and ores just as Trolls, Tauren, and ores start with 
low'er reputation with the Forsaken, 

While you cannot declare war oi> your owm faction, your lack of actions 
prompt a lack of esteem from your superiors. Consider your actions and their 
r epercu ss io ns c a ref u 11 y. 


Reputation Levels 

EKolfed: 

Rie highest level cl repitlafioii u player ton achieve wifh o iottion 


Spetiol reputoliDB led reserved for spednl licjoes 

Honored: 

M discouni on IxH^hl ffems Isottr vendois 

fiieiwilv: 

Slundard Eeptinrtiott W forfodioEis cm the pbysr's learn 

Nouiml: 

Slorting repuEDliOii level for factions noton a player's team rtvor ore no! KOS (K1 on 

Unfriendly: 

CQEitioihuysafUrrfitBrDd 

Hosiite: 

m 

Hnted; 

X&S; c^l oppoang team fcdions ate set (rermoneofly lo the lowest levd here 


WORLD FACTIONS 


There are many groups in the world for your character to interact with. Only the 
Horde and Alliance factions are shown originally, but new groups appear as your 
character meets them for the first time. IfKiuded is a list of many of the factions, but 
many more are discovered during your travels in Azerotb 


MONITORING YOUR REPUTATION 


Players can check their current reputation with any faction they've had contact with 
by opening the Reputation tab on their character sheet in game. Using the hotkey, 
defaulted to "U", can be a faster way of accessing [he tab. 

Mousing over a faction shows how much reputation you have with them and how 
much you need to progress to the next level. Accomplishing tasks in game gives you 
a displayed amount of reputation, so it's lairiy easy to calculate how much you need 
to accomplish to gain the next level. 


CHANGING YOUR REPUTATION 


There are three basic ways to raise your reputation with a faction. Each is ex¬ 
plained below. 

Quests 

Accomplishing quests given by members of the faction is quick and doesn"t take you 

out of your way. These quests often lead to Repeatable Quests or Involve Killing. As 

such, quests are good fh&t steps to raising your reputation. 

Repeatable Quests 

Blue question marks show MFCs with repeatable quests. These can be done an 
infinite number of times, which makes them part of the bread and butter of reputation 
grinding. Many repeatable quests involve killing so you get a double bang for your 
buck (you gel the money and experience from the monsters while turning in the quest 
gives you the repuiatjon ineneasej. 



















Killing 


STORMPIKE GUARD 


tveryone has enemies. Killing NPC^s 
who are opposed to a faction can raise 
you reputation with that faction. The 
gain is often very little, but you also gain 
money and experience from the kill. 
Watch your combat log to see reputation 
changes as you kill new enemies. 

As you gain in standing, the reputation 
you gain from killing enemies may 
diminish. The greatest hero of all time 
killing a lowly skeleton isn't very note¬ 
worthy after all. 




Oomossus 

Quests, Repeotoble Quests 

Gnomcregan Exies 

Quests, Repeotoble Quests 

Iroiiforge 

Quests, Repeotoble Quests 

Stormw’ind 

Quests, Repeotoble Quests 

Horde 


Doikspeor Trolls 

Quests, Repeotoble Quests 

Orgrimmor 

Quests, Repeotoble Quests 

Thunder Bluff 

Quests, Repeutoble Quests 

Undercity 

Quests, Repeatable Quests 

1 PvP factions (Alliance/Horde) 

Stormpike Guord/Froslwolf Clcn 

Killing opposing players. Quests, RepootoWe Quests, Copluring Objectives 

Leogue of Arotfwr/fhe Defilers 

Gothemg 200 Resources, Quests, Repeotoble Quests, Coptunng Objectives 

Silverwing Senfinels/Worsong Oufriders 

Cupbng on enemy Bog, Quests, Repeotoble Quests, Coptibg Directives 

Steamwheedle Cartel 

Booty Boy 

Quests, Repeotoble Quests, KiUng Bloodsoil Buccon^s 

Ewdook 

Quests, Repeotoble Quests 

Gadgetzon 

Quests, Repeotoble Quests 

Rotchet 

Quests, Repeotoble Quests 

1 Other . 

Argent Down 

Quests, Repeotoble Quesis, Killing Scourge 

Bloodsoil Buccaneers 

Kiling Booty Boy Guards 

CenorionHold 

Quests, Repeotoble Quests 

Dorkmoon Foire 

Quests, Repeotc^ Quesis 

Gelkis Cion Centous 

Kiling Mogrom Gon Centours 

Hydroxkjn Woleriords 

Quests, Kf irrg specific mobs 

Mogtom Cb Centaurs 

Kling Gdkis Gon Centours 

Rovenholdt 

Killing Syndicate 

Thorium Brotherhood 

Quests, Repeotoble Quests 

Timbermew Hold 

Repeotoble Quests. Killing Deodwood/Winterfob futbolg 

Wintetsobre Trainers 

QuesK, Repeotoble Quests 


Exoited; 

Abilif/ to brn how lo ride onofher race's mount. 

: Honored; 

] 0% (hscount at oil vendors allied wliti rhe faction. 


PvP FACTIONS"^ 

Increasing your '•eputation with the PvP factions opens good.® ard services at the 
vendors near the entrance portals. Many of these items, weapons, and armor are 
superior to those of equal level found in your travels. 


Friendly ■ 




Item / 

R^rements 

Set Name 


Superiot fienfing Drought (Use: Restores 560 
to 720 heofth) 

level 35. Usable only 
in Alteroc Voley 

1 N/A 

5# 

Superior Mono Drought (Use: Restores 560 to 
720 mono) 

Level 35, iisobio only 
in Aheroc VoNey 

N/A 

5# 

Stormpike Battle TobcKd 

N/A 

N/A 

1 

(SlAlfetoc Heovy Runecloth Bondage (Use: 

Heols 2000 domoge over 8 seconds) 

first Aid 225 

N/A 

809 

(5)Boflie Aheroc Spring Wofer (Use: Restores 
4410 mono over 30 seconds, Increases Spirit 
by 10 for 10 minutes) 

^ level 55. Must remain 
seotedwhie drinking 

N/A 

509 


Honored : 

3 v -v:- 

Item . , ■ ; v, 

Requirements 

Set Name 

Cost 

Motor Heofcig Drought (Use: Restores 980 to 
1260 health) 

level 45. Usable only 
in Aheroc Valley 

N/A 

99 

Major Atono Drought (Use; Restores 980 to 

1260 mono) 

level 45, Usable only 
in Aheroc Volley 

N/A 

99 

Stormpike Soldier's Gook (Bock, 43 Armor, 

+11STA. +5 frost Res., Equip: +24 Attack 

Power) 

level 55 

H/A 

6 > 799 SO# 

Stormpike Soge's Gook (Bock, 43 Armor, +11 
STA, +5 frost Res., Equip; Increosss dornoge 
and Iteding done by mogicQl spells ond effects 
by up to 14) 

level 55 

N/A 

6 - 349 40# 

StormpJ:e SoWier's Pendont (Neck, +15 SIA, 
Equip:+18 Attock Power) 

Level 55 

N/A 

6 k 449 839 

Stormpike Sage's Pendont (Meek, +10 SIA, 

+10INT, Equip: Restores 4 mono per 5 
seconds) 

Level 55 

N/A 

6 ^ 449 839 

StOfmpr<e Plate Girdle (Plate Waist, 353 Armor, 
+18STR,+7AGI,+8STA,+5E«)stRes.) 

level 55 

N/A 

4 269 99# 

Stormpike Moil Girdle (Atari Waist, 199 Armor, 
+12AGI,+12SlA.+12INl,+5FfOsfRe5.) 

level 55 

N/A 

6 409 48# 

Stornrpike Icother Girdle (leather Woisf, 95 
Aimor,+llSTR.+10A61,+15STA,+5 1 

Frost Res.) 

lewiSS 

N/A 

5 339 749 

Stormpike Goth Girdle (Cloth W(»t, 48 Armor. 
+11 SIA,+10 INT.+5 Frost Res., Equip: 

Increases domoge ond heoTing done by mogkol 
spells ond effects by up to 18) 

level 55 

N/A 

4 269 99# 

(S)Altefoc mono Biscuit (Use: Restores 4410 
heolth ond 4410 mona over 30 seconds) 

level 51. AAust remain 
seated while eoting 

N/A 

639 

(200) Ice Threoded Arrow (Adds 16.5 dps) 

level 51 

N/A 

549 

(200) Ice Threoded Bullet (Adds 16.5 dps) 

level 51 

N/A 

549 



Factions 


Races 


Classes 


Revered 




THE REWARDS 


Raising your reputation can be a long and arduous process. You won't become the 
symbol of justice in a day, but the rewards make it worthwhile. 

Core Factions - — 

Raising your faction with Alliance, Horde, and Steamwheedle organizations gives the 
following bonuses: 


Item 

Requiromonls 

Set Nqmc 

Cost 

Stormpr're Bottle Stondord (Use: Pbee o Bottle 

StondonJ with 1500 heoi llwl incieoses the 

domoge of oil party members ihot stoy within 

45 yards of the Bottle Stondord by 1()96) 

Losts 2 minutes. 

Usobie only in Aheroc 
VbSey 

N/A 

4 > 509 

Electrified Dogger (One^tond Dogger, 42.5 dps, 
+10 A6I, Chonce on Hit Blasts o target for 45 
Noture domoge) 

level 6C 

N/A 

28 < 489 53# 

Crockling Staff (Staff. 55.6 dps. +25 STA, +16 
INT, Equip: Increoses domoge ond heoling done 
by mogicci spels and effeers by up to 15) 

level 60 

N/A 

35 869 72# 

Stormstrike Hommei (One^fond Mote, 42.6 
dps,+15STR) 

Level 60 

N/A 

28 • 909 239 

Gno9 Skin Bondoher (16 Slot Ammo Pouch, 

Equip* liicroosoc nmgod ottock sp«od by 15%) 

Level SS 

N/A 

31 t 509 

Hotpy Hide Quiver (16 SloT Quiver, Equip; 
increases ranged ottock speed by 15%) | 

Level 55 

N/A 

1 

31 ^ 509 













































































































Exalted 




iffcm :v ’ 

Requirements 

Sef Home 

Cost 


Slumipike BoRle Chafgef tiise: StimmMK ond 
dismisses a [ideoble StormpSie hfk ChargEi. ’ 
This b fl i«»y fef jtKHjnT) 

level 60 

NA 

720 ^ 

Ld of Hie Lifegiwr (Off-Howi Equip: Increases 
beoling done by spelb md effects by up to S3, 
Restores 3 mcnKi per S seconds) 

level 60 

N/A 

45 

Tlieici?cine"s Ibucb fOff-tfoiMl, Equipc Increnses 
dumoge and fiecJing diNre by mogkd spelb oiid 
effeds by irp to 33) 

MiO 

m 

45 

Toitie of Aicone OMilnatwn {Off-Himl, fquip; 
Jncreoses domoge done by Arcone spels and 
effects by op to 34, Restoies 3 mtim every 

S seconds) 

Levd60 

N/A 

45 

Twne of Ffecy Aacaw {Off-tJmd, Equip: 

Increnses domoge done by Fire spelts end .. 
effects by up to 40) 

Level 60 

N/A 

45. 

Tome of Sbodow forte (QffTtond, +8 SIA. 

Equip: Increases (kiinop done by Sbodow spdb 
and elfecis by up to 34) 

Level 60 

N/A 

45 

Tome of the Ice tend {OffTtond, +9IHT; &pp: 
tiKceoses danauge daw liy Ftost spelb and 
effects by up to 34) 

IsvdM 

N/A 

45 

The Unstoppobfe Force {TworHond ttoce, .4 
dps, +19 SIR, +1S SW, Equip: Improves your 
dwnce b get o oiticol strike by 2%, Chance on 
Mt: Stuns luigetlof 1 second) 

Level 60 

N/A 

140 

340 10# 

The Immovable Object (Shield, 2468 Amior, 

44 Block, +15 SIA, Equip; Increases Hie block 
vobe of your shield by 27) 

level 60 

N/A 

71 

S70 67# 

{Ion tub's Bond tRing, +11 STA, Equip: 

Improves yonr dwnco to get o critical Me by 
\%, Improves your chance to bii by 1%, +16 
Allock Power) 

level 60 

H/A 

63 

The Loktomiief tOne-Hund Dagger, 47.2 dps, 
Chance on bit: Wounds Hie torqer lor 200 to 

300 domoge and loweis INT of target by 25 
fw 30 seconds) 

MiO 

N/A 

113 

9# 56# 

Don Rodrigo's Boiid (Ring, +7 STA, Equip: 
Improves your cbonte fa get a criticDl shle with 
spells by \%, Deaeuses the ma^ol resisitioces 
of your spell taigefs by 20) 

level 60, Closscs: 

PriesI, Mage, Warlod 

H/A 

65 


FROSTWOLF CLAN 


Tl W Tt> 




rrit^jiuiy 

HBM 



Item 

ReQuiromedts 

Set Name 

CrisI 

Supeiiof Healing Oraught (Lise: Restoros 560 
to 720 heoFI) 

level 35, Usable only 
: re Atfeiric Valley 

N/A 

5# 

SuperMi Mona Dtaugfrf (Use: Restores 560 to 
720 mnnu) 

level 35, Usable only 

HI Afteroc Valley 

H/A 

5# 

f nEtwolf Bridle lotard 

H/A 

N/A 

1 

(SfAllerac Heavy Runedolb Gandrige (Use: 

Heals 2000 domoga aver 8 seconds) 

First AkI 575 

H/A 

80# 

(5)Bcittte Allerac Spring Water Oise: Bestofos 
4410 mono over 30 seconds, Inaeoses Spirit 
by lOiof 10 minot®) 

Level 55, Must cemoiri . 
seated wbdedfinkM^ : 

H/A 

50# 


Honored 

.... 


Item '■ ■■■ 

^R6(|Ul^ri)5 

SetHame " 

Cost /v ; 

Heeliitg Drought (Use: (iestores 930 Id 
■IJAO hedih) 

Level 45, UsoWe only 
i) Allerac Volley 

K/A 

9# 

Alnjoi Wares Drought [Use: Restores 980 te 
I260mana) 

level 45, Usrible only ' 
in Alteioc Wdley 

N/A 

9# 

Fiosiwolf legiomwris's Goat (Bricl^ 43 AnruM, 

+11 STA, +S Frost Res,, Equip: +24 Attack 

Power) 

levaISS 

n/a 

6 79# 50# 

Frostwolf Advrsof's Cloot (Brick, 43 Aimov, +11 
STA, +5 Frerst Res., Equqi: Inaroses damage 
and fidiiig dorre by magical spells and elects 
by up to 14) 

Level 55 

N/A 

6 84# 40# 

Frustwnlf Legawreaire's pEndont (Neck, +15 

STA, Equip: +18 Attack Power) 

Level 55 

N/A 

6 44# G3# 

Frostwolf Advisor's Pendant (Ned, +10 

STA, +10INT, Equip: ResJores 4 miiiia per 5 
secands) 

Led 55 

N/A 

i 440 830 

FrosJvrolt PktJe Belt (Plato Worst, 353 Armor, 

+18 SIR, +7 AGI, +^1 SIfk +5 FrosT EesJ 

LfidSS 

N/A 

4 26# m 

FrosIwoK Wt Girdle (Wol Waist, 199 Arnioi, 
+12AGl,+12SrA+]5INT,+5FiosltesJ 

Lid 55 

N/A 

6 40# 48# 

FrasittolE LcdIFim Belt (Leollier Wdisl, 95 Armor, 
+l)SIS,.rl0AGI,+15SIA,+5F[OStf!es,) 

MS5 

N/A 

i 33 0 740 

Frestweif Goth Belt {QoHi Waist, 48 Armor, 

+11 STA,+10 IHT,+5 Frost Kes., Equip; 

Increases damage and healmg done by mugico] 
spells and effects by up to 18) 

LevrdSS 

N/A 

4 26# m 

(S)AI}erDC moiw Biscuit (Use: Rristtros 4410 
health aniHd 10 muno over 30 seconds) 

Lsvd 51, Must lemore 
seated while eating 

N/A 

63# 

(200) Ice Threaded Arrow (Adds 16.5 dps) 

Level 51 

N/A 

54# 

(200) kelhreadad Gullet Wis 16.5 r^Js) 

Level 51 

H/A 

54# 


Revered ^.8 

1 

L.J 1 ^., _V.-. 




Item 

Re 

qyirements. 

Set Name 

Corsf 


Frosiwolf BcHIIb Stundard Eltee: Ploce a Bailie 
Stfrodord with 1SOO healtti drei iiiireosES the 
damage of oil party rnembeis ttol slay wlHijn 

45 yards of the Eatife Slondritd by 1036) 

lasts 2 minutes. 

Usobb only in Abemc 
Wsitey 

N/A 

! 

4 500 

Olaciol M (One'Hond Dogger, 42.5 r^, 

+10 AGI, Ounce on HiP Blasts a tngetfar 4S 
Nolure dmnage) 

Level 60 

i 

N/A 

28 48# 53# 

Whileotit Sto8 [Stalf, 55.6 diss, +25 STA, +16 
IlfT, Eqmp: Increases domoge and healing done 
by magicoE spells ond effects by op to 1S) 

Level 60 

1 

i n/a 

35 86# 72# 

Fmsthite fOne-Hond Miice, 42.6 dps,+15 SIR) 

Level 60 

H/A 

28 90# Z3# 

(jiwH Skin fiofldolfw (16 Slot Ammo Poueft, 

Equip: Increoses fanged attack speed by 15%) 

LevdSS 

H/A 

31 50# 

Harpy Hide Quiver (16 Slot Quiver, Equii: 
liKreoses rouged oltod speed by 1 

Level 55 

1 N/A 

31 50# 



Ham of the Frostwelf Howler (Use: Summons and 
dismisses o lidoable Frostwolf IMer. Ibis is a 
very fast nuunl) 

Level 60 

N/A 

720 

Lei of the Ufegiver (OfTtiond, Equip: Increos^ 
healng done by spells ond effects by up ter 53, 
Restores 3 mmu per 5 seconids) 

Level 60 

N/A 

45 

TbefOEoiu's Touch (OfFftend, Equip: Inaeases 
damage oad healing done by mogicol s^lts ond 
affects by(^to3B) 

Led 60 

H/A 

45 

Tomo of Arcane Damination [Offdlond, Equip: 
Increases damage done by Arcane spelk and 
effects by up to 34, Restores 3 mona every 5 
soconds) 

Led 60 

H/A 

45 

Torue of Fiety Artoitt {Off-Hcm], Equip; Increases 
domoge doue by Fire spelk and effects by up 
to 40) 

Level 6D 

N/A 

45 

Tome ol Shadow Force (Off-fiand, +8 STA, Equip: 
Increases damage done by Sbndcw spelk nud 
effects by up in 34) 

Led 60 

H/A 

45 






















































































Exalted _ 

.''SB 





i kequifemenis 


Cost 


]fm of rtie ko torf {Olf'HQnd, +9IHT, F^wp: 
lnc^e^tses itanwge done ta spells end effoers 
fc34) 

Loud 60 

N/A 

45' . ■ , ;■ ■■ ■ 

The Unstoppable Foito (TweHond Mnce, 61,4 d|ps, 
+]9 SIR. +15 STA, Eqiflp: Improves yow thance 
to get a crjticd stiib by 2%, Cbonce on hit: Sltrns 
tofgetfor 1 second) 

Level 60 

N/A 

140 

949 1D9 

The Immovablo djett [ShceH, 246S tmx, 44 
B|«k, +15 STA, Equip: Incfenms h hloct value nf 
your shield by 27) 

Level 6Q 

K/A 

71 

S79 47# 

Don Julio's Eofid (Ring, +11 STA, Equip; Improves 
your cbonce to get d triltcol Me by ]%, Improves 
your chance to bit by 1%, +16 Attack Pov^j) 

Level 60 

N/t 

6S 

t!»e Lottofumizef (One-Hond Oiiqger, 47,2 

ClKBKe on hit; Wouucfe the target for 200 to 

300 doiuflite or«l lovr^ Itll of taget by 25 for 
SOsecotKis) 

Level 60 

N/A 

113 

99 56# 

Qon Rodn^'s Band [Rirgt +7 STA, Equip; 

Improves your dance lo get n ciical strike ivtth 
spelk by ]%, 0ecrei]5e5 ibe nwgienf resistnrKes of 
your spoil targets by 20) 

Level 60, Dosses: 
Priest, Moge, 

Warlock 

N/A 

63 


LEAGUE OF ARATHOR 


fiiendly 




Hem 

Requirements 

Set Heme 

Cast 

SupetiDt Heoliig [|[(iught (Use: Restores 
S40io730Wl!il 

Level 35, Usable only in 

Arofhi Basil 

M/A 

5# 

Supawr Mona Draught (Use; Reslaies 560 
to 720 mann) 

Level 35. Usoble only ir 

Arathi Basin 

N/A 

5# 

(SJtfighlwKlGr's Field ^ioti (lt$e: Reslores 
1074 heciftfi end 2202 mano mrer 30 
seconds) 

Level 2S, Must remom 
surtted wlifle eating, Usuble 
otriy in Arqtbi Basin 

1 N/A 

1 

109 

{S)fiighlander s Iron Ration (Use; Restores 
1608 bealih and 3306 mana over 30 
seconds) 

Level 35, Must remam 
seated whfeeoting, Usoble 

1 only in Mi Basin 

N/A 

159 

(5)Highl(indef's Enndied Raturr (Use; 
Reslores 214S hedth and 4410 nraiKi over 
30 secands) 

1 level 45, Must remain 
; seated whie eoHng. Usoble 

1 onlyinAmtbi Besiri 

M/A 

209-/:,... 

(S)Highf(indef"s Silt Eardoge (Use; Ueuls 
640 domnge over 8 seconds) 

:ieuel25. First Aid (125), 

; Usable only in Acalfii Basin 

N/A 

ID# 

(SlHighbder's Mogewcove Bondcrc^ (Use: 
fbols 11D4 damage over 3 secor^ds) 

' Level 35;Rr5t Aid (175), 

‘ Ihebie rnily in AioHii Bosln 

: H/h 

159 

(5)HighkiKlur"s Riineclath bandoge (Use; 
Fbils 2000 domnge over 8 secomJs) 

ited45,Fin(Aid(225), 
(habis only in AiDlbi Oman 

N/A 

209 

Tabsnran of Araidrar (Use: Absorbs 243 to 

30? laical ikimqge) 

; Level 28, kisis 15 seconds 

N/A 

729 30# 

Tafeman of fliolhor [Lfse: Absorbs 310 to 

378 physical damage) 

Level 38, Lasts 15 secMds 

N/A 

1 52# 30# 

Tofenwn qf Arathor (Use: Absorbs 392 ta 
478 [drysicol domr^} 

level 48, Losls 15 seconk 

N/A 

2 82# 30#; ' V 

Tafeman of AmtlKir [Use; Absorbs 495 to 

605 physical domoge) 

Level 58, Losls 15 seconds 

N/A 

4 129 909 


Honor 


Item 

Requirements 

Set Name 

Cmt 

Highlander's OmIo GmHe (Leather Waisit, 61 
Armor, +5 STA, Fossrve; +24 Altoct IWet) ! 

Level 28, (ksses; 
Hunter 

N/A 


ffighItMnler's Dain Uiidk (Moil Wnist, 14? 1 

Armor, +6 STA, POssive: Impioves your chance j 
logeiacriitcalsihkeliy l?fi,+e AtiDckPD^) ' 

Level 40, Classes: 
Htmfnr i 

K/A 

2 60# 40# 

Higtriander's Gnirr GmRc (Md Woisl, 178 

Armo^ +8 STA, Fqsswb: Improves your choree 
to get D cnJiail strike by 1 %, +20 Attude Power)' 

Level 48, Gosses; 
Hunfer 

M/A 

■4 : 93# 73# _ ; 

Highlander's Quin Gmie (Moil Woisl, 208 

Armot, +10 SIA, Pdssive: Improves your chante ^ 
to get a criliad slrib by 1%, +34 Attack Power) 

Level 58, Qosses; 
Hunler 

The 

HighlondeTs 

Dateffninotiofl 

7 92# 59# 

HigbhBitjer's Orrth Glnfie (Drslh Waisl, 38 

Armor, +4 S!A, h 3 MI, Itee: IncrcosK 
efomoge ond heating done by mogicaf spalls and i 
etfedshyoptcll) ! 

Level 28, Gosses: 

' WhM, Atoge, Priesl , 

N/A 

L_ 

729 7# 


Honored 




\\m 

Requiremertls 

Sef Name 

Cost 

Higbbridef'sCioib Girfie [Oolh Worst, 105 

Armor, +4 STA, +4INT, Possive: Increases; 
datiage and heabng dooe by PKigicol spdb and 
effects by up to 14) 

Level 38, Gosses; 
Warlock, Mage, Priest 

N/A 

1 66# 84# 

lfighl(snder''s Dolh GMfle (Oath Wcast, 113 

Armor, +6 5TA, +5 MF, Passive: l(ri|ioves youi 
dioflce to get q ailicol stifke whli s^ls Ef )\ 
Increoses domoge and heobog ebne by mogteof 
spefe ood olfocls by up to ?j 

, Level 48, Gosses; 
Wtotock, Moge, Priest 

N/A 

i- 3i9 199 

Hightomfer's (Jntb Girdle (Doth WoEt, 150 

Armor, +7 STA, +6 INT, Passive; Improves your 
chofKe to goto crilHol strike with speib by 1%, 
Increases damage and heolirtg done hy rnog^al 
spells ortd effects hy up in 14) 

Level 58, Dosses; 
Waikk, Mage, Priest 

The 

HigNonder's 

Intent 

S 369 19 

Nigbigniler's tizanltiiik Eiirdi; (lestber Wun, 
91inn«,+4Stt,+I2IND 

Lfivel 28, Dtrsses: 

. Rogue, Druid 

N/A 

729 79 

Nighlondei's Uzordliiile Girdle (Leitlicr Woist, 
|]3Rnii«,.f4SII^+1ilNT) 

Level 38, Ctes: 
Rogue, Druid 

N/A 

2 139 149 

Highlunder's Ikurdhide Cerdle (Leirther Wdtsi, 

136 Armor, +6 SIA, +10 INT, Equip; Improves 
your chance la get o crlfkol strib with spells. 
byl^ 

Level 48, Classes: 
Rogrto, Dniil 

N/A 

4r 299 629 

Hig!dr]nder's Liiordhufe Girdle [leather Waist, 

159 Anrof, +7 STA, +17 INT, Eqiip: Improves 
your chance to get a trrlrcal strike with spelLs 
by IS) 

level SB, Gasses: 
Rague, Bniid 

The 

Higblonder's 

Wil 

6 67# 62# 

Higlil{radef''s Leather Girdle (kalher Waist, 91 
Armor, +4 STA, +24 Altoct Power) 

Level 28. Gasses: 
Rogue, Onsd 

N/S 

89# 41# 

Higblander's Leather Girdle (tealhEr Waist, 113 
Armor,+4 STA,+30 Altoct Priwer) 

Level 38, Gosses: 
Rogue, Dniid 

N/A 

2 6# 99# 

Highlander's Leather Girdle (Leolher Waist, 136 
Armor. +6 STA, Equip; Impiaves your chance to 
get a cf idcol strike by 1 %, +20 AM Power) 

1 Level 48, Gosses: 

: Rogue, Druid 

, N/A 

4 17# 8# 

Higblonder's Leather Girdle (Leortier Waist, 159 
Armor, +7 SIA, EquijK Itrpaves your chante to 
get a crilical strike hy T9n, +34 AM Power) 

LeveE 58, Gasses: 
Rogue, Druid 

The 

Highland 

Ptopftse 

,6' 65# 29# 

Higiilmder's Lomellor Gifdie (fAoi i Wabt, 128 

Armor.+11 SIR,+4 SIA,+5 INI) ^ 

; Level 28. Gosses; 

^ Pdfeiiln 

N/A 

1 3# 75# 

HjghhHHk's Lomdlor GnSe (Plate Wobt, 236 
A™r,+12STR,+6STA,+6IMD 

levet 40, Gosses: 
Polatiin 

N/A 

: 1 60# 8# 

Kighbufer's Lmr^lar Gmfe (Plote Waist, 
313ArtiioE,+nSIR,+4SlA,+8IHF,E(^jp: 
Improves your chance to get a trity strike 
byl%) 

Level 48, Gosses: 
IPriindin ■. 

N/A 

! 3 ' 47# 32# 

i 

Highlooder's Lomellur Girrie (Plato Waist, 369 
Armor, +15 SIR. +6 STA, +10 INT, Equip: 
Improves yaur chance to get a erty slrib 
byl%) 

Level 58, Gasses: 

Poludin 

The 

Highlander^s 
Resoho ; 

5 12# 75# 

K^liaale'3 Pbte Suite (Atoil ffoist,) 2E 
taiior,+!2SIt,+SSTA) 

L^i 28, Gasses: 
Warrior, Polodin 

N/A 

1 2# 94# 

IrighlandBr's Plate Girdie (Plato Wrist. 236 

Armor,+15 SIR,+6 STA,) 

Iffvei 40, Dosses; 
Warrior, Palodih 

W/A 

] 58# 83# 

Highbnk's Plate Girdfe ( Hoto Wmsr.. 3 T3 

Armot+10 STR, +8 STA) 

level 4fi, Gasses: 
Warriot Paladin 

N/A 

■ 3 . S39 769 

Highlonder's Plote Girrite (Plato Wrist, 369 

Armor, +17 STR, +10 SIJ^ Equjp: Impmves 
ycM dtonce to get Q critical Me by 1%) 

Level 58, Dosses: 
Worrier, Pdudiit 

The 

Highlpnler's 

Resolulfofl 

5 10# m 


Revered 

T.* 

Pg^T 

luHSV 



Item 

Raqtriremenfs 

Set Hume 

to 


HjQhtortrfer's Chain Greaves (iMthsr fet, 

1 74 Armor, +3 AGl, +B STA, Eqrnp; Rirm speed . 
increaserl sl^y) . ■ 

InveL 28, Dosses: 
Htoitef .; 

■ ' ■ N/A . ' ■ 

1 32# 17# 

H'lghkniler's Dmin Greaves (Mdl Feet. 183 
Armor, +10 AGI. +10 STA, +3 INT, &|Uip; Run 
; spMincreosedsfiglilty) ' 

Level 40, Qflsses; 

Hunter 

N/A 

3 

68# 75# 

Highbrider's Choin Gteoves (Ahit Feet, 21 8 ! 

Armor, +1 2 AGI, +13 SIA, +6 MI, Equip: Run ' 
spedintr^tsed shahlly) | 

LeveE 48, Gasses: 
Huotot 

N/A ' 

17 ' 

42# 97# 

Kighlonder's Dnin Grooves (Mdl Feel, 255 
Anttor, +1S AGI, +16 SIA, +8 IMF, BjMp: bn | 
speed increosed slighriy) 

levet 58, Dosses: 
Hufitet 

The 

Highlander's 

Etetormaiotni 

12 

24# 28# 






























































































Higfilonder's Oortt Boots tflolfi Feot, 14 Armor, 
+8 SFA, Equips Guo spw4 increased sligli% 
Incioases damage and fteoiir^ done ^ mo^cfll 
spells ond ete Iry up to 7) 

Uvel2fl, Classes: 

Ptiesr, Wage, Wtirlock 

N/A 

T 60 n0 

Highfoftder's Ctolfi Boots (Qo'f! Feet, 103 
km\, +10 STA, +3IHT, Equip: Eun speed 
ijKTeiiised sf^liflv, Increoses domoge ond heeling 
done try mogicsl spelk und effects by ep to S} 

Uvel 3B, Classes: 
fbKStMage,WQdotk 

N/A 

2 479 49# 

Hjgfibder'sQolh Boots (Oolfi Feet, 13^ 

Armor, i lt STA, INI, Equip: Run speed 
HKrMsfld sfightly, inaoases domage ojid heal^ 
done by mpgitol spelts oird ellecls by up to 91 

Level 48, Closses; 

Prtest, iiftogo, Worletk 

N/A 

4 98# 73# 

Highlonder's Clolh Boots (flolb Feet, lit 

Armor, +16 SIA, +3 INI, Equip: Run speed 
■Kreosed sfigMy, Intieoses damage end bBolmg 
dww by magifol spelts oijd effects by up to 12) 

Level SB, Classes: 

PtFKt, Aftage, Wndock 

The 

Highlonder's 

[oient 

7 ¥>0 

Highlonder's Liioidhide Boots (Mhet Feet 

104 Armor, +5 Ml, +8 SIA, +d INT, Epip; Run 
spued increased sBghtfy) 

Level 2B, Classes: 
Rogue, Dniid 

H/A 

1 369 (19 

HighloiMtef's Imudhide Boots (Ledjer Foet, 

129 Amior, 4 Ml, +10 STA, +5 ItFT, Etpilp; 

Run speed Erxreused sligbtfy, +6 Attack Po'm] 

Level 38, Qosses: 
Rjogue, Onrld 

N/A 

3 16# 28# 

HEghlundor's tiiordbide Boots {Leolbec feat, 

145 Airrar, +8 Afil, +13 SIA, +7 iHT, Equip: 

Run speed ttirreosed sliig^irly, +12 Attock Powor) 

bed 48, Gasses: 
Rogw, Druid 

N/A 

6 37# 32# 

Higblondoi's Li^oidbide Boots (beofareet, 

181 Amwr, +3 A£!, +16 SIA, H'8 INT, Equ^: 

Ruu speed increosed siighrly, +t 6 Atticnk Power) 

bed 58, Gasses: 
Rogue, Druid 

The 

H»ghla!«fePs 

mi 

9 299 149 

Highlander's ieatfier Boots {LeatberFeet 104 
Afinor, +7 AGl, +8 STA, Equip: Run speed 
incrensed dighty) 

bed 28, Gosses: 
Gogue, Diuid 

N/A 

1 32# 64# 

Highlander's lenEfiei Boots fljeo^ter Feet, 129 
Armot +^t ACI, +10 SIA^ Equip: Run speed 
increossd slighty, +6 AM Power] 

level 38, CkESBs: 
Rogus, O^id 

N/A 

3 79 S9 

Hightander's leather Boots (leother Feet, 145 
Armor, +l 1 Ml, +13 SIA, Bqu^: Run speed 
increased #lv, +12 Attock Powef) 

level 48, Classes: 

: Rogue, Drud 

H/A 

6 18# 68# 

Highlander's Ifeolhe; Boots (Uother Feet, 181 
Armor, +12 AGi, +16 STA, Equ^: Rrm ipwd 
increased sFighty, +16 AM Po?m} 

Level 58, Closses: 
Rogue, Dmiii 

The 

Highlonder's 

Purpose 

9 259 M9 

Higfilnnder's lomelfor Grouines (ttnil Feet, 157 
Armor, +6 SIR, +6 AGi, +4 STA, +4 IHf, Equip: 
Run speed increased shghrty) 

Level 2B, (losses: 
POlodin 

N/A 

1 58# to# 

Highbder's lonaelller (kuovos (Plate Feet, 239 
tar, +8 SIR, +B AGI, +6 STA, +6 ttJT, Equip: 
Run speed increased stightfy) 

Level 40, Classes: 
FoWIn 

N/A 

2 429 e?# 

Highlonder's Lomellor Greaves (Flote feet, 383 
AmiDr,+nSlR,+10AGt+7STA,+6fNl 

Equ^: Rutr sifted increosed slightly} 

Level 48. Cb^es: 
Pqyin 

H/A 

4 89# SB# 

Highlonder's LKnollor Greaves (Plate Feet, 452 
AimDr,+14S!R,+12AGl,+BSTA,tS IHT, 

Equip: Run spoed increased slighity) 

Level 58, Gasses: 
Paladin 

Tha 

Hightaoder's 

Resok 

9 99 789 

Highlander's Ptntra Grcqves (Wail Feet, 157 

Armor, +6 SIR, +6 Afil, +6 STA, Eqjutp: Gua 
speed increased sligjilty} 

bevd 28, Cbsses: 
Warrior, Pabdia 

H/A 

3 S6# 88# 

Highlonder's Ptofe Granvos (Ptafe Foet, 789 
Ariiwtf, +S SIR, -j'S AGI, +8 STA, Equip: Gun 
speed fncteosed slightly) 

bed 40, dosses: 
Wertior, Pyedirr 

N/A 

2 41# 2# 

Hi^btider's Greovos (Ptote Feet, 383 
Arnioj; +1! SIR, +10 Afil, +1D STA, Equip: Gun 
speed urcreasedsicBbtly) 

Led 48, dosses: 

. Wamm, Fr^in 

N/A 

4 85# 58# 

fiighlDFidePs Ptote Groorres (Ptote Feet, 4S2 
Anaor, +14 STf(, +12 Ml, +12 STA, Equip; Gun 
speed tacretrsd slightly) 

bed 58, dosses: 
Warrior, Fttbdin 

The 

Highlonder's 

Rffiolution 

8 6# 90# 


Item 

Sequtrembnls 

Set Horne 

Cost' 

Higbbndur's Chain Poufens [Molt Shoubfe, 
312AEirar,+20AGE,+lBS!A,+17fNt) 

Level 58, Gosses: 

Hunror 

file 

Highlonder's. 

! Determina+ion 

16 ' 59# 3# 

Highlander's fpuolels (Cloth Shoulder, 185 

Armor, +18 STA, +17 INI, Equip: laoeosss , 
damage wict healing done by magical spsSs 
ond ilfecls by up to 1 ?, Resroros ^ mono per 

5 seconds) 

Level 60, Gosses: 
PtiKtArtogo,Wddi)Ct 

1 - 

llie 

Highbnder's 

tntent 

11 56# 54# 

Highlonder's bizardhide Shoulders (Leather 
Sltoulder,2SSAmaj,+12AG[,^]7SIA,+12 

INT, Equip: +30 Altnd Poyrer) 

level 60, Gosses; 
Rogue, Drvid 

Ik 

Highlonder's 

W^l 

14 409 SS9 

Highlander's beolher Spaulders [Leather 

Shoulder, 258 Armor, +18 AGI, +17 STA, Equip: 
+30 Attack Ftrv^er] 

Level 60, Gosses: 
Rogue, Omld 

The . 
Hi^lander's 
Purpose 

M 3S9 219 

HigWijndB's LomeBarSpoiilte (Ffnis Shoulder, 
553An«fj,+19S1ii,+17ffl,+!iSU, 

+19 INI) 

Level 60, Gosses: 
Nodie 

11k 

Highloncbr's i 
Gesohfis 

11 13# 70# 

Highlander's PbleSpouMers {Plote Shoulder, 

SS3 Aiimif, +1B SIR, +17 AGJ. +20 STA) 

Leva! 60, Gosses: 
Warrior, Polodin 

The 

Highlonder's 

Resdution 

T1 9# 46# 

Cloflk of the Hoftor Guord (Butik, 50 Armor, +5 . 
AOI, +! 1 STA, Fqu^: +34 Attack Fewer) 

Levef 60 

N/A 

10 92# 56# 

Iraribork Stuff (Staff, 5S.8 dps, 100 Aimor, 

+19 STA, tlO IHT, Equip; Improves your 
cliooce to get o oificol strike with spells by 2%, 
Increases dumage and healing dune by ma^ol 
spells andolFe<isbyiii|ito41) 

Level 60 

H/A 

49 S89 ’A9 

Sagetiuw (OneHond Dagger, 417 dps, +8 

STA, Equip: Intreo&K domoga and healing 
dorte by mogkol spells and effects by up to 30, 
Improves your chance to gat o ciiticol strike iwilh 
spelhbyl^) ■ 

Lesd 60 

N/A 

39 81# 26# 

THE DEFItERS 

1 Friendly . ; 


Hem 

Requirer 

nents . 

Sot flame 

Cost 

Saperior Heoling Dmugbl dltse: Restores 560 
to 720 health) 

Level 35, Itsabfe.dy 
in Ami] Bijsin 

N/A i 

5# 

Superior Wonn Draught (Use: Restores 560 to 
720 morw) 

Level 35, Dsobfe only 
ii Arottil loan 

N/A 

5# 

(5)D^bPs ReW Ration (Use; Restores 1074 ! 

health and 2202 monu over 30 seconds) 

Level 25, AVustremoin 
seoted while eating. 
Usabie onFy fii Amthi 
Gosia 

N/A 

10# 

i (SlOefilePs Iron Rolian (Use: Restores 1608 
heollh ond 3306 mono over 30 seconds) 

Level 35, fAustramoin 
seoied whja eoting. 
UsoyeonlyinAraliii 
Basin 

H/A 

IS# 

(5)DeiaePs Enikhed Ration {Die: Restores 

2140 heolth ond 4410 meww over 30 seconds) 

byo! 45, Mnst remniti 
seated vdiile eotmg. 
Dsobb only in Amllii 
Basin 

H/A 

20# 

(SiDefilePs Silt Bcindnga (Use: Heals 640 
dorrage ovur fl seconds) 

Level 25, First Aid 
(125), Usable only ia 
Arotlii Basin 

N/A 

10# 

[SlDeliler's ^ogeweeve Bondage [Use: Heats 
1104 dunwge over 8 seconefe) 

Led 35, First Aid 
(17 5), Usable only ill j 
Arartii Bosin 

N/A 

15# 

[SjDefifer's BunecloJh Bandage (The: Heals 

2000 damage overBseconefd 

Led 45, first Aid j 

(725),Ljsabteonly in j 
Aiolfii Baan | 

N/A 

20# 

Deliler's Toltsmon (Use: Absoik 248 Ee 302 
physkol damage) 

bed28,Ujs!sl5 I 
suKonds 

W/A ■ 

72# 30# 

Defiler's TplEmmn (lise: Absorbs 310 fo 378 
physical damage) 

Lad 38,lost5l5 
seconds 

W/A 

1 52# 30# 

Oeltbr's roltsmon (Use: toibs 392 to 476 
physbol damage) 

Level48,b5t5lS 

seconds 

M/A i 

2. ' 82# 30# 

Defifer's Tdismtui (Use: Absarbs 495 to 605 
physical daiaDge) , 

Level 58, Lusts 15 
seconds 

N/A 

4 12# 30# 





















































































kem 

Reqiitrenieris 

SetNomg 

Cost 1 

Wlef's ChMi Girdfe fLeathiy Wotsf. 61 hm\, 

45 STA, Psswe: +24 Attack F^sf) 

Level 28, Closser. 
Hunter, Shaman 

m 

939 73# 

Defiler's Choirt Girdfe (Moil Worst 149 Armor, 

46 STA, PfeTSSiw; litiiKruBS pir thonoi to got o 
eiiticof strike by ]%, +8 Atfnck Prjwer) 

Led 40, Oosses; 
tfunJer, Shaman 

N/A 

2 ioe 40« 

Oelier's Oinlrt Cirdle {Wolf Worst, 1 Armor, 
fS STA, Posswe; improves pii thnnce lo got o 
ctttkiol sJilie by ]\ +20 Attack Ptrwer) 

led 48, tees: i 
ltanbP,S}i0tra 

H/A 

4 93# 73# 

OefiVs Qinin Girdle tMoll Woist, 203 Armor, 

+10 STA, Possfve: Improves youf (bonce to got 

0 critkol strike by 1%, +34 Attack FcntferJ 

Level 5fl, Cbses: 
Hmirer, Shomait 

The Befitef's 
Debrnrinoleco 

7 92 9 599 

Ctefifer's Oath Gidie (Cfclh WoisJ, 88 Armor, 

+4 SIJ, iTjl tJJl.Bosswie: tncmoses riumoge 
ood heeling i&e by magical spefe and elfeds 

hyupta'^l)- 

Level 28, Glosses: 
Woriock, fkp, Priest 

N/A 

n» m 

Oeiiler's Clotft Girdte {Ctotb Worst, 105 Armor, 

+4 STA, +4IHT, pQsswe: Increase daowge 
ond heoling done by mogica! spelts and effects 
by up to 14) 

Level 38, Closses; 
Woikk, Merge, Priest 

N/A 

] 09 34# 

Defiler's Clorfi Gbdla (Cfotb mi, 113 Arnwr, 

+6 STA, +5 IkT, fossive: Improves your choaco 
to got a cnricol slrie witit spells by 1 

Increases damage and lieolmg done by nrogical 
spells and effects by op b 9) 

Level 43, tees: 
Wortodc, Mage, Priesi 

N/A 

3 369 If# 

Dafiler's Oolh Gtdie fCloth Waist, 150 Armor, 

+7 STA, +6INT, Possive: Improves your dinnce 
b get 0 crilkal strike wiili spells by \%, 

Increases domoge and hoaliag done by mogpeal 
spekond effects by OP to t4) 

Level 53, Llassas: 
Warlock, Moge, Priest 

fhe Deliler^s 
Intent 

S 369 19 

Defilefs U?or(a\ide Girdle [leolfiet Waist, 91 i 
Aiinor,+4S!A,+l2]}fI) i 

Level 28, Ctesses: 
Rope, Druid 

H/A 

?39 7# 

Defifer's lifordhide Girdle (leoihof Waist, 113 [ 
Anitar,+4SIA,+15 IffT] 

Level 38, Classes: 
Rogue, Diuid 

H/A 

2 139 149 

Befiter's lirordbide Girdle [lentfiei Woisi, 136 : 
Amtoj, +6 STA, +10INT, Equip; Impiotes your 
chance to get □ critical strike with spek fay l^i) | 

Level 48, Classes: 
Rogue, Onriil 

H/A 

4 299 529 

Defilef^s Oiodhide Gtale (l.e>(itheF Worst, 159 
Amiw, +7 SIA, +17IHT, Eqmp; Empitwes your 
chanco to get a cictkol strike witb spek by 1!16) 

Level 58, Classes: 
Rogue, Ond 

Ni* IMIei's 
Will 

6 67# 629 

Oefiler's Leather Girdle (Loathe Waist, 91 

Armpf, +4 SlA, r 24 Attack Power) 

level 28, Clrtsises: 
Rogue, Drutrl 

N/A 

399 41# 

Oefilets Leate Girdle [Leather Waist, 113 

Armor, +4 SIA, +30 Attack Power) 

Level 38, Classes: 
Rogue, Druid 

N/A 

2 69 999 

DoDlei's Leather Girdle (Lenlher Waist, 136 
Armor, +6 STA, Equip; Improves yaw tbonce b 
gel a critical A by 1%, +20 Attack Power) 

Level 48, Closses; 
Rogue, Drttid 

N/A 

4 17# 89 

WIer's Leartier Girdle [Leoiher Waist, 159 

Armor, +7 STA, Equip: Improvies yaw dwnce b 
get a critkol strike by 1%, +34 Attack Power) 

Level 58, Closses: 
Rogue, Brurd 

IheMlet's 
Puiposo ' 

6 659 299 

MleF'sMaflMe (LealhoiWiiKt^l Armn, 
+5STA,+12ltiT) 

led 28, Gosses; 
HuEitar, Staan 

N/A 

91# 74# 

Defiler's Mail Girdle [Mail Waist, 149 Ariiwj, +6 
STA,+15IWD 

Levol 40, Gasses: 
Hunter, sbotnan 

N/A 

2 569 79# 

MIePs Mod Girdle (Mail Waist, 1 78 Armor, +8 
SIA, +10 li, Eg#: Jmprertas your chaiijoe ta 
get 0 crrtkaf sbke with spelts by 1 %] 

[m\ 48, Gosses; 
Hunter, Shamnn 

N/A 

5 159 47# 

DofilePs Moil Girdle [Moil Wnrst, ?D8 Aimor, 

1 10 STA, +17 fNT, Equip: Improves yuw dmnee 
to get 0 oitiool stake with spells by ]%) 

Level 58, Gosses: 
Hunter, Sbonran 

The Osfiler's 
Tortflwfe 

8 77# 29# 

Oofiler's Plate Girdle [Atoll Waist, 128 Armor, 
+12STR,+5SIA) 

Level 28, Gasses: 
Vifanior 

N/A 

1 2# 94# 

Miler's Pints Ginlle (iliile Woist, 23i Armor, 
+15STIi,'rASIA,) 

Led 40, Gosses; 
Warner 

N/A 

1 ;39 339 

OefSePs Plato Girilb [PlntE Wnisr, 313 AimOf, 
■+mS[K,+ftSfA) 

ted 48, Gasses: 
Wairior 



W/A 

3.: 53# 76# 

Drier's Plate Girdle (Rate to, 369 Armor, 

+17 SUf, +10 STA, Equip: ImiBeves your 
(bance b getn critiod sbke by 1%) 

Led 58, Gosses: 
Wlautor 

The OefilePs 
Resotiitian 

5 10# 83# 


Revered 


Hem 

Requkementa 

Set Name 

Cast 

DefiJer's Chain Cbeoves (Leather Feet, 74 Ajtnor, +8 
AGI, +8 STA, Equip; Run speed inermsd slf^ifly) 

bevel 28, tees; 
Hunter 

N/A 

] 329 17# 

Oefiler's Owin Grewes (Moil Feet, 183 Armor, +10 
AGl, 1 10 STA, +3 HfT, Equip: Run speed increased ; 
slightfy) 

lpiel40,Ctosses: 

Hunter 

N/A 

3 68# 75# 

DefiEer's Groin Creerves (Mail feet, 218 Armor, +12 i 
AGI, +13 SIA, +6 IHT, Eqjuip: Run speed increased 
sl^y) 

Level 40, Cfnsses: 
Hunter 

N/A 

1 429 279 

Befifer's Gain Greoves [Moil Feet, 25S Armor, +15 
AGi, +16 SIA, +8 !HT, Eq#: Rp speed ittoensrjd 
! slightly) 

Level 58, Oosses: 
Hunter 

The Defiter's 
Derertarnafion 

12 24# 28# 

Oefiier's Cloth Boots [Oath Feet, 84 Aiirwr, +3 

STA, Fguip: Run speed increased sJig|i% Increases 
[fentage and heoliog done by mngicof spells and 
■ eJfKtsbyupb/) 

Level 28, Qmi: 
Priest, 7%, 
Wndock 

N/A 

I 6# 92# 

Dealer's (lath fitsots [Claih Feet, 103 Armor, +10 

SIA, +3IN4, &!aip: Run speed Increased sligblly. 
Increases damage and healinq dooo by mogicol 
spells and effects by upb8) 

Lev^ 3S, Classes: 
Priest, Mage, 
Warfack 

N/A 

2 47 9 49# 

DeBer's Goifi Boots [Goth Feet, 132 Armor, +13 

STA, +61 tf[, Equip: Run sped increased slightly, 
Irrcreoses damage and healing done hy mugicuf 
spek and effects by op to 9) 

Led 48, Clctsses: ; 
Priest, Mage, 
Warlock 

H/A 

4 98# 73# ■ 

DefiSer's Goth Boats (Goth Feet, 161 Amioi',+16 

STA, +8 ItiT, Eqwp; Run speed increased sfightly, 

1 ncreoses domoge and heoling done by magicol 
spells end effects by up ta 12) 

Level 58, Cte: 
Priest, Mage, 
Woriock 

TheDcfite/s 

intent 

7 469 199 

Delitef's Uraidbide Boots (Leother Feet, 104 

Armer, +S AGI -r^l 514, +4 INT, Eqtita: Rim speed 
inttesised slightly) 

Level 2E, Clfisses; 
Rogue, Dretd 

N/A 

1 369 619 

Defifer's Ikoidhide Boots (Leather Foot, 129 

Armor, +6 AGI, +10 STA, +5 INI, Equip: Rim speed 
inaec&od slightly, +6 Albtk Power) 

Level 38, Classes: 
Rogue, Druid 

N/A 

3 16# 28# 

DefifePs Liraidiiiilc Boots (Leatlter Fs^t, 145 

Armor, +8 AGi, +13 SIA, +7 INI, Equip; Ron speed 
jucreased shghity, +12 Attack Powe;) 

Level 48, Oassas: 
Rrigue, Druid 

N/A 

6 379 329 

Oefiler's lizarclhide Bools (Leolhisj Feet, 131 

Armor, +0 AGI, +16 STA, +8 INT, Equip: Run speed 
increased sightly, +16 Attack Power) 

Level 58, Gasses; 
Rogue, Druid 

: IheDAr's 
Will 

9 29# 149 

Defilei's Leather Boots (Leutfaer Feet, T04 Armor, 

+7 Afil, -ift STA, Equip: Ran speed increased slighty) 

Level 28, tees; 
Rogue, Druid 

N/A 

). 329 649 

Defiler's Leolher Boots {LeotliBr Feel, 129 Armor, 

+8 AGI, +10 STA, Equqj: Run ^eed increosed 
slighty, +6 Attack Power) 

Level 38, [losses: 
Kogue, Druid 

N/A 

3 7# 5# 

Ddrler's Leother Bouts (Leatlter Fool, 145 Armor, 
i +11 AGI, +i 3 SIA, Equip: Run speed increased 
sByfity, +12 Attack Povrer) 

Led 43, tees; , 
Rogue, ENid ^ 

H/A 

6 139 639 

DefilerS Leather Boots (Leother Feel, 1 SI Armor, 

+12 AGI, +16 SIA, Equip: Run increased 

sFighty, +16 Attack Power) 

Led 5S, [lasses; 
Rogue, Oiuid 

The Dehler's 
Purpose 

9 25# 64# 

Dehfer'sAtoil Greaves [Lealhei feet, 74 Armor, +8 
A61, +8 STA, Equip: tam speed intreasd sl^dy) 

Led 23, Classis; 

> Huniei, Shofflon 

N/A 

1 39# 60# 

Defier's Well Greaves [Mail feet, 183 Armor, +10 
AGI, +10 STA, +3 INI, Equip: Run speed increased 

sliglillj) 

led 40, [tasses: 
Hunter, Stan 

H/A 

3 S99 54# 

, Defter's Mwl Greaves [Mail feet, 218 Amwr, +12 
, AGI, i! 13 STA, +6 IHT, Equip: Run sped increased 
sfighily) 

Led 40, tees; 
Hunter, Shaman 

N/A 

7 939 439 

DefSer's Moil Greaves [Mail feet, 255 Armor, +15 
AGI, +16 STA, +8 IffT, &iuip: Rurr sped increased 
sitghffy) 

Led 58, tees; 
Hunbr, Sham 

The DefSer's 
OeterminolTon 

11 549 599 

Oefiler's Ptota Greoves [Mml Feet, 157 Armar, +6 
STlt +6 AGI, +6 SIA, Equip: Run speed iitcreased 
:itegblfy) 

Led25,C[ffisses: 

Wam'w 

H/A 

1 56# 08# 

Defitai's PhiLe Greuvus [Phils feet, 2S? Armor, 4 3 
5IK, +8 AGI, +8 STA, Equip; Run spaed increased 
sFighriy) 

Led 40, CltHses; 
Wom'of 

If/A 

2 4)9 79 

Deftter's Plata Greaves [Flore Feel, 383 Armor, 

+11 SIR, +10 AG], +10 SIA Equip; Rim speed 
increiFsd diglrtlv) 

Level 48, Classes; 
Warrior 

N/A 

4 859 58# 

Oefiler's Plate Greaves [Plate feet, 4S2 Armor, 

+14 SIR, f12 AGI, +12 STA Equip: Run speed 
increosed slightty) 

Level 58, Gasses: 
Warn'd? 

The Oefiler's 
Resolulion 

8 6# 90# 
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liHrrtT;^ 


Orfifer's Chniit PoDldiMB (Mol SlBulder, 3! 2 
A[m«(,+20M,+18SM,+]?l(tTI 

level SB, dosses: 
Hunter 

The DeHer^s 
Oeiermirotibo 

16 S9# 3# 

Oefilar's Epoulete [Cloth ShoEiHer, 185 Aimor, 

■il 8 STA, +171KT, Equip: Increases domoge 
ond fiening done hy reogicol spels oiid effects 
by up to 12, Restwes 4 mono pet 5 seconds) 

Level AO, Classes: 
PliiKt,Moge, Warlock 

TheDdifef's 

Iritenit 

11 S69 549 

Ddiler's Uiordhide Shoulders (Uothet Slioufder, 
253 Armof, +12 Afif, +17 STA, +12IWT, Equf: 
+30AttodPqiii^ 

level 60, [losses; 
Rogue, Orutd 

Ttie DGrilE(3 
Wii 

14 489 559 

OefilEr'a-LenifiBr SiJ3t]|deis (Leother ShouHer, 

2SBArir5ff,+|®AlJi;+17STA,Equ|»:+3D 

Aflock Foiver) 

Level 60, [losses: 
Rogue, (huid 

Ttie Oeltlfif's 
Purpose 

14 3S# 26# 

Mler's Moil Mrons [Malt Shcnflder, 312 
Armor,+llSTR,+10Aa+T8£TA,+17|}lT, 
Eqti^: Rasloiies 4 mano per 5 secoaids) 

Level 60, [losses: 

: Hunter, Shaman 

The Oelfe's 
farfiludo 

17 99# 35# 

DeWer's Plate StKutlders [FIdIe Shouktef, SS3 
Atnwr,+18STR,+17AGI, +20 STA) 

Level 60, (losses: 
Warrior, Poladin 

TheDshVs 

Resolution 

11 99 459 

Oeothgmrd's Cfook [Bade, SO Aimor, +5 AGt, 

+T1 STA, Equip: +34 Attoclc Power) 

Levef 60 

H/A 

ID 92# S6# 

Irenbofk Stuff 5toff, SS.Sdps, 100 Armor, 

+19 STA,+10 (NT, Equip: liupiove-S your 
[honce to gef a ctitkal sirdee witli spelts by 2%, ! 
Increases efonw^e and heoRng done liY mqgkol j 
spelsondeffectsliyupta41) 

Level 60 

N/A 

49 5S9 959 

Mifldfong [OneT^ond Dogger, 41.7 dps, 40 

Annoj, +S STA, Equip: Increoses damage ond 
healing deme by mogicol spells atal efkts by 
up fo 30, fmpjaves your (hnnee to (ter o oitical 
strike wi spells hvT9i) 

Level 60 

N/A 

39 31 9 259 


SILVERWINC SENTINELS 





Requifemenls 

Setltame 

Cost 

Rone of Perfection (TriFrket, +4 STA, Equip: 
Decreases the triEigkof resistances of your spol 
targets by 10) 

Level 20, Oftsses: 

Priest, ShcHnoni, 

Moge, WoriocL, M 

N/A 

1 

2 

RUne of Perfection {Trirket, +7 STA, Equip: 
Decreases trie tticigicol resistances of your speR 
forgets by 20) 

Level 40, Classes: 

Priest, 

Woge, Warlock, W 

N/A 

4 

Ruae of Duty (Irinket, +4 STA, Equip; Restores 

3 heoEth every 5 seconds) 

Levd 20, Cbssos: 
Warrior, Pdodin, 

Nouter, Rogue 

N/A 

4 

Rune of Duty {Trinket, +7 STA, Equip: Restores 

4 heaWi every 5 setands) 

Level 40, Cbsses: 
Warrior, Priladiri, 

Eiuttter, Rogue 

N/A 

4 

Supstlor Haling Droujlil (3%: Kestoce; 550 

It) ?20liMiltti) 

Level 35, lisoWc onfy 
io Wdrsong Gukh 

N/A 

5# 

Soperior Muna Dmirght [Use: Restores S60 to 
720 mono) 

Level 35, UsaWe only 
in Wqrsong Guldi 

N/A 

5# 

{SlWarsorg Gulch fieW Ration [Use: Restores 

1074 bedtii and 2202 motto owr 30 seconds) 

Level 25, Most 
remain scaled while 
eatirg. Usable Ddy in 
WoRong Gukli 

N/A 

10# 

{5)Worsorig Gulch Iron Rotion (Use: Restores 

1608 badth ond 3306 mmio over 30 seconds) 

Level 35, Must 
remain seotd while 
eoting. Usoble ody in 
Wnsoig Gukti 

N/A 

15# 

(5)WoFSCing Gulch Eniklred Ration (Use: 

Restates 2148 heotth and 4410 tWKW ever 

30 secernds) 

Level 45, Must 
remoin seated while 
eotiiiq.. Usable onily in 
Worartrg Gukh 

N/A 

20# 

[SlWorsoirg Gukfi SiRc Bondoge [Use; Heols 

640 domoite over fl seconds) 

Level 25, First Aid 
(125), Usable only in 
Wnsong Gukh 

N/A 

10# 

CS)Warsarq Gulch Mqgrnweove Banduge [Itea: 
Hods 1104 domoge over 0 seoHwfc) 

level 35, First Aid 
(1/5), Usable only in 
Worsoirg Guldr 

N/A ' 

15# 

(SlWorsofig Gdch RUnoclolb Boniliiga (Use: 

Heots 2000 damage over 8 seconds) 

Levd 45, First Aid 
(225), Me only in 
Wnrsoog Giikiti 

H/A 

ZG# 


CDtetok6i"5 (ope [Botk, 20 Armor, +4 STA, +2 
SPI, few: Increases hoolirrg done by spells ond 
effetfsbyupto?} 

leuellB 

N/4 

:36# 50# . ... 

Coretoker's Cope [Sock. 35 Armor, +6 STA, +4 
SPI, Equip: Iroieases healing done by spells and 
effects by up to 13) 

level 20 

H/A 

1 ?9 

Coreloker's Cope [Bode, 31 Armor, +ff STA, +5 
SPI, few; tnereases heoling dore by spells ond 
effects by up To 18) 

Levd 33 

H/A . 

2 49# 34# 

CorelakeCs Cape [Bock, 33 Armor, +9 STA, +6 
SPI, Eiw; fnereuses heaSng done by spells nnd 
effstls by up to 22) 

Levd 48 

N/A 


2# 42# 

CaralokeCs Cope [Bock, 45 Arnior, +11 STA, 

+B SPI, Equip: Incteases lieding ifcne by spells 
Old affects by up to 26) 

LevdSB 

H/A 

F 

69# 43# 

Lorokeeper's Ring {ISng, +2 STA, Equip: 

ItHieases damoge oncE bealicig doire by mogied 
spells oflcf dfetts by up to 5, Restores 2 mano 
per 5 seconds) 

Levd 18 

H/A 

2 

Lorekeeper's Rirg (Ring, lA STA, Equip: 
kmases dnmoge and hedinq done by magical 
spdis ord effects by up to 7, Restores 2 mono 
per 5 seconds) 

levd 20 

■ H/A 

2 

75# 

lorekeeper's Ring (Ring, +5 STA, Equip: 

Increores damage and bigding done by magical 
spdis ond effects by up to 9, Restores 3 mono 
per 5 seconds) 

Level 38 

«/A 

4 

50# 

larekeeper's Ring (Rhg, +6 STA, Equip:: 

Incregses dofinge and fieoRng donr; by magicol 
spells Dfid affects by up to 12, Restores 4 mano 
per 5 seconds) 

Level 48 

n/h 

6 

Lorekeeper's Ring [Rmg, +8 STA, Equip: 

Increases domnge ond heating done by magical 
spdls ond effects by up to T 4, Restores 4 mano 
per 5 seconds) 

Level 58 

N/i 

6 

75# 

Sentirid's Medallion (Neck, +6 AGI, +2 STA) 

Level 18 

N/i 

7“ 

Sentinel's Medalliorr (Neck, +8 AGI, +5 STA) 

Level 28 

N/1 

2 

75# 

Sentind's Medallion (Ned, +11 AGI, +7 STA) 

Level 30 

N/A 

4 

50# 

Sanlinels Meddlion (Ned, +12 AGI, +8 STA) 

Level 48 

N/A 


Senfind's Medaliion (Ned, +15 AGI, +10 STA) 

Level 58 

N/A 


75# 

Proteftor^s Bond [Ring, +4 SIR, +4 AGI, 

+2 STA) 

Level 18 

N/A 

2 

Pideftor's Bond [Rhg, +6 STR, +6 AGI, 

+4 STA) 

Level 28 

N/A 

2 

75# 

PralKtor's Bond (Binj, +1E SIR, +1 flGl, 
fSSTA) 

Level 38 

N/A 

4 

50# 

Prijleclar"s Bond [Rmg, +10 SIR, +9 AGt, 

+6 STA) 

Level 48 

N/A 

6 

Piotecter^sBond [Rma +12STR,+1I AGi, 
+flSTA) 

Level S8 

N/A 

6 

75# 

Moior Healing Draught (Use: Resteies 930 to 
I260bealtb) 

Level 45, Only usohle 
in Wnrsang Gukh 

N/A 

9# 

Mojor AAono Draught (Hs^: Kastores 980 to 

1260 mana) 

Level 45, Otdy itsoble 
in Wrir^irg Gukh 

N/A 

9# 



UMdeejMr's Staff {Slolf, 19.7 +S Slii, +4 
INT, [quip: RfiSterBs 3 mana evsrv ^ 


Ouimiinej's Bow (Bow, 11J dps} 


91# im 


0ukfnflBf"5 Bow fHow, 


M7B 


Outrunner's Bow ^6ow,22.7 djw, +3 AGI, STA) 


W3B 


M {Smlf, 27.8 +11 STA, r 1 

INT, [quip: Rfislores 4 mattg eveiy 5 seconds) 

Staff {Sloff, 38.1 tl 4 STA, +9 
(Nj [quip: Restores 6 mfliw ovety 5 satsflcN) 


Lordeeper'5 Staff (Stuff, 45.9 +18 STA, r! 1 

INI, Equip: Restores 7 oiemi cveiy 5 ascends) 


Iqu0f48 


■^sStflff(M,54£|js,+21 STA,+13 
fHl Equip: Restores 8 mono every 5 seconds} 


























































































OLitninner's Bow (Bov6 27i tfpts, +3 AGI, +8 STA) 

LcteIAB 

N/A 

12 

■ 5# 87#' ■ ■ 

OirtnjFinec's Bow (Bow, 32,3 dps, 44 AGI, i-l 0 STA) i 

Lcve[5& 

H/A 

18 

539 829 

PtdtetiDt's Swiii (Oneflond StoniI, 15 dps. +4 
SR+ZSW 

levsHB 

N/A 

1 21# 6?# 

Pmtottor's Swij {OneHond Swoid, 21.3 dps, +7 
SIR,+3 STA) 

level 28 

N/A 

3 

42# 17# 

Protectoi's Swffll (OwHond Sword, 29.3 dps, +8 
SIR,+3SW 

level 38 

N/A 

7 

94# 98# 

ProletJM's SwDiif (OnaTlDnd Swod, 35.2 tfcis, fl 1 
SIR,+5 STA) 

Levol 48 

N/A 

16 

7# 83# 

Frotedn'sSMiii (OnwHoml Sword, 4I.S dps.+13 
SIS,+5 SB) 

LevdSB 

N/A 

124 

71# 50# 

Sentiners Blode (One-Bnncf Itagger, 15,3 dps, -H 

AGI, 42 STA) 

Level 18 

N/A 

1 21# 69# 

Sentinel's Blade [Onertand Opaer, 21.2 dps. +? 

AGI,+3 SIM 

Level 28 

N/A 

3 

4B9 45# 

Seiilnel's Blade (OneBond Gepget, 29.1 dps, +8 
AGI,+3SIW 

Levd 38 

N/A 

8 

67# 91# 

Sentinels Bhde [OneHond Dodger, 35 +11 

AGI,+SSr(D 

kdlB 

N/A 

17 

49# 10# 

Sentinel's Blade (Onetiond Dogger. 41.5 dps, +13 
AGI.+SStU 

MSB 

N/A 

25 

26# 44# 


1 


Sihfenving Bottle Tobard 

N/A 

N/A 

4 SO# # 

Berseika BmceK (Ptele Wiist, 229 Armor, +14 
SIR,+6AGI+8S1A) 

M40 

N/A 

2 47# 27# 

Eerseilei Groiois (itnti! Wrist, 27S Arnwr, +17 
StS,+2AGI,+9SIA) 

level 5ft 

N/A 

4 81# 75# 

RerseAa firacoR (Plate Wrht, 323 Arnior, 419 
Sr(?,48Afil4llSlA) 

MEAD 

N/A 

7 96# 47# 

Drpj's Wrist BincKngs {M Wrist, 31 Aminr, 46 

STA, +6 INI, 45 Sh, Equip: Increases damage 
□nd heal^ done by magical spelb mid effects by 
up to 16} 

level 40 

N/A 

2 709 i9 ' 

Dryotf's Wrist Binings (Clo'lh Wrist, 37 Armor, +7 

STAy +6 fNT„ r-6 SR, Equ^): Increases dgimge 

Olid heoliog done by magical spells mid effects by 
up to 20} 

M50 

N/A 

5 249 779 

Dryad's Wrist Bincfings (Cloth Wrist, 44 Arnwr, +8 

STA, +3INT, +7 SR, Equ^: lucreoses damage 

Dfid heoliiHj done by mogicaE spells md offocis by 
up to 22} 

level 60 

M/A 

7 07# 94# 

Fillet Slolltrir'; Branns {Leatki Wrist, 54 Annoi, 

+8 SIR.+14 AGI, +6 STA) 

level 40 

M/A 

3 9# 9# 

Forest SloUmT's Braceis (Leolhm Wrist, 7S Armor, 
+9STR,+]7AGI,47STA) 

level 50 

K/A 

6 29 189 

Forest Stalker's Bracers (leather Wrist, 86 Amwr, 
4nSTR,4l9AGL48STA) 

Level 60 

W/A 

9 B9 279 

Windtalker^s Writfguords (^Aoil Wrist, 130 Amicni, 

+6 SW, +6 INI, +S SPI, Equip: 428 Attod; Pov/er) 

Level 4(} 

N/A 

3 7G# 90# 

Wiudtolker's Wristguords M Wrist, 156 Armor, 
fl STA, +6 INT, +6 5PI, Equip: 434 Attock Powm) 

Uvol 50 

N/A 

7 22# 62# 

WindWlkePs Wristguards (Mail Wrist, 1S2 Armor, 

48 STA, +8 INT, +7 SPI, Equip: 438 Aiimk Power) 

level 60 

N/A 

10 69# 93# 

Seniiel’sSillt Leggjngs (Clath ieggtngs, 188 

Armor, 423 STA,+19 ENUIOSPI, Equip: 

Increases dsmuge and healing done by mogicot 
speBs and eTfeds by up to 28) 

M6D 

N/A 

15 36# 73# 

Seiriiiwl's lijardhide Pants (Lcaltier Leggings, 263 
Armor, +22 SR +10 AGI +2? STA, +22IHT, +9 
SPf, Equip: Increases damage ond heofing done by 
magkal sped and elfects by up 11) 

level 60 

N/A 

19 6# 82# 

Seiiiiiwl's Ifflitbcr POiits (leather leggings, 233 
Aniwr, +28 AGI, +27 STA, Equip: tmptoyes your 
dwnce la get a cri&ri slric by 1 %) 

Level 60 

N/A 

18 W9 779 

Setilinel's Chain leggings (Moil leggiitgs, 364 

Armor, +35 AGI, +1S SIA, Equ^: Impiaves you 
chsiice to get d critical strike by 114 ood improves 
you dnnee lo Irit by 1^) 

Uvl 60 

N/A 

21 79# 86# 


Exalted 


Sentin^'^ Iwdo! legoutnls (dote Leggings, 64i 
Aiirtor, +21 SIR, +2 1SIA, E<ii3ip: impunres yoo .' ’ 
chffltte tio go! a aiticol strike fiy 1% and impreves 
{Iwiice te hit by 1 % ftnd ira^ises dnmoge ■ 
□nrf hailing done by fEiwjicnl spells and by 
tjpio25) ' 


lieptenienls Seltoe (m\ 


Sentinel's Pfnte Leggirards IPkile leggings, tit 
Armor, >2S SIR, 427 STj^, Eqpip: Improves you 
chance to get a ctitical sliikc by \% cmd intpimes 
pi chance to hit by 1%) 


leyel 60 


Level 60 


If/A 


N/A 


IS 429 229 


H S3# 24# 


WA.RSONG OUTRtmRS 


Friendly 


- - 

f , 


Item 

Requirements 

SetHame 

Cost 

Rune of Perfedton flriirimf, +4 SIA, Erfirip; ■■ 
Oeaeosos the rncigicol resistances oF your sped 
targets by 10) 

level 20 , CIqssss: 

: Priest, Sbaman, 

Moge, Warfod, Oruid 

N/A 

2 

Rune of Perfieclion (TrirAet, +7 STA, Eqimp: 
Derreoses the magical tesistonces of yinM spell 
Joigets by 20) 

Level 40, Qasses: 

Priest, Shamon, 

A^ge, Warlock, Ibuid 

N/A 

4 

' Rone of Ovty (Trinket, +4 5TA, Equip: Restmes 

3 hwllb every 5 seconds) 

led 20, OassBs; 
iairior, Riladin, 

Hunret Rogue . 

N/A 

4 

Rune (A Dirty (Trinket, +7 STA, Equip: Restmes 
4hdlh everySsecoflds) 

1 led 40, dosses: 

, Wpiiior, Ptiladiii, 

Nuntor, Riogiie 

M/A 

4 

Suparigr Nealng Draught (Dae: RsMs 860 

10 720 health) 

levd35,0soWeonEy ■ 
in Wmsong Gukh 

M/A 

5# 

Superim Wana Drought (Use: Restores 560 to 
720 mono) 

M 35, Usalrie only 
in Wmsong Gufcb 

N/A 

s# 

(SlWriisoirg Gukf] Field Ration (Use: Resiotes 
1074 hfiidlh and 2202 mnin cn^ef 30 setonefe) 

M 25, Must 
remmnsuaiecf while 
eating. iMIe only in 
Wnrsong Gulch 

H/A 

109 

(SlWbrawtg Gukh fron Ralion (Use: Restores 
1608 heollh and 3306 morta orret 30 seconds) 

M 35, Must 
remain seated while 
eoring, UsoMsotilyin 
VforsongGdch 

N/A 

15# 

1 

(5)Waisoi>g Gukh Enridial Ration (Use: 
ftetores2l48lia5l|fiond44IOmQtuioM 

30 seemufc) 

M 45, Must 

Femmn seolecl while 
eotini- Udille only in 
Wmsor^idch 

N/A 

209 

(5)Wor5ffl^ Guldi Silk Bandage (Use Neals 

640 damage over 8 seconds) 

M2 5, First Air] 
tl?5),lM3leoti!yin 
Worsong Gulch 

N/A 

10 # 

(5)Wat3i(iog Gulch Mogawewe Eandoige (Use: 
Heflb 1104 domoge ever 3 sBconik) 

level 3S,M Aid 
(175), Me only in 
WGisongGukh 

H/A 

15# 

(5)War5iwig Gulch Runeclolh Sandi^ (Use: 
Neob 2000 damage over 8 seconds) 

Level 45, first Aid 
[225),Ud)l0 only in 
Wdisong Gulili 

N/A 

20 # 



Races 


Classes 


Honoied 



Item 

Sriquirefttenls 

Set Same . 

to 

Edie Hetrier's Cloak (Back, 20 Armor, +4 STA, 
+2 SR, Equq): facreases bding dmte by spells 
endeflfucisbyuyjtt)?) 

level 18 

N/A 

869 60# 

Battle Heder's Cloak (Back, 25 Artnot, +6 STA, 

+4 SR, Equip: lucreoses beding (fcne by spells 
ond eHedsbyqpto 13) 

l«vel28 

H/A 

1 79 729 

Brittle UeriSer's Clook (Bock, 31 Armor, +8 Sl^l 
+5 SFI, Equip: fjicrfflses Ming doiie by spells 
end effects by u^r ft) 18) 

M33 

H/A 

2 49# 349 

Brittle Gder's Cloek (Back, 30 Armor, +9 STA, 
+6 SR, Equip: Increases Ming dorro by spells 
and effeds by up to 22) ^ 

M 48 

H/A 

is- 29 429 

Battle Hcfllec's Cyc (Bock, 45 Atmor, +1 1 * 

SIA, +8 SPt, fijuipc Imreoses henlitig donie by 
spells nnni effects by up to 26) 

Led 58 

! 

N/A 

7 69# 43# 

Adwsi/s Ring (Ring, +2 SIA, Equip; liwrenses 
domoge mid IsoSng done by rnogrcol spells and 
effeds by u|p to 5, ResriHes 2 rrana per 5 secoru^^ 

Mils 

H/A 

2 


J 




































































































ffiSlHIliltt 

Rbqiirementi 

Set l^jame 

[osl 

Adwisof's Kifig (l?Eiig, +4 Sift, Equip: IrcFetises 
donwge ond tieding cbisu by mogkol spelh 
rfflid effects by up fo ], Reste 2 m^a per 
5se<ojids) 

Uvei 28 

N/A 

2 ..-. /5^ 

ftdwsoF's finig (Ring, +5 STft, Equip: 
dfluiege ofid lidi^ done by mijgiicci sdis 

Olid effecls by up !o ?, Resteres 3 mano per 

5 seconds' 

MSB 

N/ft 

4 50# 

Mmi‘% Ring {Ring, +6 SFA, Eqa^: tases 
dumuge EHtd beuing done by mogicol spelis 
and effect by up to 12, Restores 4 mosio per 

5 seconds) 

ted48 

N/A 

i ' 

Adyisos^s Riitg [Ring, +8 STft^ £pp: focreoses 
domrige and beofiop dKis by oiogltel jpeifs 
ond eto by to 14, Resrares 4 oafto per 
SsscoFKfs) 

Led S3 i 

N/A 

<-r> 

Scours Mefc [Meek,+6 AGU? Sfft) 

Led 18 

Vfl 

2 # 

Scours Medoi^n fHetk, +6 AG!, +S Sift) 

Led 28 

h/a' 

2 - 75» 

Scoufs A^edolbon [Heck, -^11 AG!, Sift) 

Led38 1 

H/A 

4 . 50# 

foul's iBedDfaltek,*] 2 ffl,+$S!A) 

Ij’dftS 

H/A 

6 

Scouf! meiiilEnn (N«k, *I 5 AGI. 410 St*) 

Led 58 

H/A 

5 7S# 

LapnoDiro^s Bund [Ra>g, +4 SIR, +4 AGl, 

+2 Sift) 

Led 18 

H/A 

1 

Lagtononre's Bund [Rnifl, +6 SIR, +6 Afi!, 
i4SlA) 

Led 28 

H/A 

2^: 75# 

Issjonnarai Bonii (Risg, +18 SIR, +8 f&i, 

*ssm 

Led 38 

H/A 

A ' SO# 

Lepnnoire's Bond (Kpg, +10 SIR, +9 AGI, 

+6 Sift) 

Led 48 ; 

H/A 

5 , 

begiennoire's Bond {Rios, -^1 1 SIR, h 1! ftS, 

+3 Sift) 

LovalSS 

H/A 

6 75# 

Mnjor Healing Dianglit (Usa: RasluasSSO Id 
t2£aiiei)llfi) 

levei 45, Oniy ustiHe 
in Worsong fkdth 

h/a 

1 

90 

^AprMa D!tto 3 hr [Ifeo: Restores 960 !o 
126Dif.an[i} 

Level 45, QniyusoliSs 
inWorsocigM 

H/A 

m 



i . R&qujfenients Set Name Cost 


Wflisong Bottle Tfllwfd 

H/A 

H/A 

4 50# 

Bersetkei Grocers [Piote. Wrist, 229 Armof, +14 
SR+fiAGt,4^SfA) 

Level 40 , 

: ..,H/A . ' 

? rt A7« 27# 

Berserker Grocers (Plcije Wrist, 275 Armoc +17 
STR,+7AGU9S?A) 

Level 50 

N/A 

4- 81# 75# 

Serseiker Broesfs (Piole Wrist, 323 Armor, +19 
SIR,+3AGU11STA) 

Level 60 

: H/A-- 

7^ 96# 47# 

Dryiod's Wrist Biritfings (Ciotb Wrist, 31 Armor, 

+6 SlA, +6 JNI) i-S SPi, Fqyip: Increcises 
^f(E^rrege ond tieeling cfaie by mogkol spells end 
etebyppto 16) 

level 40 

H/A 

2^ 70# 6# 

Oryod'sWflst Bindings [Cieth Wth*, 37 Armor 
+7 5TA, +6 INC +6 SFIj Fpip: inuease^ . 
dooHige ond tiding done by mogid spelts ond 
fcts by up to 20) 

^evoKO 

H/A 

5 E> 74# 27# 

OrydS Wnsr Binr^ngs fClorti Wrhf, 44 Armor, 

+8 STA, +8 INI, +7 SPr, Equip: Increoses 
dopiKige oncl heflling done by mogficol spelk and 
effects by pp [0 22) 

Level 60 

N/A 

7 • S7# 94# 

faKslSlnlket'sBKnais (lantei Wrist, M 
*raio(,+8STfi,+14AGf,+8SI« 

bvel 40 

H/A / 

3 ^ 9# 9# 

Forest Sdker's Bracers {Leotke Wrist, 75 

Armor,+9 STR,rl7A5U7 Sift) 

EevaF 50 

H/A 

ft 2# 189 

forest Stelker's fltoceis Oeother Wrist. 8ft 
AmiDr,+nSTR,+19AG!,+eSlft) 

l.e^vef 60 

v+ 

9 ' H# 22# 

Windtn0cer"s Wnstgueuts (Worl Wrist, 13D 

Armor, +fi SIA, +6 IHl +5 SPI, Equip: +28 

Atfock Power) 

IwelW 

N/A 

3 70# 90# 

WSndlatkef's Wostgeords (Wnrl Wrist, 156 

Armor, +7 SfA, 46IMT, +4 SPI, Esyjij; +34 

Atfock Power) 

Ti' 

N/A 

7 22# 62# 

WinddkEf's Wristg-i^-ds fWtiil Wrist 182 

Armetf, 48 Sift, +8 INI » 7 SPI, tq/j^r -^38 

AUnck Perwer) 

levs! 60 

N/A 

10 ' 89# 93# 

Outrider's Silt Leggings EClotb ieggingSj 188 
Amffir,+23STA,+191HU10SPLfquip: 
[ncroDses damage nnd beoiing doire by 
mogioEl spells ond effects by itp to 23) 

M60 

N/A 

15 a# 70# 

Oifttider's Uzurdhide Pants [fijalbof leggings, 

263 ftrn»T, +22 SIR,+10 ftfif, l?? sjA, 

+22IHT, +9 SPI, Equip: Increoses domoge 

OEid tiffliling done by magicol spel and effects 
by tip to 11) 

Led 60 

N/A 

19 84# 15# 

Outrider's leorber hsm {Leotber Leggings, ?33 
Amwr, +23 AGI, +27 Sift, Equip: Imprtwes yaur 
ctitmco to get a cirticat stinke by 1%) 

Led 60 

N/A 

19. 77# 10# 

OufridetS Chant Leggbgs [Mali leggings, 364 
Armor, +35 AGt, +t 5 Sift, Equip: Imprcyves 
you (twnce to get 0 tnticol spike try l^li ond 
iir^proTOS you cbonce Jo hit by IM) 

L^vf 60 

W/A 

22 54# 14# 

Ourtider's Mail Laggiirijs [Mftil leggings, 344 

ftrmoF,4l4STfi,+225R^72iNT,Equb: 
Improves you chonce to get g oilital strike by 
]\ arrl iirrproves pu chnece to ge! 0 ciiticol 
strike with spolEs by 1% ood TesfotK 6 motw 
pet S set)' 

Level 60 

H/A 

22 79 # 23# 

Outrider's Pte legguurds {Plate leqoino^. 

Armor, +28 SIR, +27 STA, Equip: Improviss 
you chance to get 0 critical strike by 1% ond 
improves you ctimKe to hit by 

led 40 

H/A 

14 91# 63# 


Revered ■■ . 


Advrsur's Gncded Stuff ISicrff, 19.7 dps, +8 

SlA, +4 INI, Equip: fiestoms 3 monQ every 

5 seconds) 

Level 18 

H/A 

1 52# 11# 

Mvi5C.’'> Graded Stoff m, 27 J dps, +11 ^ 

SIA, +7 [HI, Equip: Restores 4 tticpu B'tery 

S seconds) 


N/A 

4 ■ 27# 71# 

Advisor's Gnuiied Staff tSiaff, 33.1 dps, 114 

Sfft, +9 INI, Equip: Restores 4 oiaPo every 

5 seconds) 

Level 33 

N/A 

9 93# 73# 

Advisor's Gneried Staff (Staff, 45,9 dps, +13 

Sift, +11 INI, Equip: Restates 7 ntunu every 

5 seconds) 

L«¥eS45 

N/A 

20' 9# 79# 

Him/s Gnarled Staff (Stuff, 54 dps, +21 STA, 
+13 IffT, Equip: Restores 8 mortu ever/ 5 seconds) 

level S8 

- H/ft 

32 > 5# 33# 

OutifJer'sBo'ryto,!].? dps) 

MIS 

N/A 

91# 2ft# 

Outrtder's (Bovr, 16 Jl 

level 23 - 

. N/A - 

; 2 +: 54# 63# 

Outrider's Bow {Bdw, 22.7 dps, +3 AGJ, +4 STA) 

M3S 

N/A 

5 9ft# 24# 

Oirtiirier's Bow (Bow, 27.5 dps, +3 AGI, +8 SIA) 

Level 48 

N/ft’/ 

12> 5# 87# 

OlilrideF's Bow [Bow, 32.3 dps, +4 AGl, 

+10 Sift) 

M58 

N/A 

18 53# 62# 

Legronnoire's Swd {OiK+Ftatift Sword, 15 dps, 

+4 SIR,+2 STA) 

Lei/^18 

tl/A 

1 21# 69# 

iDgioDnirifD’; SwicN (OiS^NDldSwoiA, 21.3 
dps,+7 SIR,+3 SH) 

Lev^28 

H/A 

2 42# 17# 

LeSDDFinsrirD's Svnnd (OADUcmd Sword, 29.3 
dps,+8STk,+3SIA) 

Level 38 

N/A 

7 - 94# 98# 

ts^oriDoirt's Sweid (Onelland Sword, 35.2 
dps, 1.11 SIR,+S SIA) 

Led 48 

H/A 

16 7# 83# 

legtimnoje'sSwtirtl (OoD-NaodSwwd.HI.S 
dps,+13 Sit,+5 STA) 

level 58 ' 

N/A 

24 7i« SO# 

SceuF^ Siade (Ofse-Hand Dogger, I S, 3 dps,. t-J 
AGU2S!ft) 

Levs! 18 

N/A 

1 71# 69# 

























































































































Other Factions" 

ARGENT DAWN 



{5)Enri£yd Mono Bewir [Ik: Restores 2148 
heollii ond 4410 nwnD over 30 seconils} 


level 4S,iMusrrmain 
sefltral wfi^eegting 


Requlrem&rtfs 'Set Name Cost 


CENARION CIRCLE 


Recipe: IroiEftiete Air to Fie [Use: Teocfies yau bi 
to transmute Essence at Air into Essence of Fiie) 

Akhemy[275) 

■' N/A. ■ 

1. 504& 

Pious: Girdio of lie Dow) (Hole Woist, 341 
ISnfiof,+!nTSl,+9STA) 

Bloctsmllhtog (290) 

N/A 

1. ;o« 

fDltern; Down feiideEs [Lenier Feet, 114 

Armor, +18 SM, Equip: IncretMs your chance 
to dodge oiiflttock try 1^ 

teotlierwarting [29D) 

N/A 

2 20# 

Poilem: Argent Boots (Cloth Feet, 57 Armor, 

+21 STA, +7 Sfl, +4 Shadow Res.) 

Tolloring [290) 

v* 

2 ?0« 

Formulo; Powaruii AnfrVenom {(k: Teigetis 
orred of pokm up. to W 60] 

fiRlAidlSOO) 

.. ... ... 

N/A 

10 

foftoulo; frttlfflnr Bracer - nwno OJsa: Teoches 
you to permonenllv endionto bracer to restore 

4 nwno ever^ S seconds) 

Enchonting [290) 

N/A 

3 


Revemd 

. 

i‘ ■■ ■ ■ "V'L. ■ . 

Rerjuitemerrts - 

Set Home : 


Plans: Sfowes of the Down (Plate Hcuids, 417 
Atotof. +23 STIR, +10 SlA) 

i 

: Blocksmithing [300] 

H/A 

4 

Pottorn: Golden Mantle of Ihe Down [Lather 
Shotilder, 134 Armor, +22 SEA* Equip: Incraoses 
your chance to dodge on oltotk by t%) 

Leatherworking 
(300). Ojagonscole | 
leatherworkifi^ 

H/A 

4 

Pitern: Arpt Shouldeis (Ckrtli Shouldof. 68 ; 
Amor, +23 SlA, +3 SPt +5 Shadow Res.) 

Tolonng [300) 

If/A 

4 

(S) Blessed Sunlr# (Usa: Restcjres 1 ?33 heolth 
over 27 seconds. facreasGs Sffi by 10 tor 10 
minutes) 

LeveMS, Must remain 
seated whte eating 

W/A 

009 

(5) Blessed Sunfnit Juice [Use: Restores 4410 
mono over 30 seconds. iEicieo:.®s your SPi by 

10 for 10 minutes) 

Level 45, Must remoin 
sealed while drinking 

ff/A 

60# 

Fomuda: Enchonr Bracer - Hding (Use Teoches 
you how to pettitonenilv enchant o hrotr^ to 
increoto toe effecls of healing spelb by 24) 

Enchniiling (300) 

It/A 

6 

Arccioe Moplte of the Domi [Use: Permonently. 
odds S oroffi^e resistome to o sbirlderstot item) 

N/A 

N/A 

9 

Flame Manlle ot the Qawn (Use; Permanently 
odds 5 fire lesistonte to a shddei sb( item) 

H/A 

N/A 

9 

Frost ^Aontle of the Down (Use: Permonently 
odds S frost rdstcmce to o shoiAdei slot item) 

N/A 

N/A 

9 

Nature Wanlb of the Down (Use: Permanently 
odds 5 mjtore resistcmte to u sFroulder slot ilem) 

N/A 

N/A 

9 

Shadow Mantle of the Down (Use: Permanently 
odds 5 sltodow resislance to a shoulder slot item) 

N/A 

H/A 

9 



jllerti 

1 Requirements ^ 

t Set Hume 

(m\ 

CliiMrafic Munite of the Oawrr (Use: 

Permoneiidy odds 5 lesfelonce to oil magic 
schools too shoulder slot item) 

N/A 

' N/A 

36.-. 


j Fiiendly 


Pbfts: tleovy Obsidion Belt (Pbte Wobt, 397 
Atmm, +25 SIR, Equip: +5 oil nrs^slonces) 

Slocksmilhiog (300) 

N/A 

5 

Plans: Itonviae lelr (Plato Waist, 40& Armor, 

+12 SlA, +15 Hutora Res., &]uip: Incteosed 
(tefense +3) 

Blocksmilhing (300) 

N/A 

5 

Pattorn: STlvon Shwddeis [CioiftSfmildEr, 

?4 Aimer, +18 STA, +20 Nature Res., Equip: 
liKtonses damoge ond heding done by magical 
spells aad #ects hy up to 7) 

Taibring (300) 

N/A 

5 

Pattern: Cenarioa Herb Bog (20 Slut Heih Bog) 

Tailoring (300) 

"N,7A 

2 

Formuk Endranr Cloak ■ Greater Fite fiesistoace 
(Use: Teofciies ycs) how to permeflenlly oncliont 

0 dook to increase fire Reastonce by 15) 

Enchonting (300) 

N/A 

10 



Sef Nense Cost 



litem 

Requiretnento 

SelName 

Cast 

Pottom: Spire. Bracers [Mait Wfet, 160 AmtoT, 
+9 AGl, +9 INC Equip: Restotes 4 mono every 

5 seconds, fncreases damage and healing done 
by mogicol spells and Jftcts hy up to 8) 

71 

leatherw:iC!dBg (300) 

- n/a 

1 '-v'. .* 

^ 

Pattern: Sondstolker Bracers [Atoll Wrist, 220 
Amiw, +7 SlA, +15 Mire Res.) 

LGOlbiwotkirg (300) 

N/A 

4 


Pattern: SpilFre Gyunllets (Mol Nonds, ZZB 

Aimer, +12 A(]J, +12 INI, Equip: Restores S 
mofto every 5 seconds, Intieases domoge qikI 
fiefiling done by magical spells and etlec is by 
up to 11) 

leatheiwarking (300) 

H/A 

4 

Pottern; Sandslalker Gauntlets (Moil Haftds, 

308 Armor, +9 STA, -^20 Hatore Ik.) 

leolherwDrkicig (300) 

«/A. 

4 

Plans: light Ohsidimi Bdt [Mail Worst, 224 ' 

Amtor, Equip: +24 Attack Power, Improves 
your dirnice to get a criticol slrike by 1%, +S 
gH resislonces) 

BkhmHlHng (300) 

H/A 

S 

Plans: Ironwne Gloves (Plate Nonds, 454 Armor, 
+10 STA, +20 Mjte Res., Equip: Inaeoseij 
Defense+10) 

BlacksmiJlimg (300) 

N/A 

S 

Pqttem: Syhort Crown ((3olh Hoot!, 30 Armor, 
+10 SlA, +30 Hofure Res,, Equip: increases 
damoge ond heohng cfoa>e by magtcid spells and 
effects by up to 13) 

Tailoring (3Q0) 

N/A 

5 

Formula: Enchant Claok - Gteotor fire Resistonce 
(Use: leoct»es you haw lo permonentiv ewhorc 

13 dodc to increase Fire Ecsislonte by 15) 

En'Jianfing (300) 

H/A 

'io 


RBVBied 'iS^M 

___ - -- ■ ■ a! 




hem / / ; 

E$qiiEr£7nenls 

; SelMaina 

■■■ 

Puttomi SfLtiire Bresstplote (Moil OiasJ; 365 
Armw, +16 AGl tl6 INT, Epp: Restores 6 
ntano per 5 seconds, Incteirses damoge oftd 
boliitifl done by mugicol spells uad effects by 
up to 15) 

Leotherwoiking (300) 

N/A 

4 

Pattern: Saodstolkef BreostplatE (Atoll Chest, 
dSSArnwr, +13 STA, +25 HotetoRes.) 

Leolherwoiking (300) 

N/A 

4 

Plans: Iranvine Brerjstplate (Plato Chest, 72d 
Araictr, +1 5 SlA, +30 flalure Res,, Equip: 
ifKieased Defens® +7) 

Bkcksmjlhing (300) 

N/A 

5 . 

Pattern: Sylvan Vest (Cloth Chest, 98 Armor, 

+15 STA, +30 Noluje Res,, Equips Incrsosas 
damage end healing done by magioil spells and 
effects by upte 12) 

fciloiing [3(H)) 

H/A 

5 

Pattern: Gaea's Emtae (Back, 49 Armor, +6 
SIA,+20fJatorsRes.) 

Tolloring (300) 

N/A • 

?-■ ! 1 i 

i.h 

: Pflitem; Solchd ql Ccmirlus (24 Slot Herb Bog) 

Teiloeng (300) 

H/A 

5 



Item . 

■ Requiremetits 

Set Name 

Cost 

Pattern: Ojeamscale Bi^^osiptate {M Chest, 434 
Armor,+15 AGl+15 SlA,+14 INI,+30 Noteff 
ReSB., Equip: Restores 4 mm per 5 secomh) 

Leo%iwoiki/ig 
(300). Oragonscflle 
leaJhe'Wmkmg 

N/A 

'6 


THORIUM BROTHERHOOF); 


Piiendly , ^ 

Iff.-.T . ' " ----j 

Item 

Re 

qurnentenls 

Set Natite 

Coit 

farmularEiKhcintWBOpon-StTengilitiJse: • 1 
: leaches you kw to permooentiy enchant o 
wiopon to Increase your sPengtb by 15) 

FrKhsntmg (290) ^ 

N/A ] 

3 










































































































































fim: IM lion Bracers (Ploic Wrist, 3?^ 

Amor, +75TA,4lBFifeRes.) 

Ebcbmitliing (295), 
ArmoFsieith 

N/A 

1 

Pattern: Corohoum) Bools (Lealfier tot, 126 ! 

Afinor,+13A6L+10SlA,+24 Firaos.) 

leflthemwking 

{mim 

Ledtherwoifdiig 

N/A 

15 . 

POtt&ra: Wolfen Hdm [Leolhei HcaiJ, 150 

Am»r, +16 STA, +29 Fire Res., Equip: Increases 
voui cirante to dodge m ottock by 1%) 

Leorlrervrt?[)ciFig 
(300), Efenffidlal j 
Leotherwortcing 

N/A 

16 

Pato: Flaracoiofibes (Cloth Hands, 6i0 

Arirw, +10 SIA, +14 IMI, +25 Rre Res.) 

Toilonrig (300) 

M/A 

8 

ReHpe:Traitsmiite Hemenlol Fire (Use; Teaches 
you how Id taimule o Heart of Rre into three 
Flerrientol Fires) 

Ahhflmy (300) 

M/A 

12 


Honoied 


Pbrts: Blodpard (One-Hand Swd. 51J djis. 

+9 SIA, tqaip: Iptreiises ^ur cbaoce to puny 
antrtlodWl^) 

BiDcksitiirhing (300), 
Waster Swoidkrailtt 

H/A 

12." 

Ptons; MigMall (IwfrHniMl Aite, 67,0 db, 

Cbmce of Hit: EduKS erenvy's speH resistoTites 
by 60 for 5 seconds) 

BfecksnnithiFig (300), 
Wostei Arfesmilh 

H/A 

12» 

Rons: Ebon Hoad (Gn^Hand Moce, 51.5 
■t-9 STA, +7 Fae Res., Chance on Hit: Sends a 
sliadawy bqit ot the enamy anising 125 tn 275 
Shffltow dninage) 

Biflckstnilhing {3Q0), 
Masier Hommersmith 

K/A 

12 - 

Plans: DqiIc tran Boots (PtatE Feet, 664 Atrnot, 
+28 Fife Res.) 

Blocksmithing (300), 

Armorsmilh 

H/A 

8 


■ 






■■ 

RequEremenH 

. Set Mame Cost 


ELi''':^F 


., ._ 


TIMBERMAW HOLD 


PflttGnr: Flarecore Wuntfe ((loth ShouMer, 

71 Armor,+9 Sift,+10IHT, +10 5P],+24 

Fire Res.) 

Taloriug [3001 

H/A 

18 

Potfern; Ffwacore Rohe (Cbtli Cb^, 102 

Amor, +35 STA, +15 Fire Res,, Eipp: Inaeases; 
domoge and liealiiEg done by mogica) spelb and 
effects by up Id 23) 

loicrirg (300) 

N/A 

6 

Pottern: Kod Oragonsccde Bools (MdI Feet, 

270 fentor, +10 STA, +24 fire Rd, Equip: 

+24 AltockPowef) 

UotherwoHdng 
(300), Oiogoascote 
Leotherwotfferig 

Mock 

DmganWail 

16 

Pultem: Lava Belt (Leortior Waist, 223 Armor, 
+15STA,+26firaRes.) 

EeothervMing (300) 

M/A 

6 

Plnns: Fieiy Qtiiin Srfte [Mnil Woisf, 214 

Arnint, +10 SIA, +9 Iffl, +8 SPI, +24 Fire (fe) 

Bfecksreifhing (295), 
Armoisinil 

K/A 

9 

Plans: Oaik Iron Helm (Rate tteod, 758 Armor. 
+20 SIA, + 35 Fire Res,) 

Blocksmithing (300), 
Armwsmilh 

N/A 

6 

Hans: Ooife Iren Reaver (Mah+Hesid Swoid, 

42.7 dps,+10 STA,+6 FiieRes.) 

Bbcksmitblng (300), 
Master Swardsmilh 

N/A 

21 

Plans: IM Iren Destroyer (Woinlloiid Axe, 

42.7 dps,+10 STR,+6 Fire Reis.) 

Glocbmrtbing (300), 
Muster Axesmith 

N/A 

21 

Fomiula: Endrent Weapon - Wlghly Spirit (Use; j 
Tecdies yea how to pemwnenrty endiont a [ 
weapon to incranse yitjur spiiit by 20) 

Enchonlritg (300) 

N/A 

8 


PTiendlv 

to ■■■ ; 

RequifetnenTs 

Set Name 

ta 

Mern: Warbear Htnnesi (Leoltijr Chest, 153 
Armor,+11 STli,+27STA) 

leotberwarking 

(275),™ 

lecrtherworking 

N/A 

I;. 44-f 

Ptittofn: Wswkar Woolies (te^er Legs, 142 
Armor,+28 SIR,+12 SIA) 

leolherwcHting 

{2S5),Tt]hor 

Lepferwodting 

»/A 

1 • 98» 

Redpe: Transmute Eorth to Warei (Use; Teocties 
you how to Iransmute Essence of Earlb inlo 
Eisonce d 1 Water) 

AJdiorny (275) 

N/A 

1 .r 35# 



Fattem: Flarecore Leggings [CM Legs, 91 

Artmt, +21 STA, +16 Fire Res., Equip: Ifitreoses 
damogo aird healing done by reogical spells oml 
effects by up to 43) 

Toiforing (300) 

N/A 

9 

Pottem: Wolfen Belt (leather Wai^, 113 Armor, 
+28 AGl+16 STA,+12 Fire Res.) 

Leotherworting 
(300), Etomentol 
Leothetwwking 

N/A 

9 

Potlem: CorafiEKind Belt (Leotber Waist, 118 
Armor, +16 1WT, +12 Fire Res., Equip: Incieoses 
hBoling done by spelLs and effects by up to 62) 

Laaiherwaddng 
(300), Tribal 
Leotheiwcirtihg 

N/A 

9 

Pflliefft: ChfDEMlic OoMiefs [Wai! Mk 779 
Armof, +5 Fite, Nolwe, Frost, Sfetdow Res., 

Epp: +44 AHatk Power, Improves your dwnce 
ta get a citikal strike by l%v Improves yotir 
cferoce la get a criJkol stAe with spells by 1%) : 

leolhewofkiiig 
(300), Oragonsde 

Lealharworking 

N/A 


Plons: Fiery Chain Shoulders [Mail Shoulder, 

299 Armor, +10 $1A, +111ffT, +25 fire Res.) 

BfndcsmitlBng (300), 
Armorsintth 

N/A 

30 

Plans: Dade Iron Leggings (Pfeite Legs, 773 

Armor, +U 5FA, +30 FKe Rk.) 

Bbdisniillfiiig (300), 
Amiorsroitl! 

H/A 

IS 

Flans; Doit Iron Gountlefs (Rale Hands, 495 
Armor, +12 AGl, +16 SIA, 1-28 fire Res.) 

Blacksmilliing (300), 
AintDTsmtth 

N/A 

8 

Plans: Amnesty (Ons-Hond Onyger, 4 13 dps. 
Chance on Hif ReducB yc?ur Ihreat to the current 
target making them loss likely to attock you) 

Blacksmifcg (300), 
MostotWeapoismilh 

N/A 

7 

Rfflis; Blockfeiy {PoleoERi, 62i dps, +35 SIR, 
+15 STA, +10 fire Res., Equip: Improves your 
chance to get o triticol strike by 1^) 

Blocbmithing (300), 
W^tporrsmith 

N/A 

1 

FoEinufe: Enchrmt Wesjron ■ Mighty Int&Hect 
(Usa: feodies yeu how to pwraanentfe eiKhatrt 

1 a weapon to itKjeutse your totolfect by 22} 

EnchontinQ OT) 

N/A 

10 1 


Honored:' 


to ■ 

Requlffitnents; : 

Set Ham 

Cost 

Fudwig Medicine Pcutlr (Off-Hand, +10 STA, 

Use: Resteres lOD h«illh every 1 second far 10 : 
seconds, 20 iwnuie caeldmm) 

N/A 

N/A 

13 SO# 

Fyibdg Medkine lotMU (MairrTtond Moce, 31 
dpS,+6STA,+6SPt) 

N/A 

N/A 

11 98# 

Plans: Heavy TimberiMW Belt (Mui Waist, 193 
Armor, +9 STA, Equip: +42 Altod Power) 

BlacbuHthmg (290) 

N/A 

1 80# 

Pkis: Might of Ihe Mermaw (Leolher Wrest, 

93 Armor,+21 SIR,+9 STA) 

Leatherwcuting (290) 

N/A 

1 989 

Pattern: Wisdom of the liniheimaw (Cloth 

Wbist, 46 Armor, +21 INI, Eqwp: Restores 4 
mono every 5 seconds) 

Tailoiing (290) 

H/A 

I 98# 

Formukr: Eiichanif Weapon - Agifity (Use: 

Teoches you haw la permnnentfy enchant a 
weapon to infrense your agility by 15) 

Enchanting (290) 

H/A 

2 709 


[ Revered ' 





to . 


RequIfemBiils ; 

Set Name 


Rons: Hetrvy rmbcfmQw Gwts (Mail Feet, +23 
SIA, Eqtiip: +20 Altack Power) 

Byesmithing (30Q) 

N/A 

3 60# 

ftoffem: IinbGfmflw Brawlers (leflltieF Hands, 

112 Armor,+23 SIR,+10 STA) 

leniherworking fSCiO) : 

H/A 

3 60# 

Pottorn: Mrettle of the Timhernmw (doth 




ShauWof, 68 Armor, +21IHT, Eqiap: Seslores 6 | 
reona every 5 seconds) | 

feiloriag (300) 

H/A 

8 609 


Exalted 


to . 7 .' 


Requirements 

Set toe 

Cpsl / . ' 

Defender of the limbernKTiv (Use: Coll larttii a 
Ombermaw Ancestor to fight at yarn side and 
heoi yw, 10 mmute ccKddown) 

to 

N/A 



ZANOALAR TRIBE 


PQltsm: Gf^Ddvine Boots fOorti Fcot, 63 
Afmorj +16 M, Equip: lmpmiesyoifJ(liQrKO 
|0 hit with by W Inososer dflmoge 
ad henlin^ iiorio by ntugid and gdied^ 
bfuptolf} 


l^uifsnients^ Setjtame CosJ 


Tailoring (300) 


Gloodwine Gaih 
















































































































PTiendly 




Item' 

Reqtitaatth : . 

Set Name ■ 

Cast 

pDitem: Primol Botskir Btucers lUctHer Wiisf, 

79 Amwt ^ 14 AGl, +7 STA, Equip; ImproviEs , 
your thuflcetoMtlivl^) 

MerwaAing (300) 

Primd Safekin 

5 

Pluns: filodsod GDunflftts {M\ Honds, 238 
Armoc +10 A^t +17 STA frjuip; Itnproves yuur 
dwiKe io geto aiiKd Abi 1^) 

BlackssmEhing (300j 

Blt^soul 

Embrace 

is 

Pluns: Oaiksoul Shoulders fPlotE Shoufc 507 
ftrnjor, +24 STA tquip; Improves youf diance 

Jo hit by 1%) 

Bkcksmifbing (300) 

TheDarksed 

5 

Schamolic: Bloodvine lens (ieaJfiet Mi 147 
tar, +12 STA, Equip: improves your 
to get fl cntkd strike by 1%, Slfghlly increos^s 
your SIS# deietiwn) 

fogineeiii^ (300] ■' 

N/A 

S 

Recipe: Greulef Dreotdess Sleep (Use; Pirts the 
imbiher in o dieomless sleep for 12 seceeds. 
During that lime the imbiber beols 2100 health 
and 210tl ntonn) 

Akhemy (275) 

H/A 

5 

Formula: Bdlfont mona Oil {Use:WlHle opplied 
to D luigot weoporj, il rastemis 12 nwna to the 
coster GV€sy S secoEitk and mcredses Ihe ellect 
cf heglinp spells by up to 2S. lusts 30 minutes} 

EncbEHiring (300) 

W/A 

4 . 



Sheen of Zonza (Use: Incretises the chaiKO 
thut the player will (eikt hostile spells cast 
on sb«n by 3*^ uftil grants a 1 OQ^i (Iwnce It? 
reflect the (iishpell casl oil the user) 

1 Zandfikir tionor 

Tokens, lasts 2 hours. 
Oidy one lypa of Ztimo 
pQliojimay he active ot 
any given lime. 

)f/A 


Siwii of Zmir (Use: Incieas^s the ployen SPl 
bySOwidSmbfSIl) 

SZnndokitHonof 
lotons. Lusts 2 hours. 
Only one type of Zoitta 
potion fl»y be Ortive ot 
any g'lven time. 

N/A 


Swiftness of Zanzo (Osa: Incranses the player's 
nm speed by 20%) 

SIondDlorHanor 

Tokens. Eosls 2 hours. 
Only one type of ZanzQ 
potion may b active ot 
ouy pee time. 

n/a 





Honored 

- 



Item J 

Requlremertls - 

Se1 Hfloie 

Cos! ^ j ^ I 

Poftern: eiodvine Leggings (Clolh Legs, 80 
Armor, +6 INI, Eqdp: Improves your chcinco to 

ImI with spelk by l^£v damage and 

beoiing done by rnu^cal sp^b ond effects by 
up to 37) 

Tailoring (300) 

Bloodvine Boib 

5 

Pattern: Pitmol Boiskin Gfoves (Leather Hands, 
113 Armor, +10 AGf, +9 STA Equip: Impraves 
your dian[eteliittjy2%) 

Lealfierwotking (300) 

PiiimafBatskin 

5* 

Ptttern: KM ligei Sboulitea ([eolbu 

Shookters, 136 taior, +13 SR+13 STA, +12 
iNi+iosni 

leulharWDrkfflg (300) 

Blood Tiger 
; Harness 

5 

Ffans: Blooteul ShoiMeis (Alcil ShoiiUers, 
286Aimor,+24A6L+10SrA) 

BkKksmitkjng (300) 

BJoodsotd 

EmlmKe 

5 

Pirns: Oorksotd Legjngs (Pbteiegs, 722 

Aimor, +22 STA, Equ^: lunproves your chanos 
tuhitby25S) 

Bfedcsmitiiing (300) 

Tbs OnrksDul " 

5 

Sebematk: Bfbodvine Goggles {Clcrtb Head, 

1 5 Armor, Equip: loq^roves your cbchcc to hrt 
witli spells by 2%, Improves your chance to get 
a criiiod strike wilti spells by 1%, Restores 9 
anno every S seconds) 

Engineering (300) 

H/A 

5 

Recipe: Mr^or Troll's Bbod Potion (ibe: 
fiflgenecafe 20 hsuftb every Ssecoiitk fer 

1 hour) 

Akbemy (290) ' 

N/A 

;5 

formulo; Brilliout Wizord Oil (Use: While applied 
to torget weopun, it Increas)^ spell dumoge by 
up to 3^ ond increpses SpeP Cnticuf ckonce by 
1%. Lasts 30 minutes) 

tnehonfing (300) 

N/A 

4 

(10) Essence ALango (Use: fiostores 2550 
fieolth ond 4410 mono over 30 seconds) 

1 Zondab Honui 

Token, Most remain 
ieuled while euting 

, ' n/a 



Redpe: Living Action P&tion (Use; Afiobs you . 
inimwio te slun ond movement impainng effech 
for Ihe nent 5 seconds. Also remeves easting j 
stun and inomnl Impairing effects) 

Akhemy (265) 

K/A 

54 

Zandalar Signet of Might (Use: Permoaently 
fldds 30 attack power to a shoulder slot item) 

15 Zandokr Hoitor 
Tokens 

N/A 


Zandalar Sigriet of Mojo tlfse: Permunenty 
odds la a shoulder slot Bern inccoasad daimige 
and healijig done by mogrcfll spek end elfects 
byuptolS) 

15 Zandalar Honor 
Tokens 

N/A 


Zandalar Signet of Serenity (Use: Permonently 
odds te a shcHjlder star item increases healing 
dene by spelts and elfects up to 33) 

ISZandafoiHonoj 

Tokens 

N/A 



Factions 


Races 


Classes 


Tkt OF ^eroih 

World of Warcraft ts a world built on war and conflia. The races of Azeroth have 
found themseives choosing sides and allying in order to stay safe from their many 
enemies and the creatures that roam it. Two factions have come of this; the Horde and 
the Alliance. Choosing a faction means choosing a side in a war, so con s rder careful Jy. 


Alliance 



Ptitlcrn: Bloodviito Vest [Cloth Chest, 92 

Armor, + )3 INI, Equip: Improves yoirr chance 
teNfwrtbspelbby 2%) ' 

Tnloring {300) 

. BfMdidneGarb 

5 

Pattern: Prime] Etotskin Min (iGultier Owst, 

181 tar, +32 AGl, +6 STA Equip: Improves 
your charrro to hit by 1%) 

Lficrtherwoiklng (3DG) 

Primal Balskiu 

5 

Pfoivs: Bloodsoul Breoslpftife (Mtel (kst, 381 ^ 
Armor, +9 AGl, +13 STA Equip. Improves your 
chance to pi u ciificul strike by 2%) 

Bbcksmifhii^ (300) 

eioodsd ■ 
■.■Embrace ■ 

5 

Plans: Dorboul Giecistplote (Plato Chest, 73t 
Armor, +32 STA Equip: Improves vour chance 

to hit by 1%) 

BiacksmrthiEig (300) 

The Dodcsoul 

's- 

Pattern; Blood Tiger Brenslplale (leather 
{liestJBlAmtor,+17STfi,+17SlA,+lA 
im,+ia5P!) ■ —- 

;Lo0tf»{waridng (300) . 

fibd Tiger 
Harness 

5 

Redjpe: MpgobloDd Pefiorr (Use: Regenerate 

12 mono every S seconds for 1 Ibtsur) 

Afehevny (275) 

H/A 

5 






















































































! dwarves 


i Starting Statistics 



i . Sfrengfii 

Agility 


S\mm 

‘ ktelled 

Soirit . 

Wpajor 

25 

Ljl 


% 

19 

19 1 

Ppitjcfin 

1 

u 

25 

^ n 

20 

taf 

22 

r T9 

r 24 

I? 

20 

Segue 

23 

19 

K 

19 

. .19 

\fmt 1 22 1 

16 

23 f 

21 

22 


Much like the stone and nretal ihe dwarves shape so adeptly, the dwarves thetri-^ 
selves are sturdy and durable. This gives them more physical staying power than 
some of the other races. While neither stupid nor clumsy, the dwarves are often 
the last to leave a battlefield. 

Racial Traits 

STONEEORM 

Dwarves can gain certain aspects of stone for short periods of time. Aclivating 
Stoneform gives you Emm unity to poisons, disease, and bleed effects as vveJI as 
increasing your Armor by 10% for fl seconds. This ability has a 3 minute 
cooldown. 

This IS most useful when under heavy attack. The ability to purge 
existing poison, disease, and bleed effects can keep your health 
from dropping as quickly; Combined with the added 
Armor and you're more likely to survive long ertough 
to finish the enemy or gel healing. 

TREASURE ElNDiNG 

The dwarves have been searching for treasures 
hidden in the very rock for longer than anyone can 
remember. It hasn't been untff recently that the 
dwarves realised that concentrating allows them to 
find treasures above the ground as well. Activating 
this abiiity shows treasure chests on the mini 
map as yellow dots. This ability lasts until 
cancelled. 

Using Treasure Finding can help you decide 
W'hctherto venture down a side passage irt a tunnel or 
check up a set of stairs. As a number of useful items are 
contained in chests, this has both survival and monetary 
uses. As only one type of tracking can be active at a 
tirne, characters with other tracking skills (Hunters, 

Hed^alists, Miners) will get used to vvhich tracking to 
have on at a given time. 

FROST RESISTANCE 

Life on the wintry peaks of Dun Morogh has left the dwarves resistance to icy 
wind. All dwarves have +10 to Cold Resistance. This is a passive ability and 
does not need to be activated in any way. 

The upside of increased Cold Resistance, aside from lower heating bills, is lower 
damage from Cold-based attacks. As resistance increases both your chance to 
resist part of an attack's damage and your chance to fully resist the damage. Frost 
Resistance is quite useful. A full resist also keeps you frorri being affected by 
, Co id-based Root and Snare effects. 


that 


gun specialization 

f riendly shoollng .ompetitiens are commonplace al many dwarven holidays As 

mom Cun Skdl. As a passive trait Gun Specialisation need not be a«d. 

The increased maximum Gun Skill offer, several advantages if you're wdlmg to 
put ,n the raining nme. As your Gun Skill will be higher than normal for your 
level, you II have a higher chance 10 hit your target and a higher chance for 

a crrtrc^J stoke when using your gun. Take the ume to train your Gun skiii fo 
maximum. 

LANGUAGES 

While Dwarvish is still taught to all dwarven children, it isn't used as often as 
Common. Common is the native tongue of the humans and because they were 
many of tho first tradesman to make connections ouiside tfieir own race. Com¬ 
mon became the tongue of tradesman. As people visited more of the foreign 
markets, Common spread more until it became the universal language that all 
Alliance races can speak. This has made a number of cooperative projects, both 
military and civilian, easier. 

Brief History^*^ 

The stoic dwarves of Iron forge spent countless generations mining treasures from 
deep wiiltin the earth. There, the dwarves unearthed a series of ruins that held 
secrets to tlieir ancient heritage. Driven to discover the truth about his 
people's fabled origins, the great King Magni Bronzebeard ordered 
the dwarves shift their industry from mining to archaeology. 

As part of the Grand Alliance, the stalwart dwarven 
armies have been called away fo battle the merciless 
Horde in far away lands, in these perilous times, 
the defense of the mountainT^ingdoiin falls to brave 
dwarves like you. The spirits of the ancient kings 
watch over you and the vety mountains are your 
strength. The future of your people is in your 
hands. 

Some speculate that the dwarves are descended 
from the mysterious race known as the "Earthen". 

As the children of the Titans, they were to shape and guard 
earth from deep svithin. With the implosion of the 
Well of Eternity, the Earthen sealed themselves away until 
some unknown event mysteriously woke them from their 
slumber. In time, they made their way to the surface and found 
honies within the mountains, founding their home of Ironforge. 

Three dans rose among them, and they lived In relative 
peace among one another until High King Anvil mar passed 
away, leaving no heir. War broke out among the three factions until Madoran 
Eronzebeard at last managed to gain leverage and cast out the other clans. The 
Bronzebeards rule the Ironforge dwarves to this day. 

Roleplaying Tips 

Playing a dwarf can be quite enjoyable. They are a very passionate people. They 
work hard and they play hard. Dwharves will rarely stop before a task is com¬ 
plete. Whether (his be to take an enemy keep, fully exc.avate a set of ruins, forge 
a unique sword, or relax after a day of work, dwarves give their full attention to 
whatever they are doing al (he time. Each task has its own time and you should 
concentrate on the task at hand. 
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The Forsaken have been freed from ihe chains of mortal bodies. They ocily 
continue to exist because of their dominant Spirit While a higher Spirit benefits 
all classes with increased health and mana reyeneration, the mystic classes make 
nnore use of it 

Racial-Traits 

WILL OF THE FORSAKEN 

The Forsaken have not been defeated by either death or the Lich King, When ac“ 
tivated, the Will of the Forsaken makes them immune to Fear, Sleep, and Charm 
effects for five seconds. This can also be used to break free from already existing 
Fear, Sleep, and Charm effects and has a two minute cooldown. 

With the most common forms of combat control being Fear, 

Sleep, and Charm, the benefit of being able to break these 
without outside assistance is amazing. In both PvP 
and PvE, you will be much more difficult to nullify 
quickly. All classes benefit from this trait. 


CANNIBALIZE 

Transcending death has given the Forsaken more 
than just the ability to move around as rotting flesh 
They can repair their rotting flesh by consuming 
the flesh of the recently deceased. When aciK 
vaied, Cannibalize restores 7% of your total health 
every two secronds for a maxi mum of ten seconds. 
Only humanoid or undead corpses near the 
Forsaken can be used and any movement or 
damage taken will interrupt Cannibalize. It 
has a two minute cooldown. 


While useful to ali classes, this is most 
useful to melee classes as they have only their health 
to restore after combat. This can be used in both PvE and 
PvP to regenerate health quickly between battles. 

UNDERWATER BREATHING 

while the Forsaken have no need for breath¬ 
ing, extended lime underwater causes their 
body to deteriorate and fall apart. This is not 
pleasant to see or experience. All Forsaken 
have a pa&sive abEElty to remaEn underwater 

300% more than living races. 

While this trait doesn't seem like much at 
first, it's very useful to explorers and those who 
think out of the box, Whife others fear fighting or 
searching beneath the water, you can do so with little worry. 

In PvP, running into the water will force your enemy to engage 
you on your terms or allow you to escape. 



SHADOW RESISTANCE 

Undeath holds very few secrets for the Forsaken. Possibly powered by Shadow 
magic itself, they gain +10 to their Shadow Resistance. This trait is passive and 
does not need to be activated. 

The upside of increased Shadow resistance is lower damage from Shadow-based 
attacks- Shadow resistance increases your chance to resist partial damage from 
a Shadow attack or effect as well as your chance to fuEiy resist the effects. These 
effects include combat control abilities. Higher re,srstances are always useful, 

LANGUAGES 

The Forsaken are allied with the ores but only use orcish when communicating 
with the other races of the Horde. They intentional iy use Gutierspeak when 
conversing with each other as only Forsaken are taught it. The Forsaken have 
decided to keep their language from the other races so they can converse and 
plan without being overheard. 

Brief History 

Bound to the iron will of the tyrant Lich King, the vast Undead armies of the 
Scourge seek to eradicate all life on Azeroth. However, a group of renegades, 
led by the Banshee Sylvanus Wtndrunner, has broken away from the Scourge 
and freed themselves of the Lich King's domination, Kr\own as the Forsaken, this 
group fights a constant battle not only to retain its freedom from the Scourge but 
also to siaughier those who would hunt ihem as monsters. With Sylvanus as their 
Banshee Queen, the Forsaken have built a dark stronghold beneath the ruins 
of Lordaeron's former capital This hidden Undercity forms a sprawling 

labyrinth that sprawls beneath the haunted 
woods of Tirisfal Glades. Though 
the very land is cursed, the Scarlet 
Crusade still cling to their scattered 
holdings and obsess with the de¬ 
struction of all undead. Convinced 
that the primitive races of the Horde 
can help them achieve victory over 
iheir enemies, the Forsaken have 
entered into an alliance of convienence. 
Harboring no true loyalty for their new allies, they go to any lengths 
to ensure their dark plans come to fruition. As one of the Forsaken, 
you must rnassacre any who pose a threat to the new order; human. 
Undead, or otherwise. 


With Undeath comes new capabilities and immunities no other race 
is afforded, just as the Forsaken do not need to draw breath, they have 
no mortal desires apart from survival. They are free to devote them¬ 
selves to an unJife of working for their own revenge and power. Their 
dark lands are plagued by the remnants of the Scourge and the vile Scarlet 
Crusade, but they remain vigilant in their pursuit to dd themselves of both 
menace.'! and establish themselves as a dominant force on Azemth. 


Roleplaying Tips 

The Forsaken are as varied as the humans they once were- Most died 
in very horrible and painful ways and feet nothing but hatred and 
the need for revenge. There are others who are able to see further 
and make much more long reaching plans...such as to kill all living 
things. 
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6,^ TECHNOLOGIST 

Not overything gnonries do explodes. Many of their inventions work quite well, 
and [hey have pushed Engineering past ihe barriers of alt other races except for 
the Gobi iris. Ail gnomes have +15 to their maxirrtum Engineering Skill. 

This allows them to [earn iTiore for each level of crafting. While a slim lead, it 
gives them the ability to understand ccrlaiir schematics that Engineers of the 
same level would be unable to comprehend. 


At first look, gnomes appear much like children. Don't underestimate them, 
though. Those large eyes staring serenely at you hide a very active and articulate 
mind. They also keep your attention from the gnome's hands as he ties your 
bootlaces together. 


Racial Traits 

ESCAPE ARTIST 


LANGUAGES 

Listening to an excited gnome talk In your own language can sometimes be try¬ 
ing. Hearing them talk iir iheh native gnomish will help you realize why no one 
takes the lime to learn it aside from gnomes. As such, gnomes now teach Com¬ 
mon to their children to make communication with other races more productive. 




Very few races are as small as gnomes and most nets weren't made for 
them. Activating Escape Artist breaks all existing root and snare 
effects on you. It requires one and a half seconds to cast and one 
minute to coot down. 


If a gnome puts their mir^d and fingers to it^ nothing can 
hold them for long, Enemies that root or snare you to pro¬ 
vide themselves with an escape route or to slop your escape 
are in for a rude surprise. The casting time can be slowed by 
taking damage, but the ability to escape some of the more 
common types of combat control is wonderful. 

EXPANSWE MIND 

While very small, gnomes have curiosity 
and imagination that surpasses most 
people twice their height. All gnomes 
gain a 5% increase in their Intellect be¬ 
yond other races. This is a passive trait and 1 
always active. 

The increased Intellect does a number of things, 
t'tigher Intellect makes weapon training faster as well 
as giving you more Mana to cast spells with. It also 
affects your chance to get a critical strike with spells. 

While faster weapon training helps the more physi¬ 
cal classes in a modest way, the bon uses for casters 
are inimense. 


ARCANE RESISTANCE 

The curiosity of gnomes knows no bounds. They 
have dabbled with so many things, both arcane 

and mundane, and had them blow up in their face, that theyVe become slightly 
resistant. +10 Arcane Resistance is a passive trait and does not need to be 
activated. 

The upi^ide of inr:re;3^d Arcane Resisitinco Is. lower damage froin Artane'b.ised 
attacks. Arcane Resistance increases your chance to resist partial damage from 
an Arcane attack as well as your chance to fully resist the effects. These effects 
include combat control abilities. Higher resistances are always useful. 


> Brief History 

The eccentric, often briHiani gnomes are held as one of the most 
peculiar races of the world. With their obsession for developing 
radical new technologies and constructing marvels of mind bending 
engineering, it"s a wonder that any gnomes have survived to prolifer- 
M years, gnomes have contributed Ingenious weapons to 

aid the Grand Affiance in its fierce battles against the Horde. Tliriving 
within the wondrous city of Gnomeregan, the gnomes shared the 

resources of the forest of Dun Morogh peaks with 
their dwarven cousins. Yet recentfy, a barbaric 
menace rose up from the bowels of the 
earth and invadetl Gnomeregan. The 
gnomes fought a valiant battle to 
save their beloved city. Nevertheless, 
Gnomeregan was irrevocably lost. The 
surviving gnomes fled to the safety of the dwarven strong' 
hold of Iron forge. There they remain, devising strategies to retake their city. 
As a gnome of proud standing, it falls to you to answer the challenge and 
lead your curious people to a brighter future. 

The gnomes work hard to this day w'iihtn the well fortified halls of 
Ironforge to create bigger and better inventions. No problem is safe 
from gnomes. They will prevail arid answers to every problem will 
be found. 

It is their passion, and it can be seen in their choice of environs 
when visiting their small section of the cUy. With the energy they 
exhibit and their affinity for inventions, you twigin to wonder if you 
should see a wind-up key in their backs. 


Roleplaying Tips 

Gnomes are insatiably curious and active. Very little 
are seldom idle for long. For this reason, few gnomes are curious about mun¬ 
dane things tor terribly long. Most of them spend iheir days, and nights, trying to 
understand the two most powertdl forces in the world: technology and magic. 
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HUMANS 


Starting Statistics 



Humans are very flexible. While most 
people think of humans as masters of no 
specific field, they can compete 
on every field. Their flexibility has 
allowed them to settle even the 
most inhospitable lands. 


Racial Traits 

PERCEPTION 

Having enemies around them for so long, 
humans have become very good at peering into 
the shadows around them to see what lies hidden. 

Activating Perception increases your stealth detec¬ 
tion radius by 10 yards. This lasts for 20 seconds 
and has a three minute cooldown. 

This is useful whether your enemies are NPCs or PCs. 

Activating this before you enter an area where you 
suspect people hiding can reveal an ambush before you're 
surrounded. With 3 minute cooldown, organizing other 
humans grouped with you to stagger the ability makes it 
very powerful. 

HUMAN SPIRIT 

Partly romantic nonsense and partly truth, the unbreakable 
human spirit helps them to recover from many attacks more 
quickly. All humans get a 5% bonus to their Spirit. 

An increased Spirit increases your natural health and mana 
regeneration rates. When out of combat and not casting, a 
higher Spirit helps you recover more quickly. This is an asset 
to every human regardless of class. 

DIPLOMACY 

While not the first race to interact with others, humans have 
a gift for establishing long friendships and trade agreements. 

Faction reputation gain is increased by 10% for humans. 

This ability is extremely powerful for those that make use of it. A faster reputa¬ 
tion gain enables you to attain reputation levels much more quickly and access 
crafting recipes and items with less work than people from other races. Grafters 
will find this ability immensely useful as will characters who participate in PvP 
(many PvP rewards are based on reputation). 

SWORD AND MACE SPECiAUZATION 

With so many devoted to martial pursuits, humans hold many competitions 
where combatants can lest their skill without risking their life. The result is that 
all humans gain +5 to their maximum skill for Swords, Two-Handed Swords, 
Maces, and Two-Handed Maces. 

The increased maximum for combat skills offers several advantages if you're 
willing to put in the training time. As your melee skill will be higher than stan¬ 
dardly appropriate for your level, you'll have a higher chance to hit your target 
and a higher chance for a critical strike when using your sword or mace. Keep 
,, ^ourcombatskills^n^ of this. 




LANGUAGES 

Flumans have touched so many others they have created a legacy of cooperation 
and communication for the coming generations to enjoy. As one of the first races 
to work toward bring other races together in harmony, the native language of 
humans, Common, has been adopted as a global language for communicalion 
between races. While children of other races spend the time to master a second 
language, human children spend time learning about gnomish engineering, 
dwarven crafting, and night elf magic. 

Brief History*^' - 

The noble humans of Slormwind are a proud, tenacious race. Though the recent 
invasion of the Unde^ Scourge and demonic Burning Legion deci¬ 
mated their sister kingdom of Lordaeron, 
the defenders of Stormwind have stood 
vigilant against any who would threaten 
the sanctity of their lands. Nestled In 
the foothills of F.lwynn Forest, Storm- 
wind city is one of the Iasi bastions of 
human power in the world. Ruled by 
the child-king Anduin Wrynn, Ihe 
people of Stormwind remain slead- 
fa.sl in their commitment to the Grand 
Alliance. Backed by their stalwart 
allies, the armies of Stormwind have 
been called away to fight the savage 
Horde on distant battlefields. With the 
armies gone, the defense of Stormwind 
now falls to its proud citizens. You must defend 
the kingdom against the foul mongrels that encroach upon it and 
hunt down the subversive traitors who seek to destroy it from within. Now is 
the time for heroes; now Humanity's greatest chapter can be written. 

Humans once lived a nomadic life in tribes wandering from place to place 
as the seasons changed or Ihe hunting became lean. It wasn't until the rise 
of the Arathi that they began to form within one nation. They founded the 
fortified city of Strom and, as they grew, so did they gain Ihe attention of 
the High Elves who, like them, were suffering brutal attacks from the 
Trolls. As allies, they beat back the Trolls, and the High Elves began to 
leach their newfound friends the ways of magic. With time, the humans 
also came Into contact with the dwarves, and, while the dwarves were 
initially unsure of these strange new people, they developed a strong 
bond of friendship. 

Over the years, the region of Lordaeron grew so large that it 
fractured into smaller kingdoms, each with its own beliefs, 
government, and lifestyle. The humans began to outstrip their 
teachers in the use of magic, which alarmed their High elf 
friends. The same corruption that had filled the world 
before was becoming evident. To combat this problem, the 
Council of Silvermoon joined with the Magocrat Lords 
of Aralhor in a pad. They formed a secret order called 
the Guardians of Tirisfal. The Guardians sought to protect 
the world from the onslaught of the demons of the Burning Legion 
should they return. This legacy came to its end when the Guardian made a ter¬ 
rible misjudgement in her power and slew an avatar of the Demon Lord Sargeras 
a bit too easily. She then took his body and secreted It away where none could 
find it. However, Sargeras was too clever and instead hid his spirit inside her, 
later implanting his essence into her unborn child who would one day be the 
inheritor of her powers. 

Roleplaying Tips —esp^ 

Partly because of their ability to live anywhere, humans are as varied as the 
world itself. While many are loyal citizens and defenders of Stormwind, there 
are those who care only for themselves. If there is one thing that links humans 
together, it would be their goal to be something better. 
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Night elves are as agiJe as they are long lived. While casters find ihe extra 
chance la dodge appealing, melee classes love the added chance for a crttical 
strike provided by the increased AglfityH 

Racial Traits - 

SHADOWMELD 

Spending much of theif time beneath the canopy of the 
forest, night elves have become adept at vanishing into the 
shadows. When out of combat and immobile, night elves 
can enter stealth mode by activating Shadownield. It lasts until 
canceled and has a ten second cooldown. Any action taken is 
considered movement and will cancel Shadowineld. 

t he ability to hide from your enemies is of tremendous 
power. Hiding from NPCs can give you the time you need to 
recover from die last fight while hiding from other players 
also guarantees you get to start the fighl on your terms. 

QUICKNESS 

Night elves are beyond agife. They move with the 
grace of a need in the wind,,,always moving. Night 
elves gain a passive bonus of 1% to dodge. 

Any lime you are the focus of a melee 
attack, this trait might save you. For either 
casters trying to survive long enough for friends to come to 
their aid or moiee attackers trying to survive long enough 
to kill their enemy, the added dodge can come in handy 
several times In every fight. 


WISFSPIRJT 

While most people must travel the world as ghosts after 
their death, the strong attunement to the world allows 
night elves to travel as wisps. This gives a 50% speed 
bonus, whereas others gain only a 25% speed bonus as 
ghosts. 

In group settings this ability isnT as powerful unless your 
entire parly is comprised of night elves. As a solo hero, 
this allows you to return lo your body faster and thus 
continue your fight against evil more quickly, 

NATURE RESISTANCE 

You don't lend every beast of the woods without becoming more resistant to 
their poisons and fangs. Thus, night elves have a passive +10 Nature Resistance. 

The upside of increased Nature Resistance is lower damage from Nature-based 
attacks. Nature Resistance increases your chance to resist partial damage from 
a Nature attack or effect as well as your chance to fully resist the effects. These 
effects include combat control abilities. Higher resistances are always useful. 


LANGUAGES 

Early in the friendship between the night elves and humans, it became apparent 
that much of the human population had neither the time nor patience lo learn full 
Da mass Ian. 

As communication is a cornerstone of friendship, the night elves decided to 
teach their population Common in addition to their own language. After several 
years every night elf was trained and can now communicate effortlessly in Com¬ 
mon. 


Brief History —*< — 

For 10,000 years, the Immortal night elves cultivated a druidic society within 
the shadowed recesses of Ashenvale forest. Yet recently, the catastrophic 
invasion of the Burning Legion shattered the tranquility of their ancient 
civilization, led by the Arch Druid Malfurion Slormrage and the High 
Priestess Tyrande Whisperwind, the migbtly night elves rose to 
challenge the demonic onslaughi. Though victorious, the night elves 
were forced to sacrifice their cherished immortality and watch their 
beloved forests burn. Seeking to regain their immortality, a number of 
wayward Druids conspired to plant a special tree that would link their 
spirits to ihe eternal world. Despite Malfurion's warnings 
that nature would never bless such a selfish act, 
the Druids planted the great tree Tefdrassi! off 
the stormy coasts of northern KaJimdor. Within the 
twilight boughs of the colossal tree, the wondrous city 
of Darnassus took root. However, the great tree was nor 
consecrated with nature's blessing and soon fell prey to 
the corruption of the Burning Legion. Now the wildlife 
and even the limbs of the great tree itsaff are tainted by 
a growing darkness. As one of the few night elves left 
in the world, It is your sworn duly to defend Darnassus 
and the wild children of nature against the Legion's 
encroaching corruption. 

Night elves were once known as the Kaldorei 
and have lived on Kalirndor for thousands upon 
thousands of years. It was their delving into the 
magic of the Well of Eternity that caught the attention 
of Sargeras and the Burning Legion, and it was be¬ 
cause of the night elves' misuse and addiction to magical power 
that caused the Great /vlaeistrom and creation of the evil Naga. 
Even Malfurion Stormrage's own brother llJidan played a major 
role in the destruction that followed. And yet, night elves have 
also brought beauty and triumphs to the world. Without their 
aid and sacrifices, the other races would have certainly 
been doomed. Their devotion lo nature and healing 
the land Is also well known. Even the betrayer 
lldan contributed through the creation of the 
Moonweils. Thus many of (he major events 
that have shaped Azeroih, both positively 
and negatively, can be traced back to the night 
elves. Perhaps It is a sense of responsibility that drives 
the night dves to this day to continue tboir vigil lo 
safeguard and restore the natural world to what if 
once was. 


Roleplaying Tips 

As one of the longest living races in Azeroth, night elves tend to be slow to 
change. Stow to anger and slow to cool off, the night elves experience emotions 
as deeply, or perhaps more so, then the younger races. While generally slow to 
respond emotlonaliy, their minds have seen much and tend to have a honed wit 
and sense of humor. 
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Centuries of demonic influence and war have honed ores to be strong and last¬ 
ing. With higher Strength and Stamina, ores are adept at melee combat and a 
high Spirit gives them an edge as casters. 

Racial Traits 

BLOOD FURY 

Screaming through the veins of ores runs a fury that is monstrous when called 
upon and dangerous to be on the wrong side of. Activating Blood Fury increases 
your base melee Attack Power by 25% while decreasing all healing spells and 
effects on you by 50%. This stale lasts for 15 seconds and has a two minute 
cooldown. 

When the battle is desperate and your healer is out of mana, Blood Fury can pull 
you to victory. The primary downside to Blood Fury is the reduced ef¬ 
fect of healing. If you are alone or your healer i$ out of mana, this isn't 
an issue since you won't be getting healing anyway. This ability is far 
better for melee classes as an increase to rfielee Attack Power doesn't 
really do anything if you're a caster staying at range. 

HARDINESS 

Surviving the wars against the human kingdoms 
and the land of Durotar have left the ores more 
resistant to certain attacks. Thus ores have a passive 
25% chance to resist stun effects. 

There are no downsides to having a resistance to 
stun effects. Melee classes are able to keep moving and 
attacking, and, while casters will have their casting delayed 
by the attacks, they won't be interrupted by the stun. This 
ability is equally useful in PvP and PvC. 

Ce:)MMAND 

Having been at the command of others before, ores 
have firsthand knowledge of what works and what 
doesn't. Pets of ore Warlocks and Hunters deal 5% 
more damage. This ability is passive and does not 
need to be activated. 

While this ability doesn't do much for Warriors, Rogues, 
or Shamans, it's a blessing to Warlocks and Hunters. 

Having a pet that deals more damage without having to 
pay for the increase means faster kills and better aggro 
management. 

AXE SPECIALIZATION 

The tree cutting hasn't been for naught. Ores have be¬ 
come very adept in the use of axes and gain +5 to their 
maximum skill with both Axes and Two-Hand Axes. As 
a passive trait, Axe Specialization has no activation or 
cooldown. 

The increased maximum for combat skills offers several 
advantages if you're willing to put in the training lime. As your melee skill will 
be filgher than standardly appropriate for your level, you'll have a higher chance 
to hit your target and a higher chance for a critical strike when using your axe. 
Keep your combat skills at their maximum to take full advantage of this. 


LANGUAGES 

From a young age, ores are trained to keep themselves and those they care about 
safe. Many learn to walk the same time they hold their first weapon. With such 
a martial upbringing and so little time between wars, ores have had little time to 
learn any languages beyond their own. It is fortunate that the rest of the Horde 
are so accommodating that orcish has become the common language between 
the races of the Horde. 


Brief History 

Long ago, the orcish Horde was corrupted by the Burning Legion and lured to 
the world of Azerolh. For 10 years, the ores made war upon the human king¬ 
doms of Stormwind and Lordaeron. Though the Horde was ultimately defeated 
and subjugated by the humans, a visionary young war chief named Thrall rose 
to lead his people in their darkest hour. Under Thrall's rule, the ores freed them¬ 
selves from the chains of demonic corruption and embrace their Shamanistic 
heritage. After breaking free of the human slave camps and wandering for years, 
the ores have finally founded their own kingdom in the harsh wastelands of 
Durotar. Based in the warrior city of Orgrimmar, they stand ready to destroy all 
who would challenge their supremacy. As a proud defender of Durotar, it is your 
duty to crush your enemies both seen and unseen, for the nefarious agents of the 
Burning Legion still wander the land. 

It was Sargeras' second-in-command, Kil'jaeden, who discovered 
Draenor and the races that lived there. Finding the 
ores to be? a race worth molding into a driving force of 
bloodlust, he began to corrupt them, turning them 
from their Shamanistic ways toward the powers of 
the Warlocks. The powerful Shaman Ner'zhul was 
seduced by the power of Kil'jaeden and all the 
demon offered, and it was not long before he led 
his people against the peaceful Draenei destroying 
many of them. 

Despite the power Kil'jaeden had over Ner'zhul, 
he couldn't quite convince him to give the ores 
completely over to the power of the Burning 
Legion. He instead recruited a new, more cor¬ 
ruptible, young ore named Cul'dan. Cul'dan 
became an avid student and a powerful War- 
lock among his people. 

In time, Cul'dan, under the manipulation of 
Kirjaeden, maneuvered all of the ore clans into 
partaking in a ritual that would make them indebted 
slaves to the Burning Legion and give them a blood 
lust they could not quench. 1 le then opened 
a portal into Azerolh, where the will of the 
Burning Legion was once more loosed upon 
the denizens of the land. 



Roleplaying Tips 

The ores of Durotar have been through quite a lot. They have been corrupted 
by demons and forced into war after war. 

Now free, ores are quick to join in combat since that is what they know best. 
Some arc loyal followers of Thrall and his ideals and wish to see their people 
free from the taint of the Burning Legion. There are others who still feel the fire 
burning inside of them and follow their Warchief Thrall into glorious battles. 
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TAUREN 


V 



The upside of increased Nature Resistance is lower damage from Nature-based 
attacks. Nature Resistance increases your chance to resist partial damage from 
a Nature attack or effect as well as your chance to fully resist the effects. These 
effects inc lude combat control abilities. Higher resistances are always useful. 


-Starting Statistics 


LANGUAGES 

The Tauren have adopted orcish as a trade language. While keeping their lan¬ 
guage, customs, and beliefs intact, the Tauren have founct the value of convers¬ 
ing with the other races. 


Brief HistorY'-^ " 

Once a nomadic people, the Tauren roamed the endless plains of the Barrens 
hunting the mighty Kodo. Scattered across the land, the wandering tribes were 
only united by their common hatred for the marauding Centaur. Seeking aid 
against the Centaur, the chieftain Cairne Bloodhoof l>efriended the ores, who 
had recently journeyed to Kalimdor. With the ores' assistance, Cairne anef his 
tribe were able to drive back the Centaur and claim the grasslands of Mulgore 
for their own. Upon the windswept mesa of Thunder Bluff, Bloodhcxjf built a 
refuge for his people. Over time, the scattered tribes united under a single ban¬ 
ner. Though the noble Tauren are peaceful in nature, the rights of the great hunt 
are venerated as the heart of their spiritual culture. As a tribesman of Mulgore, 
you must test your skills in the wild and prove yourself in the great hunt. 

The Tauren found mutual benefits in befriending the ores and Trolls. While the 
ores and Trolls helped the l auren to drive back the Centaur and keep their lands 
safe, the Tauren have aided (and continue to aid) them on the spiritual path as a 
Shamanistic society. 


nature resistance 

You don't tend every beast of the woods without becoming more resistant to 
their poisons and fangs. Thus Tauren have a passive +10 Nature Resistance. 


The Tauren are massive. Their Strength surpasses even that of the ores and 
dwarves. Combine this with their high Stamina and Spirit, and the Tauren are 
practically made to fit melee classes; in fact, the more Intellectual caster classes 
aren't even available to them. 


Raci ap^Traits s 


WAR STOMP 


No one can argue with a Tauren for long. When he or she puts her hoof down, 
everyone knows. War Stomp stuns up to five opponents within eight yards for 
two seconds when activated. It has a two minute cooldown and a one second 
casting time. 

The ability to stop an enemy in their tracks Is tremendous. Using War Stomp can 
stop a caster from finishing his spell, slow the escape of an enemy, or give you 
the moment you need to escape. While War Stomp won't win fights for you, its 
many uses and short cooldown ensure that it will be useful whenever you need it. 


ENDURANCE 


Roleplaying Tips 


While some view the Tauren as nothing more than brutes and hunters, they 
are much more. They have found a way to live with the land rather than 
off it. Though their size is immense, the Tauren are a patient and peaceful 
people on the whole. 


CULTIVATION 


Understanding the delicate balance between the land and the Tauren 
has let them live more effectively with nature, f hey have learned 
how to gather in such a way as to avoid unnecessary damage to the 
plant and encourage its regrowth. All Tauren gain a passive +15 to their 
maximum Herbalism. 

With an increase in your maximum Herbalism, you arc able to harvest 
plants normally beyond your level. Keep this skill trained to maximum 
and the bonus will also reduce your failure rate. 


Tauren have been hunters and gatherers for generations. Whether in times of 
war or times of peace, they are constantly pushing and testing themselves. This 
never-ending training affords them a 5% increase in maximum health. 


You can't go wrong with more hit points. While the classes that tend to be in the 
face of the enemy, such as Warriors benefit the most from this, the additional 
health can keep the softer classes alive long enough to finish the fight or for the 
Warrior to pull the enemies back. In a PvP setting, where longevity is never a 
guarantee, the addition health will help you contribute longer. 



Stamina' 

Inlelled 

Spirit 

Worriof 

28 

15 

24 

15 

22 

Hunter 

25 

18 

23 

15 

23 

Druid 

26 

15 

22 

17 

24 

Sliomon 

26 

15 

23 

16 

24 
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TROLLS 


V 


'Starting Statistics 




BOW AND THROWING WEAPON SPECIALIZATION 



Only one thing is simifiir among all Trolls. Thny are very adaptable to their 
profession. Trolls of any class can compete with those of other races. While their 
lower Intellect can be seen as a weakness^ it isn^t a great one and negligible at 
later leveJs- 


The Trolls are not strangers to ranged combat. They have been honing their skills 
for long enough to give them a +5 to their maximum Bow Skill and Throwing 
Weapon Skill. This is always active and has no cooldown. 

The jiicreased maximum skill offers several advantages if you're willing to put 
in the training time. As your Bow or Throw'ing Weapon skill will be higher than 
standardly appropriate for your leveb youTf have a higher chance to hit your 
target and a higher chance for a critical strike when using these weapons. Take 
the time to train your Bow or Throwing Weapon skill to maximum. 

LANGUAGES 

The Oarkspear tribe has allied Itself closely with the ores of Durotar; but they 
have not forgotten their own ways. Troll is still taught to the young, with orcish 
being taught in addition. Few dare to learn Troll as the Darkspear tribe tend to 
be very aggressive when asked about if. 



Factions 


Racial Traits 


Brief Historyj*^'^ 



BERSEIUaNG 

Thdr adaptability manifests itself most when a Troll is backed into a corner. 

They can increase their body's functions to such a level that they enter a Berserk 
state. When activated, Berserking increases casting and attack speed by a base of 
10%/ increasing as the Troll's health lowers^ and a maximum of 30%. The effects 
only last 10 seconds with a 3 minute cooldown. 

fhe ability to increase your casting and attack speed, and thus your damage 
output, as you become weaker is incredible. Its cooldown is short enough that 
unless you are reckless, it will always be there when you need it. 


REGENERATION 

Everyone knows the stories of Trolls regrowing limbs in mmutes. 

While these are exaggerations. Trolls have a 10% increased heath 
regeneration rate. Even more potent is that 10% of their total health 
regeneration remains active during combat. This is a passive ability and is 
always active. 

While the increased health regeneration is great for recovering 
between battles, the reaf gem is the health regeneration 
during combat. Other races may have more hit 
points than you, but you recover yours during 
combai without the use of spells or potions. This 
can be of great value to any class. 


BEAST SLAYING 

When it comes to killing, the Trolls have l^een 
doing it for a long time. They've studied killing 
long er>ough that they receive a S% damage bonus 
when attacking Beasts. This affects all Beasts, and only 
Beasts, and does not need to be activated. 

Tills trait is vaJuabie for any class as the target deter^ 
mines the bonus. Quests and dungeons wiih Beasts 

in them will be faster for you than other races as you 

can kill them more quickly. Choosing your targets 
with this in mind wilt help you take full advantage of 
this trait. 


The vicious Trolls that populate the numerous jungle islands of the South Seas 
are renowned for the cruelty and dark mysticism. Barbarous and superstitious, 
they carry a seething hatred for all other races. Long since exited from Its ances¬ 
tral homeland in Stranglethorn Vale, the Darkspear Tribe was nearly destroyed 
by rampaging Murlocs, Rescued by the young Warchief Thrall and his orcEsh 
warriors, the Darkspear tribe swore allegiance to the Horde. Led by the cunning 
Shadow Hunter, Vol'jin, the Darkspears now make their home in Durotar along 
with their orcish allies. As one of the only surviving Darkspears, it falls to you to 
regain the glory of your tribe. 

The TroHs have a long history of war with the hurnans. Even before the Burn¬ 
ing Legion came into the land, they had waged war against the humans and 
Elves with hit-and-run raiding parties. They hate the humans above 
dIJ other races. After nearly being completely wiped from the 
face of Azeroth, however, they now relish in protecting their 
new home in Durour and look for any reason to convince 
the remaining Horde of the cotnplete treachery of humans, 
it was Grand Admiral Proudmoore's attack on the Horde 
that enraged them even more, and now the fires of hate 
burn even hotter within the breasts of the Trolls. 
For now, they cooperate with the remaining 
members of the Horde to maintain their 
homes and retain the alliances that let 
their people continue to rebuild. 

Roleplaying Tips 

The I rolis have learned to harness 
the power of hate. After using 
it for generations, they have 
become adept at its cuhivatioi>. 
Their ft aired for the humans is 
well known, and few Trolls are 
without the burning need for spilt 
human blood. 
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MAGE 


OF feBoiH 

This section offers a glimpse of the rofe that each class pJays in Azcroth . Ad of the 
classes have played a part fn the history of the world, and this shapes how they are 
viewed today. Choosing a class is an opportunity to immerse yourself In the past 
events and make a place for yourself in the future of the land. 


DRUID 


The keepers of nature, the 
Pritids care for the natural 
world, its creatures, and 
the balance of existence. 

Many of therrr have 
watched over the world 
through the Emerald 
Dream, and ethereal 
realm that exists separate 

from Azeroth but inti^ 
mately interwoven with 
it This spirit world allovi/s 
the regulation of the ebb 
and flow of nature and 
the evolutionary path of 
the world itself. It is the 
realm of one of the great Dragon Aspects; Ysera the Dreamer. 

To help guide the course of the natural worlds the Druids entered into the Emerald 
Dream, agreeing to exist apart from their friends and loved ones in an extended 
state of hibernation. However, because of the threat posed by Archirnonde and the 
Burning Legion, the Druids awoke and used their power to fight to protect the world. 
Currently, some of the Druids have reentered the Emerald Dream, while others have 
stayed in Azeroth, working to repair the great damage that has been done to the 
natural order. 

The Druids exist apart from the political boundaries empires and dans. What does 
it matter If one is Horde or Alliance in the great expanse of nature? The night elves 
and Tauren, united in their love of the land, have set aside their differences to work 
together, safeguarding Azeroth and ttelping to mend areas conlaminated by pain and 
war. Therefore, the Druids offer hope of what all Azeroth could accomplish if all the 
races worked for the betterment of the world together. 



HUNTER 


The lands of Azeroth are 
home to a great many 
beasts, everything from 
wolves and cats to bears 
and large birds, lo name 
but a few. These species 
care nothing for the war 
between Horde and Alii’ 
ance; their lives are filled 
with their own struggle to 
find food and live from 
day to day. By the same 
token, there have always 
been those individuals 
who exist outside the 
boundaries of civilized 
society. These free spirits have found a connection to nature and a way of living wlih 
it. These wilderness people have taken the chance to explore the various lands of 
Azeroth and formed bonds linking themselves with the beasts of the world. 

A Hunter is never without their weapon and their partner, the beast that they have 
formed a relationship with. The two of the work together ^nd learn from each other. 
This allows the Hunter to embrace the natural world and their pets to be free from 
some of the more pressing ast>ects of their exi.steoce, such as finding prey and having 
a safe place to rest. 

Some of the races have taken easily to this way of life. The Taurer and night elves 
have a great respect for nature as a whole, and working as partners with It is an 
extension of that. The Troffs, as well, have never moved far avrsy frorr* the rhythms 
of the naturaf world. For these people, becoming a Hunter allows them the chance 
to bond with nature and the beasts within it. 

For others, it appeals to their independent spirit, the dwarves and Ores are Strong 
, individuals, and some of them have grown tired of the poltt’cal bickering of the cities 
and accepted the wilderness as their homes. These are Hunters who seek to find 
their own ways in the world. 




The call of magic is a 
powerful one. Some 
have decided to dedicate 
their lives to it, studying 
it, practicing it, and 
spreading it throughout 
the world. In the history 
of Azeroth, no other king* 
dom fully embraced the 
force of magic as strongly 
as that of Dalaran, where 
the entire culture was 
guided by mages. As a 
political entity, Dalaran 
was a source of great 
knowledge not jaded by 
certain moral concerns, seeking only to understand the nature of magical power. 


The kingdom of Dalaran is being rebuilt. Destroyed by the Burning Legion, its 
remnants have fled throughout the lands of Azeroth, and the practitioners of magic 
have taken new apprentices and students, f'his has led to know^ledge of magic being 
spread throughout all of Azeroth. 


In the Alliance lands, it is the humans and gnomes who look into the mystery of 
magic. The Trolls of Durotar have always been accused, rightly so, for dark mysticism 
while many of the Forsaken are from Dalaran itself and continue the pursuit of power. 


PALADIN 


The Paladins are the 
champions of light and 
the defenders of the Alli¬ 
ance. Dedicated fighters. 
Paladins safeguard the 
populace and act as 
a symbol all can look 
up to. These men and 
women uphold honor 
and bravery, protect the 
people, honor the will of 
the nation, and bring light 
against the darkness. 

Lordaeron was once the 
center for Paladins, a 
bright shining city that was a bastion of civilization. The defending Paladins were a 
great force of order and respect for their nation. However, there v/ere dark forces at 
work, and a great sickness took hold of the land, spreading the curse of the undead 
throughout the country. Lordaeron was destroyed and some of its Paladins fell to 
corruption leaving the rest of the knightly order to fight again&l the undead and their 
former comrades. 

The loyalty and brotherhood of the dwarves and humans make up the ranks of 
Paladins. These people are stout defenders and work within the boundaries of their 
poliucal organizations. Beyond all else though, the Paladins are dedicated to ideals 
of honor and bravery. Light guides them. 



PRIEST 


Holy and Shadow are 
forces, separate from 
those of the world itself. 
There are those individu* 
als that seek to use them 
within the world, dedicat¬ 
ing themselves to these 
unseen forces. For these 
people, the use of the.se 
powers, requiring great 
study and great reverence. 















The pursuit of Holy magic is the love of life and healing, replenishing and protecting 
the caster and those for whom they care. Shadow is the opposite, a force of raw 
destructive power that damages the target and wounds the spirit. Both forces are 
powerful and require skill to use. 

Those dedicated to healing of the mind and soul often become Priests^ because of 
the appeal of Holy magic to salve the wounded. However, because of the strength 
that Shadow promises, darker individuals move to the profession as well. Of the 
races on Aieroih only humans, dwarves, night elves, Forsaken, and Trolls have all 
the pieces of the puzzle to unlock its teachings. 


ROGUE 


There have always been, 
and always will bo. 

Rogues. These individuals 
use stealth and cunning 
to accomplish what a 
broadsword and shield 
can't. While the darker 
folk following this path 
are dangerous assassins, 
thieves, and brigands, 
there are those who train 
for the betterment of their 
own people. Spies put 
themselves at great risk 
and are perhaps the great¬ 
est rogues as they hide in 
front of an enemy instead of behind. 

As times grew more dangerous. Rogues have learned to defend themselves. They 
have learned fighting styles that allow someone with the thinnest anmor and two 
small blades to stand up to someone in chain wielding a hammer and shield. With 
the prominence of magic-wielders on battlefields and their ability to destroy standard 
troops. Rogues have been given an important duty. They must safeguard their friends 
by eliminating the enemy casters first. 

Of all the races of Azeroth, only one will not accept training as a Rogue. The Tauren 
are not suited for the concept either physically or mentally. They believe the decep¬ 
tion dishonorable. The ends justify the means for the other races. 



SHAMAN 

The Shaman are the spiri¬ 
tual leaders of their dans 
and tribes, guiding the 
peoples of the Horde to 
their destinies. Gifted with 
great insight, the Shaman 
seek to provide the best 
lives for their people 
within Azeroth. This com¬ 
mon structure has formed 
a network among several 
disparate races. 

The races of the Horde 
have always had Strong 
beliefs and a willingness 
to defend them. In addition, most have a clan or tribal political structure with loyalty 
to their tribe being strongly valued. The Shaman help to meld these tribal forces 
together, so that all the various tribes and peoples can accomplish a unified goal that 
benefits ail of them. 

It was the Shaman of the ores that lead them Into Kalimdor and the Shaman of the 
Tauren and Trolls who helped them relearn their Shamanistic heritage. Of the Horde, 
only the Forsaken are without Shaman. This is a source of disquiet among the races 
as the Tauren, ores, and Trolls have a common set of goals and the Forsaken may not 
share these. 



WARLOCK 


For some mages, the lure 
of dark power and knowl¬ 
edge proved too great for 
mere study. They found a 
new wellspring of chaotic 
magic, allowing them to 
reach into the strength of 
the demons. Gifted with 
the ability to manipulate 
these demonic forces, the 
Warlocks are powerful 
sorcerers, and the pacts 
that they fonn with de¬ 
mons are a sight of their 
devotion to the dark arts. 

Demons are never far from a Warlock's call and the Warlock is a master at control¬ 
ling them. These sinister creatures follow the Warlock's orders, attacking enemies 
and protecting their master. A Warlock's servant fights for them, and often the War¬ 
lock thinks nothing of sacrificing their demonic pet if the situation calls for it; a new 
summoning Spell is all that it takes to drag the demon back to the world of Azeroth. 




I 

Factions 


Because of their devotion to dark arts. Warlocks are feared and distrusted by most of 
the races. Within the lands of the Alliance, Warlocks are shunned and their places 
of teaching are outside major cities. Only humans and gnomes are curious enough 
to dabble with these forces. The ores also have a great deal of suspicion toward 
Warlocks; most want nothing to do with demons every again, and ore history is 
replete with pain and anguish caused by demonic involvement. Only the Forsaken 
fully accept Warlocks as part of their civilization, giving them freedom and respect. 
However, despite the mistrust engendered by these practices, there will always be 
people who pursue dark and powerful knowledge. 


Races 





WARRIOR 


There have always been 
the Warriors who both 
defend their families and 
attack their enemies. 

While some spend their 
time training in hallowed 
halls to become powerful 
mystics, not everyone has 
that chance. The people 
living out on the frontier, 
away from large cities and 
the training there, have 
nothing to defend them¬ 
selves with but a sword. 
They spend their days 
becoming stronger and 
faster. More than just their lives depend on their abilities...their family and friends 
live or die on their abilities. 

Not everyone takes up arms to help others. There will always be those who are excit¬ 
ed by the adrenaline rush of heated combat or simply enjoy watching life drain fron> 
an opponent's eyes. Whatever their reason for fighting, these men and women are 
the undisputed masters of melee combat. They train day and night masiering several 
stances of combat to be able to defeat any opF>orient that stands in front of them. 

Any race that can for^e weapons can train Warriors, humans, night elves, dwarves, 
and gnomes train Warriors and pit them against the mightiest of foes. Of the 
Horde, Tauren, Trolls, ores, and Forsaken sharpen their blades and prepare for the 
coming war. 
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Btfore gotlifig involved with specific class 
abjJitics, data tables, templates, and so forth, 
it's miportant to evaluate play strategies 
that are used by ail characters in World 
of Warcraft. This chapter explains various 
methods to improve your ability to gather 
money, rise in level, move around Areroth, 
engage in combat, and find special areas. 




CpMMON 

It takes considerable time to teach someone about World of Warcraft, This game has 
enough complexity to keep players on their tops for many days, even while learning 
the bastes. This section is organized as well as possible to give you the tips and ideas 
to cut down on lost opportunities during that learning phase. There is always money 
and experience to be made, and there is no harm in starting from the beginning! 

GAINING EXPERIENCE 

Experience poiiits get you closer to your next level. Characters progress from Levels 
i to 60 in WoW (and beyond toward level 70 later in 2006 when the expansion 
comes), and each advancement brings better attributes, higher heaitlVmana, and the 
polGnlial for greater deeds. Whether you focus on pulling in experience is one thing, 
but everyone gains levels if they enjoy the game and keep heading out info the wild. 

Soloing Monsters 




rhe most basic way to gain experience is to walk into an area with monsiers and 
Start fighting them. Every victory againsi a monster of equivalent level gets you 
experience. These points add up nicely if you try to kill monsters as quickly as pos 
sible. Trying to gain levels solely through 
nujnsTer killing is called ''grinding" by 
many players. Some people find this 
method dull because it offers less variety 
of action compared to questing, going 
exploring, and so forth. Others feel re¬ 
laxed by bringing down a stable flow of 
money, experience, and nasty monsters. 

There is nothing wrong with this method 
either way if it's what you like. 


N EquivaIent Mob 


A^OJisters oie wor^ experierite if liiey are dose to your churaefer's level There is olfowed lo be 
a 20% difference in levels between your character oird the monster OR o difference of five levels 
(whichever is greater wifi be used). 


Anylhirig beneath this threshold gives zeto experience when sloin because the challenge Is so 
trivial. However, such creatures still drop tieosure. 



) 



Grinding itself can be a vnry fast method 
for leveling. On it can be dower than 
olher available techniques; this entirely 
depends on the current level of your char¬ 
acter, you ecjuipmerit, local quest options, 
and more subtle aspects of play. Indeed, 
some grinders are able to gain levels with 
impressive .speed by choosing a class 
build tfiat is keen for soloing and finding 
areas where tandeni fighting (going after 
one rnob, then another right afterward, 
then another, etc.) is easy to do. 


^ Moiy boosters Avaifoble 

^ Eriougb Space Belweeo Monsters That They Coi). be FoLighr Indivlditolly 

Creatures in Areo Lock Powerful Special Abilities ihot Harm Your Clos^liflce {If you m*t 
cure poison or disease, these are brutal on sdaeis, os are curses and rnuoy other debutfs) 

^ Monster Levels ore just Low Enough to Keep the Kills Fost ond Downtime Short (o couple 
levels aider your chorader for charactef^ with modest geor, or monsters of equal level for 
ihase iwilh belter equipment) 

3 Few Players Compete lor Kills in the Areo 

3 A Vendor is Somewhat Accessible (for making repoirs and dropping oft loot items) 

3 Enemies Drop Cloth Cif you bandage ftequently) 

^3^ Preferobfy, o Groveyard is Close Enough to ShoiJeiT Downtime if an Accident Happens; This 


Isn't Qs Importont as ifie Other Factors 



INSTANCE GIUND1N.G 

Instance grinding is very different from grinding on monsters out in the field. Getting 
into a group of four or five characters and repeatedly taking on instances near your 
level is a wonderful way to get your character into better gear. It is not, however, 
a fast way to gain levels. l,ookin.g at pure experience per hour, instances are only 
better for the absolute worst grinding characters [e.g. people who spGciali7.e only on 
surviving, healing, and other non-damaging abilities). 

This does not mean that you lose out in the long run by leveling in this way. Slow 
leveling often has a few perks. The longer you rake at each level, the more money 
your character has throughout the game and the more your gear stays up-to-date. 

Questing for Experience 

During the lower levels (certainly through Levels 1 to 40), characters gain quite a bit 
of experience through questing. It isn't hard lo gather multiple quests from towns in 
this period, and completing several at a rime is borh easy and exciting. The awards 
for turning in these quests catapult characters through their levels. And, when played 
correctly, the best elements of grinding and questing can be combined once players 
understand the locations they are visiting. 


I 
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First off, ifs useful to grind while approaching quest sites and while leaving them! 

If you have a quest in the northwest of The Barrens, asking you to kill Harpies, it 

is helpful lo kill Centaur, Raptors, and 
other enemies on the way. Walking to 
the edge of a zone may lake five or six 
minutes (more in a number of cases). 
That time is somewhat wasted if you 
simply travel because your characters 
are full on health and mana. Use those 
resources to blow througfi enemies 
quickly; fje inefficient with mana, if you 
have it, because you are going to regen¬ 
erate it as you go anyway. 


Blast thrir)ugf> the odd target here and there and you will find that experience gained 
per hour improves by a fair margin. This also makes traveling a lot more fun! 

PICK AND CHOOSE 

A subset of questing is to avoid getting all quests in a region while doing only those 
(hat fit your character's needs. This becomes quite common at the later levels, when 
people prefer to fight in certain regions, and dungeons. 

To pick and choose with quests means to look through all available choices and 
decide which ones have rewards that you newl OR which ones havn targets that you 
want to kill anyway. This is a solid, mcrcGnary approach, if your character likes to 
grind agarnsr Trolls in the Hinterlands, there is no reason on Azeroth not to help the 
local Dwarves {who have a few problems with said f rolls). Grinding is all well and 
gotjd, but dropping off a quest each time you head back lo $dl loot nets practically 
free experience when you play in this manner. 































Even 31 the lower levels, you may want to skip delivery que&ts or anything that you 
know takes a long lime without keeping you hip-deep in slaughter, [f experience is 
your goal, coilecting ground spawns in areas without many enemies is a bad thing. 


UNDERSTANDING ATTRIBUTES 


At the most basic level of play, higher 
attributes equal a better character. How¬ 
ever, you are ofien forced to decide 
which attributes are the most important 
to your style of play. This means that it's 
crucial to understand what the attributes 
do, how they affects your class, and 
which systems can be influenced by 
your choices. 



——— — - 

Attrihm&s ond What T/itey Do 


Slren^th 

Improw Melee Damage (DPS), Rase Amound of Dama^ Absorbed by SUM Blocks 

Agility 

Higher % Chance Dodge, Higirer [ntkol Rdte, Incrcoses Damage kjr Sam Clsorpcters (e.g. Hunters, 

Rogues) 

Spirit 

Improves Rah; of Hcollh/Mttw Rogawtaiioii WIiSb Out of Cotnlwl 

Stmnina 

Raises Health [One Points ol Sinmira Adds fen PtHufs of Health) 

ifitelkt 

Raises Moim (Ooe Paint of laielfed Adds Ftfleen BoieiIs of Mana); Also Raises (jitical Rales for Spelbsteis 


Strength improves your character's DPS and helps to block more damage from 
incoming attacks. Warriors always need a fair bit of strength, but all melee characters 
are interested in getting more when they can. Rogues need more Agility, but Strength 
isn't bad for them at all, and Hunters who do a bit more melee work [especially 
some Survival Huntersl take some Strength as well. 

Agility affects Dodge and Critical percentages for all characters. This makes Agility 
a secondary damage attribute for tanks (Warriors, Paladins, etc.) and a primary dam¬ 
age attribute for Rogues and Hunters. The reason for this is that ranged damage is 
influenced by Agility. Also, Rogues receive half of their melee damage bonuses from 
Strength and half from Agility! 

Spirit determines how much health/mana you regain with each trek of the game's 
clock. Health does not regenerate during normal combat, without items or abilities 
to grant such restoration, Mana regeneration, however, is only interrupted by casting 
spells [whether in battle or not). Your character's class makes a huge difference in 
what is regenerated. Warriors and Rogues, for instance, have no mana; their Spirit 
is used only for health regeneration. Hybrid classes {Drylds, Hunters, Patadins, Sha¬ 
man) are split between a moderate gain 
of health by their Spirit and a fair in¬ 
crease in mana as well. Then the heavier 
casters (Priests, Mages, and Warlocks) 
gain very little health from their Spirit 
but receive potentially large chunks of 
mana each lick. Spirit is one of the more 
complex attributes because it's either 
worthless, if you fight creatures out in 
the field or gQ against easier instances, 
or very important, if you are a caster 
taking on late-game raid monsters. 

Stamina gives characters ten points of health for every point of Stamina they gain. 

This is a flat sum. Stamina can easily account for half for more) of your character's 
health, even before the later stages of the game, T hough having more health does 
nothing to increase a character's combat output, Stamina is still crucial. Classes that 
iujid aggno to protect a group need to have high health. This gives healers a great 
deal more leeway in saving lives! Even hybrid classes and full casters need health 
[hough, especially if tougher dungeons are being run, if you solo, or if you plan to 
hit the Battlegrounds. In World of War craft, everyone gets beaten on, and even glass 
cannons want to survive a few hits before going down. 

Intellecl is similar to Stamina, though it gives mana to characters instead of health. 
Intellect also increases casters' rate for Critical spell effects: that is something that 
both healers and damage dealers are interested in getting. For non-casters, Intellect 
is almost a worth I ess Attribute- Rogues and Warriors arc able to master Defense and 
Weapon Skills faster if they have a high Intellect, but this different:e is not worth the 
loss of Stamina, Agility, etc. Also, gelling an Arcane Intellect buff from Mages is more 
than enough Lo boost melee characters while learning new weapoi^ry. 



Staying on Par 

For each level of your character, there is a hidden par value for your attributes. This 
value is meant to reflect the improvements that are available to your character during 
advancement. If you stay at par, your percentages won't change in a major way; 
Critical rates. Dodging, and such are meant to be fluid yet stay within certain bounds 

If your character falls below par by having low-level equipment, not spending Tal¬ 
ent points, or otherwise focusing on different elements, your percentage chance 
lo achieve various effects may drop! Look at your character now and compare 
the numbers for Criticals and Dodge to what you had five levels ago; there is no 
guarantee of improvement in these things. You MUST increase your Agility to stay 

on par with melee/ranged Criticals and 
Dodge. You need lo keep raising Intel¬ 
lect to maintain frequent spell Criticals. 

By the same token, getting - 1-20 to 
Stamina in your teen levels doesn't 
sound bad at all. A couple hundred 
more points of health. Great! But at 
level 58, you want to have at least a 
couple thousand more health for tank¬ 
ing enemies or PvPing. 



How Do 1 Look St My Percentages? 



To see your chance to Dodge and Critical opponents, open your Abililies Menu ["P" Key) and 
highlight these given opcls. They should be listed on the first page. 


For even more interesting doto, renwjve vorioes pieces of equipment ond notice the immediate and \ 
pjofound changes to sold pefcenloges. Eqaipment choices DO matteil 


Bur Row Do I 

So if leveling raises your attributes and the par for said attributes, how do you 
actually keep up or even pull ahead with your true performance? 

1 

The key is to find equipment that focuses on the stats you need. As long as 
you r cha racter pu shes to fi nd Ra re/B I ue gea r, sta rt i ng a rou n d I eve! 2 0, yo u can ^ 
stay well ahead of par. Even if you slick to Uncommon/Creen gear, you can i 
stay close to or above par for your character, 

OonT jusl take every weapon upgrade with higher DPS and every armor piece , 
that raises your Damage Mitigation, This is not wise for the long run, instead, [ 
look at the attributes given by each equipment piece you find. Choose two or : 
tJiree attributes that you are looking for, and make sure to get the most points i 
possible for those. \ 

First, avoid equipment pieces that only give one attribute bonus unless the i 

piece is extremely good. You receive more total attribute points by choosing \ 

pieces with two or tl’iree attributes. When these are the two or three attributes ; 
you want already, this makes everything work out wonderfulfy. 

Also, look for a consistent Enchanter in your guild or circle of friends. Have 
them help you increase your attributes. At all levels, Enchanters are able to 
add a fair number of points to your equipment pieces. Though pricey, this Is a 
superb way to slay ahead of men and beasts that are competing against you, j 

Example: Warriors iiihould avoid equipment that gives bonuses Uj Intellect and j 
possi bl y Spi ri I as we 11, u n less you ' 

greatly need the extra armor or your i, 

old equipment isn't giving you what I 

you want either. Instead, search for , 

appropriate Mail {or later Plate) that ' 

has Strength, Stamina, and Agility. !) 

If you lank a great deal, lean on 

Strength and Stamina, If you are more I 

of a DPS Warrior, take all three and ! 

try to balance your needs. 
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SPECIALIZING A CHARACTER 

Nobody in WoW is meant to be exactly the same, There are many ways to configure 
your character for different forms of combat, and this goes wdf beyond a person's 
class. Use of Talents, style, equipment, and professions ail make a difference in the 
end result. 

The big question for each player is what do I want to accomplish tn battle. Are you 
a healer, a damage dealer, or a support character? Do you want to be good for short 
bursts or tor sustained effort? Is disruption of enemy forces more important to you 
than getting kills and glory? 

Before jumping into the "’how" end of things, we'll investigate the question of '"why?" 

Perks of Character Specialization 

Customizing your character Is an enjoyable experience because you are making an 
avatar into your own reflection of a class. You are leaving the simple distinction of 
Warrior/Rogue/Mage, etc, behind; what appears in Its place is your representation 
of that class. Making a name for yourself, exploring new ideas and style choices, 
and seeking new rtiodes of victory are all waiting down this path. The rewards are 
considerable. 


Gmeral AbiliLy Tradeoffs 


^ Ability Type ; ; * 7 PowerfalFor , ^ 

WeatolR;"', 1 

8tfrsfODmiige/T]ealiftg 


Grotip Settings 

Eflkient Dumaga/HediFig 

Soldng 

PvP 

IncrGEKed Potential D[inwg&/H&nring 

GnJEiping/iristqnces 

ScfloiEig 

HiglierElmwsgeMiligQiroi) | 

Croupiiig/faFiks 

SDloing 

Disatilfi fnemies i 

PvP . 

Eteiiibi>^ 0 FitB Grinding i 


PvP builds are often about doing the greater! amount of activity in a short period. 
Instant abilities, helpful passive Talents, and other reactive perks are the focus here. 
Player vs. Player combat is often much shorter in duration than fighting against mon¬ 
sters in the field or in Instances. Thus, efficiency has less value compared to immedi¬ 
ate power and survival. Specialize in burst healing or damage to be able to respond 
to the unpredictability of facing live, intelligent players in PvP combat, 

Soloers need to be independent; they don't have backup heating, easy damage, or 
safety. This necessitates a build where the character is fully functional in multiple 
aspects of play. Efficiency is stressed because there are no allies to fall back on, and 
long downtime is a very bad thing if you don't have anyone to talk to or to keep the 
experience rolling. If you are a soloist, seek Talents that make your favorite actions 
more effective, then use those abilities to their fullest. 



if you stay afong a general line, your character ends up with few weaknesses 
(only those given by your race/class). However, you are rarely able to play to your 

strengths unless you develop them. Spe¬ 
cializing your character makes it much 
easier to win in battles where you are 
able to use your advantages. 


Does this mean that you lose more often 
when you cannot play to your strengths 
if you heavily customize? Yes, it does. 

In a well-balanced game, there have to 
be penaUies to your choices as well as 
perks, and WoW makes great efforts to 
balance your options. 


The reason this isn't as much of a problem as it sounds is that a skilled player can 
often play to their strengths. Against many mobs and even some players, the ability 
to drive forward with your best abilities precludes the dangers of your weaknesses. 
That is why playing to your strengths and customizing is useful, doable, and a great 
deaf of fun. 


Using Your Talent Points 

lolenls are gained fiotr fev&ls KHO (for SI totol Tal&nt points) 

3 If is often powerful to sfiedelize m Iwo Tobol trees, taking one anlif llie mid 40s, then 
sv/itchiog to o satondory Talent tree j 

;> You im fiespec Talenls al your character's trainer for o scaling fee (this fee increases from ^ 
one Gold, to five, and then to fen ond beyond, for additional Resfiecs) 

^ Telenfs gfeotiy define what slyb of your doss you wish to ploy 


The most obvious form of customization is provided directly by the class system. 

At level ten, you start gaining Talents. The abilities gained from this system are very 
powerful, especially when people devote their characters into specific lines; the 
deeper stages of specific Talent lines are quite impressive and rewarding. 

Before spending these points, lake a /ong look at the lines available to your charac* 
ter. Because of the extended hours involved in reaching the higher levels, it's nice to 
know what you are getting into, fnslead of taking any Talent that looks nice for now, 
try to come up wirh a path that nets as many permanent, useful Talents as possible. 

On the whole, there are several varieties 
of Talent specializations. These are not 
identiftc?d directly, but an astute player 
can see where specific T alents are the 
most useful.. Anything that reduces 
downtime and raises efficiency in battle 
is good for extended fighting against 
weaker targets; this is a style more for 
soloers than group members. On the 
other hand, abilities that are expensive 
hut raise bur^t damage and effectiveness 
are critical m Instances and BvP fighting. 

Decide what variety of character you are interested in pj laying. There is always the 
chance that your needs and fnterests will change, but many people know somewhat 
what they enjoy doing from the very fjeginnrng Try to create a Talent path that 
advances the areas of the ganTe you enjoy. 




Group-friendly builds are some of the most specialized characters of all. These 
builds are intendeeJ to extend the weaker areas of many classes while honing specific 

strengths that are useful to allies. Seek 
increased potential in areas that are 
hailed by groups (better Damage Mitiga¬ 
tion for a tank, rnore potent and depend¬ 
able heals for a healer, and safe/constant 
damage from DPS classes). The group is 
present to negate the weaknesses of each 
member while extending the strengths of 
each member's buJld. 


Remember that a soloist can group, a IVPer can and wiil farm Instances, and so 
forth. Everyone should be capable of filling a variety of roles, but it's going to be 
harder going against your element. Choose the line that makes your favorite role 
more enjoyable, because that is what you spend the most time doing. 

This has given you an idea about hovv to think about Talents for your characters. This 
discussion has still occurred in a vacuum. Shortly, in the next chapter, you will learn 
about specific Talents choices and the tradeoffs involved with specializing each 
character class. These choices are loo numerous and complex to evaluate here. 

Honing Equipment 

Talents are by no means the end of character customization. Equipment choices ac¬ 
count for a great deal of a person's effectiveness. This doesn't boil down to a simple 
numbers game (i.e. Co for higher level gear ail ihe time and don't stop). Rather, a 
locus on the type of equipment that completes your build is needed. 

The most basic exanTple is for casters who are rising in level. These characters need 
both Spirit and Intellect (Spirit for regaining mana and Intellect for having a large 
pool of Mana to draw from). A Soloist wants to have quite a high Spirit to maintain 
their mana and minimize downtime, since they are the ones casting in each battle. 
PvPers, at the other end, need to survive their current encounter no matter what 
the mana cost; they use Intellect for having the highest possible DPS for a given 
encounter. Even if recovery is slow as nails, they are free to drink water and cheer 
their victory. 
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T hese examples are neither exhaustive or 
ed when people see a niche that needs to 
floing into targe-scale battles that fast for 
several minutes of direct fighting. Such 
a character might shun the pure Intellect 
model and grab more Spirit and -i-Dan> 
age gear for their favorite spell! ines. The 
goal is not to memorise a specific table 
to select what you need. Instead, view 
the process that others use to create their 
cnstomiaed equipment sets and see how 
it relates to your character. 


absolute. There are major exceptions creat- 
be filled. Imagine a PvPMage who enjoys 



WEAPON SPEED 



Slower WeapouH 

^ Enhanced by Direct fee's to ! 

^ Deal Oomoge in Bursts, Very 

DcwTioge J 

Good for PvP 

Better Against Laslers / 

Do More Damage with "'Insiaiit 

3* Responsive ^ 

Cast" IWolBcAtlmb 
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Weapon speed has a number of complex aspects, and the system for it has changed 
several times during the evolution of WoW. Faster melee weapons were the ideal 
choices for Alpha and early Beta use, then things grew interesting. During early retail 
and for some time aftenvard, slow weapons grew to prominence because insiant-use 
abilities would do so much damage with them. Rogues often tried to get the slowest 
available weaponry for their attacks, and Arms Warriors were no different. 

in modern WoW, there have been changes to normalise the amount of damage 
instant melee and ranged weapon attacks deal. This makes a much wider variety 
of weaponry useful to characters, and in many ways is quite a positive change. All 
characters now have good reasons to go with each fast or slow weaponry. Faster 
ones are better for getting consistent DPS, poison use (for Rogues), or other + Dam¬ 
age On Hit abilities/!ferns to work. General prot effects, however, are fine with any 
speed. And, if you want to have higher burst damage, the slower weapons are still 
superior for that. 

Ask yourself where your character will do the most damage, in burst situations or 
extended fighting? For PvP, especially with physical classes, burst damage is very 
important. The moment you start dealing damage, someone is going to tome after 
you. Crowd control abilities are soon to follow, and your DPS is rtoing to shut down 
for a bit. That is why it's good to slap a character with a 3.8 second weapon shot! If 
they end up controlling or avoiding you for a few seconds afterward, you haven't lost 

much of anything. If you had been using 
a 1.2 second weapon, you would have 
missed at feast a couple hits. 

High-speed weapons are often better for 
PvF because of their consistency. You 
won't have sudden bursts that rip aggro 
off of things when you aren't ready for it, 
and neither will you have entire seconds 
of waiting for an arrack when you just 
need to do a few points more. 



Refining Your Playstyle 

Once you have the Talents, equipment, and knowledge to support your interests, 
victory comes from refining the techniques you use in battle. Which attacks aren't 
as useful in light of your now Talents; which moves are now essential, and need to 
be used earlier in the fight? Try to work on fxjunding your techniques into a trim 
and effective weapon of their own. If you want to get really scientific about it, time 
your battles against monsters of the same type and level and see if you can reduce 
the period it takes to defeat them. The same method tan be used to reduce damage 
taken (kitMime and limiting damage taken are often linked to some extent anyway). 

Look at the abilities you use in battle. Which of these make the nnost difference over 
the course of the battle? If you have status buffs and debuffs, see if there are better 
times to cast them. Some of tliesc can be done before battle is engaged, so work on 
mastering a lead in to fights that frees your character to use direct combat abilities as 
soon as possible. 

Perhaps a change of quickbar is in order at this stage. One thing that slows players 
down a great deai is the inefficient use of the game's interface. Many players who 
take the time to reorgani^^e their quickbars are impressed at the difference in their 
character's performance. Keep abilities that aren't used often on entirely different 
bars and streamline the buttons that are used in each and every combat. Try to use 
an ascending order that fits the progression of battle, such that your fingers know 
where to go without you losing time looking down at the keyboard. 


Don't rely on the mouse to click abilitiest Sure, you can put up extra quickbars from 
the Interface Menu and click on things that aren't needed in the heat of the moment 
(e,g. Hearthstones). For in-combat abifities, hotkeys are king! 


Even these issues are part of customiza¬ 
tion, If something doesn't feel right, work 
hard to change it. Look through the key 
bindings and make sure everything is 
where you need it to be; Stance/Form 
shifting can be bound to keys as well. 
You may want to put those beneath your 
most active fingers to smooth the transi¬ 
tions. Warriors and Druids must be able 
to move from one stance/form to the 
next without any delay or problem; this 
is essential to their proper dominance in 
both PvE and PvP. 



MAKING MONEY AND FINDING GEAR 
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Being an adept player fs great, but money still makes the world go around. Buying 
from vendors and players is only one sink for money in WoW, and you are going to 
need plenty of cash just for those folks! Trainers take their fair share as well, and by 
the end of the day very few people have more gold than they need. So, how do you 
pfan to stay in the black? 

Understand ■Loot Tables 


Common 
^ Tactics 


Group Roles 


Being out in the wild is Interesting when looking for treasure. Unlike the rewards 
for quests or defeating specific, named enemies, there are many random pieces of 
treasure that drop from normal creatures. This is entirely random within the bounds 
of loot tables. 


Your characters receive the majority of simple LtncommorVCreen itenis and trade 
items while out in the wild. While fighting easier creatures, you are likely to find 
high quantities of gear that is slightly beneath the monsters' level. Rare and Epic gear 
is extremely unlikely to drop from these easier fights, and when it does there is a fair 
chance that the item won't be one for you specifically. 

Outdoor fighting is great for leveling, fine for getting trade materials, but is too 
unpredictable for gearing up characters beyond a certain polnt- 

The drop-rate for Rare gear tremendously improves when you fight large groups of 
Elite monsters in dungeons. These Instanced areas also have set bosses with loot 
tables that are specific in what they drop (giving you the ability to know what is 
likely to fall each time they die, within a modest margin). Thus, gearing up is very 
much about hitting dungeons with your allies. Go into such fighting with a group of 
mixed character classes to reduce compelilion for high-end drops. 

To find out what is available from a 
given encounter, look up a creature's 
loot table. This guide and a number of 
other Brady products, reveal where to 
get quite a few of the best items in the 
game. There are also online resources 
that allow you to search by monster 
name or item name/type to find out 
where equipment is gained. Asking other 
players where they found specific gear is 
yet another source of information. 



Selling to Vendors 

just as the most simple way to gather experience comes from grinding against 
monsters, you can gather a great deal of money from selling loot to vendors. Almost 
all of the creatures in the wild have something worth selling (whether they are living, 
dead, beast, or construct). Fight against creatures at a fast rate and harvest their good¬ 
ies for future sale to players and vendors. 

Sell anything that cons grey to your character, then take a look into the uses for the 
various crafting items and other goodies that tall. If there is a market for the remain¬ 
der of your inventory, hold onto that until you can make an Auction House run. 

It's a very big mistake to be picky abrjut the items you snag from monsters. Sure, 
some creatures are terrible about dropping good stuff (Slimes take forever before they 
started dropping fun stuff), but even these enemies occasionally have a rare gem or 
magical item. Beyond that, if you have tons of space in your bags, there is no reason 
not to grab everything in sightt II takes almost no time to sell items, and every single 
piece of gold adds up. Indeed, it sounds foolish not to loot a corpse with a mere 
silver piece on it. Why then, wteuld anyone stop collecting vendor trash that could 
add up to many gold pieces in the long run? 
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For faster looting, hold down shift while right-clicking on bodie.'^; this loots every¬ 
thing at once and is slighljy faster for getting you on your way again. BoP items 
won't bind to you by doing this; a query bar rises instead, and you have the choice 


to take the item nr leave it on the body. 

A very wise investment eariy in your 
character's career is to buy bags from 
the Auction House. The vendor prices 
for bags are never good for you. indeed, 
there are always crafters making bags 
for alts and newcomers, and you make 
a great deal of money in the long run 
by having larger packs to stash goodies, 
Yoti never want to run out of space in a 
dungeon and have to pass up loot that 
could pay for one or two of your packs 
just by itself! 



Mean to Sell That 
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Vendors keep a list of the Insl ten items liwf you sold tfiem. At ony time, und without perally to 
your hnonces, the vendors wifJ ollow you to btiy back what you hove sold them. Ibis Is m\i a nice 

In't metiji to righkfiek while selling. 


Hunting for I^res 

Bind-on-Equip Rare items are extremely valuable. These blue pieces fetch a massive 
sum on the Auction House because people who are funding their a Its are interested 
in getting the best gear without always putting irt the work to hunt through dungeons 
or wait for drops that are never a given. Thus, you can strike it rich very easily by 
going through dungeons and waiting for the right pieces to drop. 

A prime example of this comes from Shadowfang Keep. Thi.s Instance dungeon drops a 
Rare BoE piece every few runs (this is random, but making a few fast runs gives you a 
high chance of getting what you want}. Because such ptect^s are going to be a few lev¬ 
els below the enemies that drop them, you can expect to find many items in the high 
teens from that dungeon. This makes Shadowfang Keep ideal for grabbing "twink" 
equipment to sell on the Auction House. Alts with a huge amount of money who want 
to camp ai level 19 in the Battlegrounds 
sometimes pay 20H 00 gold pieces for 
even these low-level items. One lucky 
drop that doesn't take more than a few 
hour^ of farming to find can fund your 
character for quite some time. 

By the time you are in your 30s and 40s, 
your character can blow through Shad- 
owfang Keep without any hdp, delays, 
or frustrations. Money, money, money. 




t Gathering Materials 
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Herholism 

Selling Hettis on the Auction House (Everything uffet the Fust Few Heihs ore Worth Gold) 

.Efldwnimg 

Break Uiscommon ond Rate Iteius And Auclion The Melenals 


There are plenty of craftsfolk out there who need a constant supply of leather, cloth, 
metal, herbs, and magical powders, if you aren't interested in creating items, try out 
the gathering professions. In any event, selling the ingredients for crafted items to 
iheir creators is profitable throughout the levels. Use the Auction f louse to accom¬ 
plish this unless you have friends or guild sources that need first crack at these items. 

Knowing where to gather your items can make the difference Ijctween slim pickings 
and a lucrative trade. Ptxiple don't usually go to Teldriissil for making it rich as a 
Miner, eh. Indeed, talk to other people and Jearn where some of the best spots are 
for getting the items you seek. Open fields have more beasts for feather, humanoid 
CeiVi&S often have bt>lh metal deposits and cloth or leather to harwost, and Herbs are 
specifically located because of their inability to grow in inhospitable regions. 

Don't let your inventory control you either; You may harvest enough material to fill 
your bank vault and your packs, but understand what your merchandise is worth. 

Stay current on the going rates for your items and only sfide a bit under that quantity 
when selling. A few silvers can attract a buyer almost as quickly as entire gold pieces 
worth of discounts. It's similar to running away from a hear when you have a gnome 
in your party, you don't have to outrun the bear (you just have to outrun the gnome}. 
When competing against other sellers, there is no need to cut the market. 

Farming for' Loot 

There may be specific f>laces that bring 
in money at a fast pace for your charac¬ 
ter. Perhaps you iuive a group that brings 
down clusters of enemies quickly with 
AoEs. Or, you may have a favorite cave 
where there is metal doth, and vendor 
loot that sells haff-decentiy. in any event, 
farming for money is a tradition witli a 
long and glorious past. 


Much like grinding for experience, you can grind with foot in mind. Find an area 
with as many of the target monsters as possible and hop to it. Though this is often a 
goTjd solo practice, groups sometimes form with different needs. Perhaps you are try¬ 
ing to get an Uncommon or Rare Elemental drop (Breath of Wind or some equivalent 
item), and another character wishes to hunt for experience in the same area, loining 
together can help both individuals; agree to divide loot in a way that lets you farm 
for your Items while the grinder gets what they need as well. 

Small teams with different Professions work nicely in this field as well. Having a 
person to skin, another to mine, a doth giitherer, and so forth keeps the peace per¬ 
fectly. Everyone can get what they want while journeying around the world without 
having to roll for iterps. 
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Become One with the Auction House 

^ You Pay a Deposit Every Time You Post m Item or the Aiiction House (Bosod Off a 

Peicertage of ftiat Item's Voloe Mullipfled by tlie Duratior of lie Auction) 4 

3 A Psreentoge of the Sell Price is Also Token by tie Aotlion House os 0 fee CTkis Percentoge 
is High for Neutral Auotion Houses) 

^ You Won't See the Exact Duration of un Existing Auclion; Ittslead, Ihe Systein Lists 0 
General Time (Short, Medium, long, Very long) 

The Dpper Pfice for on Item is the Amount of Ihe Cufrent Bid on it; Ike Lower Value is the { 



Be Very Careful When Typing in Sale Volues ond Bid Quontifies (A Slip Here con Cost You , 
Deorly) ' 

3 Puftksd Items and Money for Sales Appear in Choiacters' Mailboxes ^ 

The Auction House is a blessing in every way. I laving a major center of trade opens 
the Window for players to cooperate with everyone in Iheir faction (and beyond, in 
the case of the neutral Auction Houses in the Goblin towns}, Setting your Hearth 
stone to a capital city with an Auction House is rarely a bad choice, considering how 
often people return here to talk, trade, and find new items. 

Sell useful items through the Auction House instead of vendoring them. Players 
who do this make far more money in the long run. There is a deposit every time you 
put items into the AH, and this increases proportionally as you set the timer for an 
auction for a longer duration. There is also a tax on final sales in the AH, and this is 
higher for the neutral Ahs. 

The best bet for keeping your money flowing freely is to sell only your higher quality 
items (the ones that move quickly through the AH). People are rarely interested in 
equipment of low quality, so the profits for such items are higher through vertdoring 
in a number of cases. Waich the AH by the searching for Ehe very items you wish to 
self and see what prices they are going for {and if people are really bidding on them). 
If the products aren't moving well, try a lower buyout than the other sellers. 

If moving inventory is more important 
to you than the raw price, try very low 
starting bids. This really encourages im¬ 
pulse buying for anything useful; as long 
as the price i$ still low, players may push 
back and forth trying to keep their bid on 
the item. This sometimes leads to prices 
above what the pfayers w-ould have paid 
originally, but they bt^come somewhat 
attached to the auction itself. You can't 
count on this, but it does happen. 


























Goods and Services 


PfofesstWAbility 

Service Pi 0 vid&d 

Alchemy ] 

Sdllflg Polffius, Transmutes foi Higbei Meitok and Beraenfc (Oti TitMB) 

Bklisniilh 

OcotSional Weapon or Matifti bihancetnente {Hot NIgWy VaWle) 

fndianting 

Wide Vbiieiy of Eguiptnenf Lnhpticcineiits 

Engineeflng 

Wake Scopes lot Hanged Weapotts, Ammo, Same Ejtplosivos Are UsaWe 

By ttonlngineers l^so 

Lectiliseiwoiker 

Cure Rugged Hides (Ono Hmef) 

Tdibf 

Wake Bag?, AUike Mooodolti (On a Tmeft 


Orgrimmar d nd Undercily Are Major Trade Cedars for rhe Horde \ 

Ironforge nod SfopwiiKf Are Mo|or Trodo Caters for the Alliai^ce 



VoiJf tht^racteri tjn a\su m^kv iiiuney by selling services lu tJiher players. Because 
everyone can iTUBter two }jrofe!i.sioris (at most). il is common tor players to need the 
services ol Olber jjeopie I'ronii time to time. BlacksmilHs JlUich Shield Spikes, Riding 
Spurs (tor mo unis), and other such goodies tor weapons and armor. Enchanters pre¬ 
pare spec iaf conc(]CEions to botJst the power oi iienis. Ro^tues can learn Lockpickin^ 
and open lockboxes loi a tip or tor ^^oodwill. 

When advert isiny your own skills, use the Trade Chat k hannel and prepare a text 
macr{) that quickly states your available skiJIs and associated costs [if any). Try to 
keep this to one or two lines to prevent your message from filling up everyone's 
message window's. Use your macro periodicdlly, but not more often than every few 
minutes. While doing this, participate tn the rhani'Lel and help others: ifs useful to 
have a dienteJe that already know's who you are and respects your attitude. 

To receive services, ask in Trade Chat it anyone has the skill level you seek in a 
profession. Be up front about what 
you want and they often are just as 
f{>rthcoming about the price they reciuire 
tor their lime. Don't by shy about saying 
"How niuc h do yt)u w'ant?" if they doiVt 
list a specific sum. Under (he friendly 
condltit>n.s, [he other character may not 
answer firmly. He sure to lip such people 
if you can afford to; it keeps the goodwill 
flowing and w'on't hurt you on any 
return visits. 


SPENDING YOUR WEALTH 



There are more ways to sfjend money than lo make It: that Is the usual truth of 
things. Carefully choosing when and where k> spend your hard-earned cash is very 
fmporlanl, especially at low levels (where it's harder to make substantial amounts). 

Learn Class Abilities First 

Before looking for new rtem.s or having fun with your money, make sure that your 
character's abilities are current. Every even level, talk to your class trainers and see 
w'hich new abiliiies are available. If you use said abilities or would like to, buy these 
before any purchases of equipment, services, or whatever else you enjoy. Having 
abilities trained to their fullest is exlremely important, and the cost Is minimal if you 
are w'ilhng to do some hunting on the side from time lo lime. 

To avoid laking a more iubslamitil hii lu the waUel every two levels, it is possible to 
ignore some abilities (for some classes). If you are a Warrior who never uses Berserk 

:>tance, don't train in 51am or Cleave. 

A sword-wielding Rogue could forego 
Backstab and Ambush for quite some 
time too. Almost all classes have abili¬ 
ties thal they may not use, depending 
on playslyle. Save money in the short 
term by holding off on their purchase. 
It's always possible to return later and 
train these skills when the cost is lower 
[compared to your total earnings). 


Restore Important Items 

Whether you are finding, creating, or purchasing items that are used while adventur¬ 
ing, he certain to resupply from time to time. Bondages, food (for you or any pets), 
ammunition, repairs, potions, explosives, and other treats all cost lime or money. If 
you enjoy using these goodies or at leasi fall in love with what they can do for you, 
put the money down and nTake sure your t ha ratters stays prepared. 



Keep Equipment Up to Date 

Many, many gold pieces go toward keeping your character's equipment up to date. 
At first, quests and general loot are able lo keep characters up-to-speed. Decent 
Items drop somewhat easily over the first 20 levels, and there are substamiat num¬ 
bers of quests with useful rewards. 

In the mid-and later levels, however, characters start to need better equipment This 
necessitates going into dungeons more often and buying at least Uncommon items 
from the Auction House, with an csccasional purchase of Rare gear. When doing this 
on a budget, look for the items you need over several days and only jump at bids 
that are priced below the norm. This saves you considerable money (at the cost of 
your time and patience). If you instead need an item as soon as possible, pay the 
premium and star! buying out everything that looks nice; the sellers will love you. 

Without a heavy investment in farming for money, you won't Jikely be able to 
purchase every Rare piece of equipment you like from the Auction House. The best 
middle road, for those of us who never have quite enough cash, is to plan your 
equipment ahead of time for every ten levels or so. Look at the Rare gear in each 
bracket and decide what your dream pieces are. Find out which of these cart be 
sough directly and which are instead world drops (in other words, which ones are 

quite random). 
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Once you have done that, hunt for the pieces that drop In specific locations and only 
seek the Auction House for item slots that don't have any farmable choices for the 
next six to ten levels. By doing this, you only have to purchase a slot of gear from the 
Auction House every now and then. 


I Common^ 
i| ^ Tactics 


The Bank Group Roles 

Using the bank saves characters from losing bag space. It's unfortunate to lose ven- 

dorabte items because you have your hags loaded with ammunition, tbod, potions, 

skins, ai>d whatever else has crept in there. Anything that i.snT needed for a specific Prefessions 

outing should be left in the bank vault and taken out at your convenience (especially 

trade goods). 


For a one-time investment of tash^ you can purchase extra bag slots in your bank 
vault. Notice how quickly the prices rise for additional slots; It is far more effective 
to use high-end bags than to purchase many bank slots. Each new tier of space costs 
more than the previous slot, so people need a heavy sum lo unlock the later ones. 

Though bags are a bit costly early on, 
t;rafters can save you tremendous time 
and frustradon by creating some of the 
larger bags al a decent price. Ask your 
guild or friends if they know a good 
Tailor, then see if those folks are able lo 
iet you up with four larger bags at a fair 
cost. It's only worth buying bags from 
stores when you are entirely wealthy 
aird only need a spare 6-Sloi for an alt; 

Otherw ise, crafters are able to make bags 
al immensely lower prices. 

Bags can drop from monsters as well Though these aren't found with high fre¬ 
quency, you are going to find a few during your rise through the levels. These are 
best used lo supplement your bank {rather than hoping to find four of the highest 
Si^ed ones in any short period). 



Size by Loot Tables ***Sry| 



llDlO 

6-Slo(t Bofl {linefi tqenrabl) 

IM9 

fl-SSot Bog (Wool Ecpinmlgnft 

im 

} CkSbt Bag EqUMfeitt) 1 

3039 

12-SlDtfiDg (Magemefgyrvny} 

d049 

Joumeyman's Backpack (tedalti Eqtimilent} 

5tF60 

TiweleFs Backpack (MootKlolh Equiirabt} 


Spend Wisely 

The simple way to decide what to spend money on is to look ai future earning 
potential. What ilems/skills are going to help you make money faster? Is it going to 
help you more to master a ranged weapon or get a new chest piece? Look at what 
your character does well and what they do poorly; spend money al both ends of that 
spectrum first, then deal with the in-between Jater. Mages deal tons of damage but 
die quickly (spend money on doing even more damage or on saving your rump). 
Don't fret over raising less important attributes, peripheral abilities, and other such 
concerns until you know that your best equipmeni is on par and your centtai abilities 
are fully trained. 

Do a bit of research to avoid spending money at the wrong lime. If there are inrpor- 
tani class quests coming up^ you often have sortie r>ice items in your future; it's better 
to buy equipment for slots that aren't going to receive quest upgrades anytime soon. 
By the same token, don't waste serious gold enchanting an Hem that you are going to 
ditch in a level or two 
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EXPLORING 

Moving around the world and seeing the irnpressive variety of locattons is a source 
of lasting joy. The zones in WoW are well differentiated, so it's a shame not to fuliy 
explore Kalitndor and the Eastern Kingdoms. This is a task that has subtle but worth¬ 
while benefits for future play, as you also learn more about camp locations, monster 
variety, and other such matters while exploring. 

Filling in Your Maps 

Region maps start off without many locations urrcovered. It is your responsibility 
to fill out the map over time by visiting the major points of interest. Each location 
you discover opens a new section of the map and awards you an exploration bonus 
(a slight gift of experience). Though this process IsnT profitable by itself, given that 
hunting earns far more experience than wa.ndering, it feels very good to have your 
maps uncovered for all major regions. 

Instead of racing off to fully explore each map when you enter a new region, take 
the time to explore naturally, using the direction of quests and hunting to guide you. 
This way, you are never just exploring, You are finishing quests, making money, 
gaining experience from muitipJe sources, and having a good time too. If you choose 
to grind your way through an entire zone, fighting everything you see, the map 
uncovers just as nicely as if you spent ail the time looking about and avoiding those 
fun skirmishes. 

If you have trouble getting a Specific section to come clear, try to walk closer to the 
major buildings, caves, and general landmarks inside that area, just because a new 
text name appears in your map header doesn't mean that the area is uncovered (that 
doesn't happen until you receive the "You Have Discovered XXX" message and get 
the experience bonus. Walk deeper into each new area to find such bonuses. 


Traits of World Dungeons 

These Dungeons ore Instonc&d (Every Group Goes into Their Owrt VeKioo of the Dungeon) 

There is o loodiig Screeri lo Murk ttre Seporotion Between tfte Shared Gome World ond 
the loskince 

3 Mony Creofures in World Oungeoos are Elrle 

3 Botiies Inside World Dortgeorts ore Often Harder, Involve Scripted Bosses (in Some Coses), 
ond Have Greater Rewards 

3" Harde and Allioace Memhers con do All World Dungeons (Even Those in Ffiemy Tarritoiy) 


At the suggested levels, parties withqut five people and very impressive gear may 
have trouble. Unlike fighting out in the field, w'orld dungeons are meant to chal¬ 
lenge, frustrate, and even defeat parties that aren't experienced enough lo survive the 
complex battles within. This is not a measure of a party's worth, as the vast majority 
of groups have to contend with full wipeouts and other such setbacks the first few 
times they try to overcome new world dungeons, 

Fo make your attempts safer, be sure to mold the group before it heads into a world 
dungeon. Find people who you know and trust to play their characters with high 
skill. Beyond that, make sure everyone is w'illing to dedicate several hours to com¬ 
pleting the task (most of the world dungeons are somewhat long, and having people 
leave in the middle can be disastrous for the group). Practice techniques against 
many of the creatures early in the dungeon and get a feel for the style of the place. In 
general, a group that has trouble earfy on needs a couple more levels or some better 
gear before they can complete that instance. 


Going INTO Smaller Dungeons 



Dungeons are a useful point of interest because they often have heavy fighting, some 
metal or herb deposits, and quests to complete. Try to find where all of the rJungeons 
are located when you are exploring even if you don't have quests for them at the 
time; it's common for quests to send people all around the world for various goals, 
and knowing where you are going can cut down on lost lime. 

Microdungeons are found in most 
regions. These areas are part of the 
normal terrain (in other words, you face 
no loading screen and can freely walk 
into the dungeons and back out without 
delay). There are often many monsters in 
microdungeons, but they won't usually 
be much tougher than the beasts and 
enemies walking out in the fields nearby. 
Unlike Instances, microdungeons aren't 
based on elite monsters, large pulls, and 
having a group to protect you. 

Microdungeons are sonie of the best places to camp for metal in WoW. Though you 
can get more metal by running around entire areas, taking everything you see (once 
you know the spawn points for the deposits), (here are several benefits to camping 
a cave. For one, the creatures there are worth plenty of experience if you are at the 
right level for fighting in the dungeon (which is often the case if you stay current on 
your Mining), Gutting metal, experience, and loot at the same time is a major boon. 
Beyond that, the flow of metal out of a dungeon is reliable compared to searching 
external sources ihat people can mine casually. 

For the best of both worlds, find all of the dungeons in a given region. Look on the 
maps once they are filled out to find caves and other places to explore, then go to 
each place at least one lime. Record the items you need from each place (metal 
here, herbs there, cloth-droppirig foes at this location, etc.), then create a loop. Visit 
one site, kill everything, take all of the items there, then move on to the second site. 
Moving around a zone in this fashion is amazing for raising gathering Professions, 
collecting materials to sell, and for gaining a rcioderate amount of experience. 

Taking on World Dungeons 

World dungeons are very different froni microdungeons. As you might guess, these 
dungeons are much larger than tiielr cousins. However, this is one of the superficial 
differences belween the two. In fact, there are far more daunting challenges in 
world dungeons. 

If you have missed the term Instance 
before, ft means that an area is not part 
of the shared world. If twenty groups go 
there, twenty versions (e.g. Instances) 
of the dungeon are created. So, on ly 
your group is going to head into the fire; 
expect no surprise assistance or enemy 
intervention. 




Choose a very good leader for every Instance run. It is so important to have skilled 
and [rusted leadership that a well-run group can function better than one with mem¬ 
bers of higher level, carrying better equipment. If you want to be a leader, run the 
Instance multiple Eime-S, look for key ways to avoid extra aggro, reduce fight time,^, 
and finish the boss battles without losing people left and right. Exchange strategies 
with other leaders and test our new methods frequently to keep your groups trim. 
With a good leader, Instances can be run sooner and without resorting to specific 
dass combi nations. 

Always discuss loot rules and any 
pertinent etiquette before entering the 
actual Instance. In fact, get ever^ihing 
straightened out with other players 
before people head all the way out to 
the appropriate region for the dungeon 
crawl. If you think you need a dedicated 
healer, don't assume that a Shaman 
is specced for it. Ask them, "Are you 
comfortable being our primary healer?" 
If they say no, don't put them in your 
group lo heal. If you only have that one slot left, apologize, then explain that you 
need to find a healer and thank tf’iem for their lime. 
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Be espectally careful not to be impulsive or greedy during dungeon runs. It takes 
a great deal of time and work to get a good group together and push ilirough 
a challenging dungeon for an hour (or two, or three). Because of that, it's even 
more important than ever to watch what you are doing. 

Click Carefully: Many of the groups that don't run with a Master Looter are going 
to be using Croup Loot or Need Before Greed* Either way, you are going to see 
many loot items appear. Listen carefully when group rules are explained, make 
any objections at that (ime, and do not break your contract with the group once 
everything is settled* Only roll the way you stated you would from the very 
beginning. There should be no changing the sy.stem, no calling dibs suddenly, 
and no sudden surprises. 

Loot When You Are Safe: Do not run off to open chests, mine, harvest herbs, 
or do other aciiviifcs during battle. By the same token, don't waste time lrx>ting 
corpses while a battle is silll in progress. This is certain to get your group an¬ 
noyed, and it risks people's safety. 

Stay With the Croup: Unless you are the one pulling monsters back to the group, 
stay with everyone else and don't wander. Failing to heed this is a sure way to 
puJI an extra patroller back onto the group at just the wrong time. 

Disagreements: Everyone thinks that they know how to do things the best way 
(well, it seems like everyone feels that way). It may be true that your ideas are 
better than the existing group leader* Regardless, do not call them out in the 
group chat at first. Message them privately with your clever ideas. They might 
very well use them! If the leader is outright rude, poor, or acts like a genuine 
nutter, consider leltErig the group your ideas then and see what they think. It's not 
likely to make things better, but it's a good second course to take. 

If that fails, leave. Don't yell, don't whine, don't argue* Apologize and leave, this 
is the best way to keep your dignity without busting your head against the wall 
for hours on end. 

Mind Those Pets: Note that pets can get entire groups into major trouble. If you 
send your pet into the wrong enemy group, everyone might die. If your pet paths 
oddly, everyone might die. If you leave your pel on aggressive, everyone in the 
group will strangle you (not quite, but don't do it). Use your pet carefully at all 
limes. If you are about to drop to a lower area, put the pet away 

On the flipside, healers should look out for pets too. Hunters especially don't 
like losing their beloved allies, and it sure helps to have a free tank in the group. 
When you can spare the mana, keep those pets hale and hearty. Remember that 
you can target pels quickly using the same function key of that group member 
(e.g. if the third group member is a Hunter, hitting F3 would target the Hunter 
normally; lap the key a second time to target the pet instead) 

Warlocks Are Not Your Toy; Warlocks can summon characters under certain 
circumstances. This requires the Warlock to use one of their items, gel two other 
group members to help them, and takes their time and energy to put together. It 
is not their obligation to do this for you. If you are on the other side of the world 


as a group is forming, you should ask any Warlocks in the group if they are wil l¬ 
ing to summon you. Offer sincere thanks if they say yes. Offer a tip too (many of 
the Warlocks will say no). If the Warlock wants a tip, pay them a portion of lAfhat 
it would take you to get there anyway. Remember that you lose time and money 
to get places, if a Warlock wants 50 silver pieces for a summon, pay them and 
kill a few creatures while the group gets together. You can make the money in 
the time that Warlock just saved you! 

Mage FoodAVater: Mage Food and Water is a gift for dungeons. It saves people 
a massive amount of money. Again, offer to tip Mages when you ask for these 
favors, and certainly thank them for their time. 

Warriors Pay the Price: Warriors don't have a major service to sell, and their 
repair bills are higher than anyone dse's. It's sometimes tough to bo a Warrior. 
For other classes, remember that. Help out your Warriors by giving them a bit of 
leeway on the items they roll Need for. Remember that most tanks need a two- 
handed weapon, a one^hander, a shield, perhaps a second one-hander, and a full 
list of tanking gear (perhaps a PvP set as well). Quite a few guilds help to gear up 
their Warriors lor this reason. Love your Warrior. Support your Warrior. The good 
ones ensure that you don't eat dirt for a living. 

"Heal Me Now:" Don't yell at your healers. Either they stink or they don't, !f a 
healer is poor, they vvon't heal well no matter what you say. Don't invite those 
healers back into your groups, but don't ruin their night by calling them names 
either. You don't know if IPs a nlne-year^old behind that screen; they really might 
be doing their best already. You aren't obligated to play with people who are 
poor at their class (and you shouldn't), but don't get nasty just because you died. 
It happens. Healers get more blame than just about anyone. Think about that, 
empathize, and play a healer to level 60 yourself before getting too judgmental. 
Beyond that, you might have been doing something you shouldn't if you are 
getting a lot of aggro. If you aren't the main tank, maybe the healer shouldn't be 
healing you that much. 

One Puller Only: Make sure one person is assigned for pulling monsters to a 
group. If that person messes up, let them die on their own and Resurrect them 
when the monsters are gone. If you aren't that person, don't start any fight unless 
you have no choice (e.g* a patroller Is aggroing on the back of the group and is 
about to attack the Priest, so you attack it first). 

Rely on the Main Assist; Make a macro 
to /assist "character who is main assisr 
and use tliat for your targeting. This is 
ideal for keeping the group's fire on one 
target. 

Don't Run: Most of the time running 
gets you killed in Instances anyway. Un¬ 
less your group leader orders everyone 
to ditch, hold your ground. If you are 
going to die, then dj£with honor. 


\ 





Gkoup 

Group Roles take the general knowledge and tactics of this chapter and expands on 
that to cover group functionality. Being able to control your character, rise in level 
and power, and find the right items is enough to bring you up In the ranks. However, 
a group with five soloers is not as effective as a group with five players who are 
skilled at grouping! There are tricks that work quite well when you have others on 
your side that would be worthless when tried solo. Learning these creates a synergy 
within well-played groups; that edge is what leads to victory in world dungeons, 
raids, and mass PvP combat. 


ROLES: IN SHORT 


Going past the terminology, players benefit from understanding what the true com¬ 
ponents of a group are capable of providing. Look at the following list and consider 
the way battles are won in a mathennatical sense. By reducing incoming damage, 
shortening encounters, and extending survival time, characters of different roles are 
able to assist the greater needs of a group in separate ways* When facing various and 
unkriown Gppqrienrs, it is essential to have multiple answers to each problem. 



Various classes exist between these three niches, so the distinction we make here 
Is one of action rather than an innate role. A Warrior, for example, can be both a 
damage deafer and a tank! Amusingly, 

Mages are quite the same; they deal 
damage to enemies while mitigating 
damage through crowd control. 

The key to a successful group is to figure 
out whal ratio of mitigatioiVdannage/ 
healing is needed for a given challenge, 
then to assemble a group that creates 
such a ratio. 



Mitigation - —. 

Tanks and crowd controllers are intended to stop incoming damage In one way or 
another. Tanks gather enemies around themselves and force the aggro to stay put: 

this reduces incoming damage by keeping it centered on characters with high armor 
and survival rates. Crowd controls perform the same function by stopping enemy 
attacks, preventing their movement toward desirable targets, and so forth. 

Warriors, Paladins, and Druids in Bear Form are able to survive hits far better than 
many of the other classes. These three tanks use abilities to get aggro then disable 
enemies as best as possible (e.g. Warriors use Demoralizing Shout and Thunder Clap 
to reduce incoming damage beyond what their plate armor already accomplishes). 

Crowd controllers, like Mages, Warlocks, Rogues, and sometimes Priests try to take 
a specific enemy's damage entirely out of the battle for a time. Polymorph, Banish, 
Sap, Mind Control, and Shackle Undead are all abilities with the potential to stop 
enemies from being productive. 



Common 

Taclici 


G roup 
Roies 


Profession? 
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I Obviously, characters can rTtirigaie damage whfle still contributing to party health or 
DPS. A Warrior who is immensely survivable but can't hold aggro isn't of very much 
^ use. The key is to understand when to mitigate damage and wljen to switch toward 
^ other aspects of battle. See the following table for a better understanding of this. 

I MitigatkmAbihU.G^^idWhmtoUseTht^ ~ 


WlienleUse- ' 


Druid 

High Junior in Ueor Form 

During Enftle: To Cive Olfior Topki Time to Segtan Aggio or to Qeto'/ PVP forces 

Hunter 

Traps 

Before Combat: Traps Are Used to Slow Groups or Immobile IncfividEiols 

Moge 

Pdyrnofph, Man^rffosl 
Spdls 

During Combat: Mages Me lineioies Out of Combat With Polymath or 

Greoriy Slow Groups WHb ke Snore/feot Elfem 

faMiil 

High Armar, Stuns 

Dating Bottle: Pofdlit Stuns Stop Enemies fully for a Shmt Time, Payiti 

Arnior Allows Them fo Sunrive Aggro Goined from Heafing 

Priest 

Shfitkie Undeod, Psydiic 
Sew, Mind Cwilfol 

Various: Theif Spetifk Uses k& Quite Powery (Oiscussed in Chometer 

Chapter) 

Rogue 

Sap, Mnny Stuns, Biy j 

Bdrue Comlwt. Rogue Sops Couse Very Long kopodtolion Fitee Jo Humnnaids; 
Momlwt Sluns Are Also Hsdtil Against W Enanies and tar Tnigets 

1 

Shuraan 

Fifiist Shock, Eorthhirttf 
iQlOilJ 

Outing Combat; Stiamous Slow or Stop fnetny Forces Even on the Rwi 

Wurbcl: 

Bonbli, Seduce, Fear 

Durirtg Combat Wododts Are AWe to Produce Very Long InTombot Dowd Coteid 

Woirioj 

High Arflior, Immense 
Domoge Mftlgfftion, 

AGE fgflr 

Durbig Comlwt Wbiiiors Get Aggro and Shut Down [acoming Enemy Damage 


Whatever class you choose, understand the time and place for your mitigation. 
During light combat, mitigation is of less importance than healing or damage. 

When there are many incoming enemies (such as you see during many dungeon.^), 
miligalion betomes the most important aspect of group sunv'ivabElily. Wlihout proper 
mitigation, healers ivonT be able to keep up. 



Mitigation is also not a practice for any single member of the group. This is art 
ongoing and muitiTaceted affair. The Warrior mitigates by engaging a full group of 
ene.mies^ pulling ihem onto herself, and using abilities to reduce rheir damage. Then, 
a Mage in the same group uses Polymorph against a Caster off in the distance to 

mitigate that enemy. The Shaman of the 
group drops totems to decrease the dam¬ 
age coming at the Warrior, and also uses 
Frost Shock to slovv anything that breaks 
away from the Warrior and tries to get to 
her healers. Don't let enemies do what 
they want! Reduce their diimage, reduce 
their movement, reduce their options. 
This is the key. The character chapter. 
Rising in the Ranks, goes into great 
(ength on this matter. 

Damage Dealers 

Almost every class can deal damage when configured properly. This person's duty is 
10 knock, down enemies quickly. Every foe that falls is unable to deal damage for the 
rest of the fight, meaning that DPS characters are able to protect the party by negat¬ 
ing enemy activity in a permanent sense. 

The most effective way for DPS characters to operate is to deal targeted damage to 
enemies who are most likely to die quickly (or to target the enemies who deal the 
most dantage). To wound all enemies is not good enough for most situations; slaying 
targets is the true benefit of damage dealing! Thus, damage done by DPS characters 
need.s to be concentrated so that each target dies as tjuickly as po.ssible. A leader 
should chosen among the damage dealers, and ihis person picks each target with 
a mind for kill rate vs. threat of target (this person is called the Main Assist). The 
faster the kill, the better the target. The more dangerous the target, the more impor¬ 
tant the kill. Quickly rate all of the enemies in a battle along these lines to decide 
what needs to be destroyed, then start opening the metaphoric can of beatdowns on 
your list- 

The person cfiosen to be Main Assist 
should be a player w'ho understands 
the given ratd/dungeon area extremely 
well. FcJr (here, it helps if that person is 
a melee class (so that they are actually 
there in (he action). Everyone else who is 
on danrage duty needs to have an /assist 
macro for the Main Assist so that dam¬ 
age is properly focused. 




Factors in Creating Yonr Own Hate List ___ 

To dedde which targets come first, look af liow post battles have gone. Which enefniss deal ibe I 
most datiKjge to yooi pcrlv? Costers, creotores wilb rnnjor debufts/cofribot control, Gild oibof soch 
oggressive foes m DSticlfy high risk. Luckily, fhey are also softer kills. This ranks highly for both 
crlteno you use. 


Take down high damage or crowd conltol targets as soon as possible, then move on ti 
less opporlunily. Often, the most enduring torgels are the weakest, so they caif be dispatched at 
the end of connbot. Bosses ore tbe big exception to this; removing onysubstonlial oUles a boss tias ] 
may not be possible becouse of o boss' inutiense DPS (In other wods, you may hove to ignore \ 

fast kills to make a mod scfomble ogainst o superior lorget). Each boss fight bos Its own strategy ^ 

and tactics, so that isn't something to worry ohout here, ^ 



Dealing Damage 


-Class 

BPS Method ■ ■ ■'■ ■■■ * 1 

Druid 

Wlehj W-eapons With Hi^ Slot Bonuses [Ayoid f mes). Use Cot Fwni Spec for Feral Combat 

Hunter 

SustQiiwbte DPS is the Best in GotiK, Mulfehot -r Pet + Rapid Fire + Slings Alone AdtJ Dp (Volley Againsl 

1 large Gioufts) 

Mage 

' Sfsec in Ffte nnd Use Many AoEs Agoinst Oloups of 3+ Enemies, Mtmy Monts When Motio 

EfficfencyDoesn'T Matter 

Pi3l(idin 

Spec for fietriburioFt, Rely on Higlriind Weopenry (Not Eosy to Oeol High DPS ns a Polndin) 

Priest 

Not Often a DPS Class, Though Holy Aofs in AMsed PvP, Shadow Spec for Ruining Single Targets 

Rogue 

High End Weapons, Baebtob ond AssossiiwFon for PvP Oomn^, ComfMt Spot for PyE 

Shomwi 

Great Single’Target DPS Through Elementoi or EnlrantePiBfrtSpec, Windky ToJeffl for iudty Bursts; Poor 
for AoE OPS 

Warlock 

Spec with Afflklion owi Oestrucrion, DOT tveiyone, Aofs, Break Out the Dangerous Pets (e.g. Infemols) 

--H 

Wofiiof 

S])6C for Arms or Fury (or Bolh), Heovy Gear Dependenoe, kh Assist Graoify (Sr^meping Slrikes/ 

Whijimnd), 2H Weapon or Dual Widd 


Healer 


Healers extend the lengrh of time a group can survive in a battle; they also decrease 
downtime between battles to raise experience and money-gaining efficiency. This is 
done by using Maria to negate damage done against a group. With careful casting and 
high Spirit, these characters can dramahcally lengthen the survival ritiTe of a group. 


Also, there is a targeted advantage to the boost Healers provide. Though Tanks are able to 
reduce damage coming in against a party, they have only a few chances to turn the tide of 
battle if aggro is cemented and they fall close to dOEith. If the Tank goes down because of 
this, all of the potential that protector brought to the group disappears in an instant. Healers 
srr\cx>th out damage so that individual members of the group do not die before their time. 
Proper healing ensures that Tanks fast as long as possible, use all of their abilities and 
items, then only start to dieoff when the group has nothing left to give. Preventing prema¬ 
ture deaths is as much a part of a Healer's ser\ ice as ensuring total group survivability. 


In tougher dungeons and end-game raids, healing is the only way to survive Full DPS 
groups, even with Crowd control, simply cannot make their way through the later por¬ 
tions of the game, in PvP, raiding, and even the harder five-man Instances, healers are a 
requirement. Priests are the acknowledged powerhouses of this, fust as Warriors are the 
leaders of standard tanking. That said, Druids, Shamans, and Paladins that are willing to 
heal carefully are immensely powerful as well. Anyone who speciali^tes in healing can 
fill tile role nicely, and even characters w'ithout a talent focus in healing can save lives! 

1 hose backup healers (such as Paladins or Druids)^ ha mans who havenT focused on 
healing) lack some of the healing efficiency and potential of a solid and true Healer. The 
best place for these backup healers is to be in a group with a full-time healer. Just as a 
backup tank is often ready to rip aggro off of group members when the rnain tank can¬ 
not, a backup healer exists to save the life of the primary healer or other charaHers when 
the worst luck happens. 



During more frantic comisat, it's hard to maintain composure. When muJiipfe characters 
are taking damage and monsters am flying back and forth, ifs essential that the healers 
focus on saving lives. Keep trickling the 
spells to the entire group while the Tanks 
hold all the aggro they can. Only unleash 
the massive, aggro-drawing fitJrry of heafs 
when it's make or break time. Once that 
happens, hope that you can do enough to 
allow a secondary rezzer to survive and 
bring you back, because t onstderable 
aggro is coming your way. 










































Biere oie linies when heolets te to moke 1iie hanfesi cho*ce of aB [to b! seme diarote die while 
saving others). In dae fights, there won't always be neta to keep the entire groop/fokl alive, him 
before eed^ome oontent, there ore o noiober of encounters ttrat greotfy dioJIenge any pup that isn't 
higher in level or equipment. For these, n tieoler moy have to tKknowfedge openly or in their own plons 
that some chnroders ore expandable. 

In generd, the wny to decide on healing priorities is to figure out ^vhot eocb person odrb to ibe gror^, 
the oioin tank is the savior of u [Kirty because they control tbe oggro, protect the healers, and lower 
incoming domoge in gerveral. Keeping them dive is the Eop prionty. After that, Ireders ore the 
most bprinnt ones to save becoose they acccmplish the some function {e.g. keep the group from 
wiping dimirtg on intense Finoly, the damage deofers ore sorted, VlTilhin the damage deal^, tiie 
sorting is osoolly done by intdligeoce be! d the ployer, Let ployeis who foofchly deal loo much damcp 
ond rip oggro off of the tanks often db. Ift for the best; beds on those damage dders risk the ^oup ! 

An irrpiftant ejpcoption to this exists wl'ien o healer or efomoge deder is outd mfflio. Ihey are ofmost 
useless to the group then, ond should onty be saved d ihey ore o rezzer. 


i 

i 


j 




Healmg/ftesloratlon ■ . 

Diu^ 

Keaf Ovef limes, Dweet HmIs, Bnitte Re^ 

Huiriet 

(jn Heal Diei Pets 

jViragie 

Offers Free foDd/Woter To Gioeps; Othemtse Hone 

Folodiii 

Sumvoble Henls {Hiey Wont (ke Aggro), PaweiW Lay m Hoinls (Once Pet Hour), Rez 

Flwist 

Best Heals in Itie Gante. Effirient Healcitg, Incretise Heoltli [ptah Tfiieugh Guffs. Rez 

bgue 

None 

ShomQfi 

te® EtticffiuT Hding. Totems br Modest Nding Over rime, lolems for Moiw Regenetotion, Rei 

Waifetk 

Con Heiil Tbenisefves, Soul Stone Eezzers lo M Them in Cose of Wipe 

Wairior 

Heders; These Gt^/lKtte Are Your Castomeis 


As Sttited, nKJ&l c;ljf. 5 es h^ve eJement^, in of the three priimry ii&pects. I he 
devoled classes lean heavily toward one of the (hree roles (e.g- Priests are mostly 
healers}, while the hybrid and support classes divide their skidsets somewhat evenly 
between the groups. SpeciaJi^ation within a class pushes cbaracrers closer toward 
one extreriK' or into a more versatile role. 

Thus, no matter what character you choose to play, there are ways to become a bit 
of everything or ways to accentuate the strengths already found jn the class. Charac¬ 
ters that are specialized offer the greatest potential within their portion of (he group 
notes, but end up leqtiiring other characters to function normally. In other words, a 
Warrior who tecomes a full tank loses so much Df^'S that they dorVt EcifI qLuckly on 
their anymore Priests with a tull specialization on the Holy line are able to fight 
better than they Lised to, bui still ^>erfo^m far better with a group there to helfj (hem 
survive. 

For the players who wani to till the gajj.s in a group or be able to solo under a variety 
of conditions, the hybrid classes and specializations are preferable. Take a look at 
Druids (the epitome of a hybrid class), Druids Lan heal, deal ranged daiTiage. fight 
in melee, stealtli. and even get a combat re^, Whai caiVi Druids do< Nothing, quite 
honesliy. Druids and other hybrid classes are never left without the abilily to contrib¬ 
ute; their only problem is in defining themselves while in the shadow of Specialized 
classe!/roles. 

During the first fifty levels t^f the game, hybrii^s have a sreat deal of power. Druids 

can heal for a group of five and keep tfitni going in an Instance, or they can switch 

to Bear Form and tank if (here isn't a 
Warrior, or they can slay in Cat Form 
and deal damage, Kestoration Shamans 
are easily heal for a group, fust as En- 
tiancerr^ent Shamans are fine tanks until 
the end-game challenges appear, 

tri late-game battles, the hybrid char- 
acters find their own niches. Backup 
hcEifing, spare DPS, and other secondary 
roles never go oul of I'ashion in raids. 
With a group of 40, there are many 
needs. When you play a hybrid class, be especially on the lookout in the long- and 
sfiort-term for (he needs o(‘ a guild, group, raid. If people need more heafing, try to 
use more healing gear respfx your Talents if needed, and so forth. Become what is 
needed and there will always be a pfa<’C for you. 



[ Hybrid Class Potentitil ^ ^ 


DEoiii 

Melee OFS/TEmking wiJh Feral Comfiot (Git and Beof form). Ronged Danwge wiEh Bnfemte [Costet Fomi), 
ond Hdifig Ihiough fieslarefiQn ((itster Fnmi) 

Poiodin 

Healing With Hoiy lolenrs, DPS With Eetiibiitkin ond 2H Wetii»ns, Tanking With Froteciion (Though TTtis 
is [)ME(tlt) 

Sfiemon 

Ma^cal Damage Wilh ihe Bemento] line, Tanking q(kI Melee Damage v^Uh EnhaMent, end Heating 
Through the ResiMOlion line 


rhere is an entire section devoted to professions and other trades later in the guide, 
yet several aspects of the crafting system are worth developing here for incoming 
players, I his section uncovers the basics of choosing your professions, the terminoi 
ogy of the system, and how to know what you are looking for in game. 


WHAT ARE PROFESSIONS? 




Professions cover the resource gathering 
and item creation systems in World of 
Warcraft. Eacii character is allowed to 
learn and maintain two professions, and 
doing so can tie used for profit, im¬ 
proved equipmen( and usable items, or 
Simply for the enjoyment of support!i>g 
friends/your guild. 


Common 

Tactics 


Cnovp Roloi 


I Profes- 
T sions 



Aldterav 

Ctoote PisfiflfisAftittstiiuJe Metals 

Tempwary Attribute Enkmceinenl, Ciieote 
HigltEnd Metals. Elemejital Transiwtes 

Qlocksmilhicig 

Forge Weopons, Choin/Pfote Aimoi, and 
Periphetnl Equi|Mnent 

tncreose WeoixHi Daraoge ontl Speed (for 

2H), IniprDvE Shields, Increosc Mount Speed 

fnchnotjiig 

ImptovB FEpiipinesif. Used to Geote &mls 
i6ed by Oltiers 

Sdl Endnsnimenfs for Profit, Raise Attributes ; 
on Geof (Very Expensive Until Hi|h-f(ei. Fheti 
PtofitsAielnKnensa) 

Engineering 

Consinict Bombs, Rifies. and Accessories 

Bottle Pets. AoE Explosbes, Ammunition, 

Scopes for Ranged Weapons 

Kerhohsfn 

(kflherfleFfes 

' ingredrents far Akhenif, Sell for High Profit 

Lofitheiworking 

Moke Lealer Armor, Ammo fluivers/Pouches, 
tind AiinoJ Patches 

Add Bonuses to fionp] Comboi, Increose 

Armor Rating 

Mining 

H(m Me!ai 

ingredients for Blocksmiltring omi higineering, 
Saflfm l^h Profit 

Skinning 

Skin Beast Cotpses for Uother 

Ingiedienls for Imlfierworkiiiy. Sell for ProEit 

Tniloring 

Sew Cloth Armor end Hems, Mdke Bogs 

Sail SogstoOtfiefChorocters 


Professions have trainers {just like classes) that are found in small towns and large 
cities alike. There are higher concentrations of trainers in tbe capitals, and so much 
trade happens there that people often seek those specific trainers to do most of 
their work. 

Trainers are needed to Eniiially grab a profession, bui they are also needed to gain 
new tiers of skill, and to pick up extra recipes for various items. All of these proj¬ 
ects cost money^ so it is often a question of much how time and money yon wish 

to invest in a profession. In the later stages, some professions are worth sizable 
fortunes {especially the ones that gather resources for other professions). As long as 
you are willing to throw the extra energy inio these skills, they are quite lucrative 
in the long run. 

Learning how to create various items 

does not slop at the trainer. Hidden 
recipes can be found on monsters and 
special vendors around the world. Talk 
TO other crafiers to find out more about 
the locations of these items (and read 
the tables in our Crafiii’ig and Professions 
Chapter for more info as well). 




IHguses 


^jjjid 



























































FLIGHT PATHS 


WHAT ARE SECONDARY SKILLS? 

■ / 


Secondary Skills aren't limited by anyihing except time and mor^ey. Each character 
can take these skills whether they are interested in professions or not. In fact, mar>y 
sobers take all three skills to reduce downtime and increase their self-sufficiency 
without losing constant money on store-bought food and such, 

TRg^§POR 3 ^ilON 

World of Warcraft takes place in Aaeroih, a land that cai’inot be crossed quickly. 
There is much to see and do cnit there, and it sure helps to know how to get around! 
This section explains what the various means of [ransponation are, what their cost is, 
and what you can do to save the most time at the best prices. 


List of Secondmy Skiih 



Cuabiiig 

Cneafe Food/Fir^ 

Reifwce DawnKme w/ food atwi Spint Bufis 

first Aid 

Stilch Godoges 

Aflow for Fosi Heoliag of Niorferote Domogo 

fisliing 

Cflilect IteJiisfrcim Wmei 

Ingredisots fat Coaking, Spans Eppmertf, 
FimlRecps for Otfiat Trades 


One of the most common forms of fast 
j transport is to take the flight paths around 
' Aanroth. E^oth factions have flight masters 
* iri (utit about eve^ry major city and town. 
The first lime that you see ^ new flight 
master there is a green mark above their head to lot you know that there is a new 
route to discover! Right click on the NPC to learn the route; after that point you can 
fly to and from that point without any problems (so long as you know at least one 
path that connects to the one in question]. 

Each character starts with the flight location frona the neaffiy capital city. Most paths, 
however, you need to find by exploring the world. The first flight paths you are 
likely to adually discover arc in The Barrens, Silverpine, Westfall, Loch Modan, or 
Darkshore, 

After learning your fligfit paths, rrghi click again on these iNPCs to display a map of 

the continent you are curronily on. From there, you get a view of all the points that 
connect to your current location. Highlight any of these to see the total cost for flying 
there, then icjftclick to sgletit your target. These flights take several minutes, usuaify, 
buMhe trip is still a great deaf faster than walking. Beyond that you arc free to go 
/afk and take care of looking up infon’nation, taking bio breaks, and so forth. 


Cost; iMotfesI Copper or Silver 

Ming it Cheopef. Rep/PwF Rark Rg(Iw:c Cost 10^ 

fAoking Ft Better: Not Possible 


/ POUNDING THE DIRT 


BOATS AND ZEPPELINS 



The most basic form of transportation is 
to walk anywhere that you m^d to go. 
Though this is a very slow method, it cer- 
lainiy isn't costly. From level 1 forward, 
your character is going to do quite a. bit of 
this. Even at the higher leveis, w'hcn yriu 
have mounts at your rlisposal, waJkrng is the primary means of travel within Instances 
and in areas where the monsters are plentiful fno need to waste lime mounting when 
you can simple engage another target). 


Cost: HoEie 

Making it Chsoper, lb W 

Making it Belter: Bwt Enckitimefit (Run Speed 

liurease) 


There are a few' w'ays to enhance your basic walking speed. There are boot enchant¬ 
ments to add severai percent to this (though nic>dest, such enchantments certainly 
add up over longer distances or for PvP, when any bonus can fje critical). Certain 
boots even come with a movement speed enchancement! 


Boats and Zeppelins are provided as free 
forms of intercontinental travel. These 
arc slower, rn that you often have to wait 
for a modest period before the craft ar¬ 
rives, but characters without access to an 
appropriate Mage or Warlock have little choice in the matter. 


Cost: None 

Mating it CiiGoper iim 
Mntiig it Better: Hone 




Once a sea vessel or airship arrives, step onto the craft and watt for it to leave. There 
is a brief time for everyone to Ijoard, then the craft leaves the area. There is a loading 
period, and before long everyone should arrive safely at their destination. Note that 
lumping off of the zeppcIins from very high Eiltitudes can and will kill your character. 
Do not follow people off unless yotp are sure that you wit! be okay (this i$ most often 
an issue with the lirisfLiJ Glades tower, where people sometimes leap off early after 
Rogues or Mages who have means to reduce thetr falling damage). 





























In very odd cases where lag Is high, a vessel migliE dump you, tf that happens, try to 
resch land or safe water before your character dies from fatfgue. In the case of falling 
off of a zepfjeiin from lag, simply retrieve your bcdy and move on. When dumped 
too far out in the water, Rea at the Spirit Healer and move on. This happens so rareJy 
that with a few thousand hours logged into WoW with the writing team, most have 
never seen this happen. 


[ Zeppelins 


Localion ; 

AtcessTp 

fedOrgrimraai 

Giam'gol (Strangtolltom VoIe) and Undeidly (tiiisfol Glades.) 

(kom'gt)] BasEcarap 

OigflmniDt (Duratai) antf Undetcilv (Tirisfal Glades) 

ffoFlh cf UndeiCf^ 

Grom'gol (SlWiiglelkom Vale) ond Digiimriinf (Durotor) 

- - - 

Boats _ ^ 


Locfltiqa .MkcessTe 



RtftTltfitoEi Vllage (toldrassil), Meneltiil Hesbr (Wdamk), Theramore lOustwallow Madt) 

Booiy Boy 

Raidterflbe Barrens) 

tethil fiarbar 

Auhetdifi^ (Darkshore), HieMtiare [OusNqUqv/M aisfi) 

Raitfiei 

Booty Bay fStrfingtotbomVato) 

Itoftan Wltoge 

Aub 0 rdi!i!e (Gaifeshora) 

Hieramore 

Auberdirte (Datlbliore). Menertiil Nodwr (Woilowte) 

Western fetotas 

Short [jijj Id fealhermoon 


THE DEEPRUN TRAM 


The Deeprun Tram runs between Storm- 
wind and Ironforge Look in the north¬ 
east side of Storm wind, in the Dwarven 
Quarter, for one entrance to this free 
transpori. Or, in Ironforge, seek Tinker Town. 

Step onto the Tram when it arrives and wait for the iourney to commence. This is a 
very short trip and even saves time over flying in a number of cases. You must slay 
aleri on the Tram though, otherwise you miss your destination and end up on the 
return trip! 


Cost: Hone 

Wiflkfn.'git CheapccNons 
MokiJtg it iJEller. Wone 



TRAVEL FORMS AND ABILITIES 


CcsL Iraining Cosis ond Mppo ^ 4 T 

Wflking it Cheaper: PvP Sank oed Fodicn Beji 
Training CosB ■ ,■ 

Making il Better; lobite in S&vefal Wto - " 

Ifnjjfonfe Trad forms ■ 

Hunters: Aspect OF the Cheetah/Pack 

Hunters learn Aspect of the Cheetah at level 20; this Aspect lets ihem move at 130% 
run speed, making it very useful to reach locations quickly. Switching between 
Aspects is instant, and this is another great boon. Hunters can immediately shift to 
a higher speed when there aren't any enemies nearby, then switch back as danger 
approaches. 

At level 40. Aspect of the Pack is teamed. This Aspect grants the same pf>wer of 
Aspect of the Cheetah to all group members within rarvge. Getting through cleared 
areas of Instances ha.-? never been easier than with a Hunter using AoiPJ 

The danger of these Aspects, and tiie reason they aren't used during battle, Is that 
anyone under the influence of either Aspect is immediately dazed if they are dam¬ 
aged. Dazo slows your character down greatly, and negates any of the benefits you 
were receiving from having the buff in the first place, t hus, take Aspect of the Chee¬ 
tah off as soon as there is anything nasty approaching. In PvP especially, beware 
Aspect of the Pack. Everyone in your group getting dazed because of your mistake is 
going to cause a few sharp comments. 

Shaman: ■ Ghost Wolf 

Shamans learn how to shift into their Ghost Wolf form at level 20. This form increas¬ 
es movement to 140% run speed. Only usable outdoors, this form is of great benefit 
for running around in the Battlegrounds, getting to quest locations, or for making 
herbing/mining runs. Through the use of Talents, Shamans can make their Chosi 
Wolf form faster to cast (in the heat of the Battlegrounds, this is a huge benefit). 
Certain class Items and Talents together make Ghost Wolf even better by increasing 
run speed to a level that rivals that of a standard mount. 

Shaman: Astral- Recall 

Astral Recall allows Shamans to essentially Hearth back to their bind point more often 
than normal characters. You can stiH use your Hearthstone normally, and when it is 
down, casting Astral Recall gets you home just as easily. 


Druid: TraveL'Form 

Though not learned until level 30. Druid Travel Form is very fast and useful. Moving 
at 140% of normal run speed, this form also adds the advantage of ditching move¬ 
ment debuffs during the Shapeshift and also protects the caster from Polymorph 
spells, Druids make wonderful runners in the Battlegrounds because of this, so long 
as their team is able to stop intercepting characters. In the 30-39 bracket, before 
mounts are introduced. Druids are the supreme flag runners of Warsong Gulch, 

Rogue: Sprint 

Rogue Sprint is a sudden burst of movement speed I hat lasts for 15 seconds (there is 
a five minute cooldown between uses). There are three ranks of Sprint, so the buff to 
movennent increases as your character levels. This is a great ability for getting out of 
trouble, running flags in the Baiflegrounds. moving at impressive speeds even while 
Stealthed. and so forth. 

Warrior: Charge and Intercept 

Warriors don'l have a lot of abilities for getting around, but a clever Warrior learns to 
make their own path. While trying to run through groups of grey or green monsters 
in the levels before you own a mount, use Charge and later Intercept as well to leap 
forward. If you don't want to fight the monsters, Ftamstring them and move on. Over 
time, this method truly does get you where you are going faster (and it's darn funny 
to watch). 



Common 

Tadics 


MOUNTS 

Croup Roles 


Cost: Up to 100 Gold ot Level 40, Up fo. 900. 

ul Level 60 


Making it Cheapec: Get Oiscoerits for .HcjioFed l ... -| 
Kepirtofion w/ Pelifteat Faction end for R(jok 3 fiiPyP ^ j 
Making it BeEIei: Spurs Attoch to Bools fMndety . ' j 

EkksmitiK, InasDse Mount Kun Spe.cd),:ZurFafTokfias. i 
0 CuiraitriiokEt fM Ab [toes TIjis. Gtoiiift.EftthDfit]A&nt| 
3 Normal Moutits Cost 80 GdId Ptotes:-. ^ ! 

Move{itl60%Ronnii\gSpee'tl' : 


Epic Mfwjnts Cost 900 GoW FteceS’ Move, 

Dt2(]0%RufiniiigSii6ed 

^ It Costs 20 Gold Pieces to.Masfer'Eirfiri'^;. 
You Must Eilfier beam From Yquf - 
Fodion or Reodi ExolfeiJ Stdlus v/ilh 
Another Foctlon 


The first tier of mounts are available after 
reaching character level 40, These cost 
100 gold pieces before any discounts are 
given; a portion of the money goes to¬ 
ward learning how to actually ride such 
a creature, and the remaining money 
is for the purchase of the actual mount 
(20 gold pieces to learn riding, 80 gold 
pieces to gel the rnourit itsefrT 

Note that you can only learn how to ride 
a mount in your faction's capital from 
someone of the same race. Unless, that 
is, you reach Exalted reputation with 
other race (e.g. ores can learn lo ride 
Tauren Kodos if they reached Exalted 
status with Thunder Bluff), 


Once you learn how to ride a mount, you can L^uy multipie mounts if you wish 
(though there is seldom a good reason to btty another mount until you reach level 
60). Atlliai lime, epic mounts become available. Though extremely expensive, cost¬ 
ing 1000 gold pieces before discounts, epic mounts travel faster than normal mounts 
and look belter as well. 


Once you own a mount, equip it to bind the mount to you, then place the icon on 
one of your quickbars for easy access. Mounting takes several seconds, so it is only 
useful for trips that take longer than six or so seconds. In other words, don't mount to 
move SG yards and attack another creature. Dismounting is done by using the mount 
a second time or righbclicking on the buff icon that appears while you are riding. 

There are several things that automatically dismount your character. Going indoors 
does this, as you cannot stay mounted in most indoor locations. Walking through 
water dismounts everyone too, so jump as far as you can when entering water. Cer- 
la Sri types of crowd control also force a dismount (e,g. Polymorph), 


Warlocks*AND Paladins Get* Free Mounts 

At level 40. Warlocks and Paladins receive quests to find their own mounts. These 
mounts have a specific appearance, cost nothing, and are fully functional in every 
way. This is quite a nice financial boon to these classes' 


SUMMONING AND PORTALS 

As has been discussed in this guide. 
Mages and Warlocks have travel powers 
that help people to move immediately 
over immense distances. Mages past 
level 40 can portal entire teams from 
their current bcalion lo some of the major cities for their faction. Warlocks past level 
20, on the other hand, use the souls of downed enemies to call group membefs to 
themselves. 


Cos!: kEogetits tor Moges, Soul Shditfe toj,W( 
Making it CbQper, Ask tor Tips' 

Making 4 Battor, None 
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Mage Teleports and Portals 


WHERE CAN I DO IT? 


Moges lelepoil Ktemselxes to flfles Pm),; ' 

level 20, ond PoEtaltap of People- . , 
When lliey Are fast Level 4Q . 

Reagent Vendors Carry Ifie Rune of . - 
Teleportfllion (Base lOSifverffjce)^ oRti' 
the Rune of foriels (Bose 20 Slivejr Price], •. 


At levels 20 and 30, Mages master the 
ability to teleport themselves to the 
various capital cities of their faction. This 
requires a speciaf reagent (Rune of Tefe- 
portation, found on Reagent Vendors). 
Because of this power. Mages should set 
their Hearthstones in the areas vi/here they 
quest for experience and use teleporta¬ 
tion to head back to capital cities. Thar 
way, the Mages almost never need to 
use slower forms of transportation except 
when moving into new areas entirely. 

Ae levels 40 and 50, Mages can use these spelts in a portal form, allowing other 
characters lu instantly teleport as well. This requires a ditferenT reagent (a Rune of 
Portals). People who request such a service from Mages are likely to tip them for 
the immense time saved' These gaieways last for a short period, and even people 
not in the Mage's grouf) will be able to use the portals. Thus, folks who are on one 
contineni are often able to save a huge amounL of travel time by tipping a Mage 20 
or more silver to open a portal to the other continent, 


Warlock Summoning 

Tlie Rilufll of SumjTtoniEig EeguIresAvjB] ,; j 
20 or Higher WgiIocR, Two 6rt)tfi>'S\eF))beis>, 
olreotf^ withllie Worbd^ ontitBfesifed '/■ 
Telegorfee to be itt Group os Well ' ’ i 

Warlocks Need to Hso Soul Sbordslo, , •• 
Somnion; This Also Mes lime,.So V 

Love/Tip Your Werbeks. \ ' 

:> Yoo Cannot Summon 5Qme'op,e .0.ui5®.flQ-1 
fpstance hlo on Jnslont^. (fliey A^st Zone,::.; j 


After fevet 20, Warlocks can use iheir 
Ritual of Summoning fo bring a person in 
their group to their current locations. The 
Warlock needs everyone involved to be 
in their group already. At least two people 
must already be with the Warlock to assist 
In creating the summoning portal, and the 
Warlock has to have Soul Shards on hand 
already. Soul Shards are gained by killing 
creatures while using Drain Soul on them. 
The Warlock casts the spell and remains 
in a channeling state while the two char¬ 
acters witi’t the Warlock right click on the 
appearing portal. 

To prevent a certain number of casual exploits with dungeon content, i| was maefe 
imf>ossibie to sumttion characters outside of an Instance into that Instance. Thus, if a 
Warlock is already inside of a dungeon or similar place, the desired character muiJt 
enter the Instance porial before summoning is usable on them, unless the Warloc k 
and Assistants leave the instance. 


liie 


The World of Warcraft mail system is extremely useful, easy to use, and costs very 
little. For just coppers a day, you can contact other members of your faction and send 
iherti letters, money, goods, or even sell items (through the Cash on Delivery system). 
This is a wonderful function of the game, and everyone should know about it. 


WHAT CAN I DO? 

^ Mail Cost! 30 (^ppai Pieces to Send 

;> fellers, Money, and Atdidn Wmfi 
Receipts Arrive Alinosr InstontlY - 

llems Take One Hout to Deliver 
3" You Con Send Your Alts liems/Maney* '^^, 
DifcdlyTIjfOugli tfie Mofl [No Vi/orryin| 
About Middlenien!) 


While standing near a mailbox,, right 
click on the object. This brings up the 
mail screen. You are shown a list of 
pending mes.sages, if there are any for 
your character. This Inbox screen is the 
default. Look at the tab on the tnittom 
of the box and click on '^Send Matl^ 
to switch modes. From there, you can 
type in a character to send the mail to, a 
subject header, and any text for the body 
of your email. 

The box in the lower-left is for any item Ural you wish to send. Though soulbuund 
items cannot be sent through the mail, just about anything else can be. Also, type in 
any numbers for the gold, silver, and copper slots nearby to either send money to the 
person as well or to create a sell price for the item you are sending. The default is to 
send nvjney, but tht^ buttons in the low'er right can be used to change this to COD if 
you like (Cash on Delivery). By doing so, the other person must pay the aniount you 
typo to receive the item you are sending. COD can be held up to 30 days before 
purchase, so use wisely 


vSeammers 


You won't likely tun into this during your World of Warcroft fijrjjerisoce, but ora n fi 
wf»o try h} stotTi paople out of money by seitding items COD. If you g« 
some sort from a p€r$oj> thot you don't know, don't accept tfie charges. Ifs prokbly just a fish of 
something eguoliy worittless. 


You can use these functions at any 
mailbox in either continent. The visual 
appearance of mailboxes Is determined 
by region, but the general look of them 
rernains similar. Also, you can find 
mailboxes in the same type of places 
throughout the world (near fnns and 

Banks most commonly). Mailboxes are placed in boih major cities and minor tOMms, 
so it's very rare that you need to Hearth back just to take rare of some mail. 


Mailboxes Look Slightly Difjaferrt.EeiW^aii:' 
Regions, Bui Ate Often Found-by [nns.qr ’ ^ 
Bonks (Highlight Them Wilb Your-Ata.v,-.-^ 
to he Sure) ■ " 


HOW CAN 1 SEND GIFTS? 

There are shops in the major cities where you can buy gift-wrapping paper. Right 
click on the paper, once purchased from a general vendor, then select the item you 
wish to wrap. Afterward, send the desired package in the mail to a friend! 


tuciioN Housesi 

10 WegpH 


Auction Houses offer far more to the game than players might first suspect. These 
places are great meeting grounds for trade, and the wealth that pours from their 
vaulFs each day is legion. Use this section to learn about the tricks of the trade in 
WoW's Auction Houses. 


THE BASICS 

The first point of order is to learn how the Auction House is used. When you have 
items to sell or want to search for goodies to buy, travel to one of the capital cities 
in your faction (Orgrimmar, Thunder Bluff, or Undercily for Horde; Stormwind, Iron- 
forge, or Darnassus for Ailiance}. Or, if you arc reaching the higher levels, consider 
the neutral AHs (in Oadgetz^^an, Everlook, and Booty Bay). It is less expensive to use 
your faction's AHs, as the neutral ones charge a higher fee. 

Once you find the NPCs who are listed as Auctioneers, right-click on them to open 
IhC'Auction House. Front here, you can browse for items to buy, check on current 
bidij, and place your treasure up for auction. 

Buying 

From the initial screen you can browse and purchase items. At the top are systems to 
help you search for specific items. These filters allow you to search by: 


Nrwne 

Type in e portion of m item's nainie or a type of slot mod% (sudi fls Power, Falm eit.) 

level Ronge 

Oiotyse a mtflinirrrn oi mostmum W for tba item 

Rarity 

ihm the tnininiinii quality led ol fbe items (te witdd ifisploy bitie ttflins ond otwurd) 

Usable lloiis (Yes/Ho) 

Will eonslroin results to items that you dinratter ran currently equip or use 


Remember that equipment, usable items (potior^s, ammo, bandages, etc,), trade 
goods, and all manner of random drops can be found in the Auction House. Search 
through the entire AH at least once to gel an idea for the scope of these auctions. 

When you actually find an item you want, look at the display that appears on the main 
portion of the Auction House window, highlight the item you are interested in and 
read the information on that line. From left to right, there is the following type ot' data: 


' Icon 

Picture ef the itemc liiglilight this specifrajlty to see tire stets of Ihs piece in quesliori 

Home af Item 

Mthe™ 

MininwmUdtetlsfi/ 
Fqoip Item 

Iky for l^bfjg qW Old gelling 

Time left irtAuclfon 

Gives yau an idea far the duratkm until fbe ovdion estpires 

Seller 

Kfiewirtp rtie nanie mghr oHaw you to yvisper and person (nd ask obwil where ilisy found 
sach 0 recipe, if they tan mab more of on item, etc. 

Curt^i Bid end Buyanf 

Pnee 

The trtp number citi itie ligfii side is Itie ewrrent bid (you must bid a higher number to Iwve a 
chance at lime); the low numbef is ttie httywl pike 


Bidding on an item starts the war to see jf you carl wail out any other buyers. Auctions 
can be placed for as long as 21 hours, so only auctions listed *it short (under 30 min- 
uies), or medium (30 mjnute.s to 2 hours) are going to close soon without a buyout. 
Once your bid is down, the game notifies you if another bidder comes forward on 
the item (and your existing bid money will reiuni to your mailbox). If you really want 
a Specific item but it has no buyout or one that you cannot afford, stay dose to the 
Auction House when the Time l eft reaches short and stay on top of the bidding. 

A buyout immediately takes the full price for the listed item from you supplies, ends 
the auction, and mails the item to your mailbox. This is often rather costly for major 
pieces, but trade goods and lower-level items are usually bought our without the 
process being too painful. 



























Selling 

Click on the third tab of the Auction House window {Auctions) to switch into selling 
mode. From here, drag and drop an item that you wish to post into the Auction lterr> 
box on the left. The defauil Starling Price that appears below is quite minimaln but 
if is enough to cover your costs. This default is useful for rtenns of lower value that 
don't require a major investrnenl of time to j;eff carefully. 

Re low that is the Auction Duration seieclion. Choose either a 2-hour run, an 6-hour 
auction {the default), or post the item for 24-bours. The deposit you pay to the Auc¬ 
tion House will not be refunded if the item does not self, and tho price of said de- 
posit increases proportionally with the duration of your auction. Stiff, many items are 
worth fXisLing for 24-hours if you want to put them up at all. Give people the time to 
notice your goods, especially if you are posting items during ofThours, 

]f IS entirely optional whether you want to post a buyout price for your items. Most 
of the time, it is very much in your interest to do this; many players aren't interested 
in start a buying war, especially for minor purchases, I rade goods, usable items, 
and even equipment are treats that people don't warit to monitor, wait for, and 
potentially lose. Post a buyout price to allow (he less patient buyers to grab what 
they want instantly. Your price can be a single copper higher than the starting price, 
or it can be immensely higher. There are reasons to go in either direction, and these 
are discussed shortly. 

If you post an auction and suddertly find that you have changed your mind, select 
that item in the auctions tab and look at the bottom of your window. There is an op¬ 
tion to close auctions; though you lose your deposit forever, this is extremely useful 
if you accidentally post something far below i\^ value. Get it back soon! A few sharp 
buyers are watching the Auction tdouses alr^iost every hour of every day. 


BEYOND THE BASICS 


Most people learn quickly how to use the Auction House. It's so useful that you can 
hardly live wiihcmt il sometimes. But there are many players who never actually stop 
and consider how much money there is to be made here. A level 15 character that 
has scrounged together a single gold piece can start an empire of wealth by wheeling 
and dealing on the AH. 

Buy Low,' Sell High 

The old adage is both trite and truthful. The trick is to learn how low is for a given 
type of item and to figure out what high price the market will bear when selling. 

If you realty want to master the Auction House on your server, keep a logbook for 
common item prices near your computer. 

For items that are sold frequently [e g. cloth, leather, potions), you can find the cur¬ 
rent prices quickly by searching as a buyer. See what oiher sellers are trying to gel 
for their goods. You can post your auctions at a mere 5 silver discount and get some 
easy sales if everyone is dumping around the same price. As long as you aren't put¬ 
ting up much material, you aren't likely to start a seller's war. 

One of the besi ways to sell high is ro seli when there aren't a lot of items being 
posted of the given type. If you check as a buyer and see a full page of Brianhorn, 
today might not be a good day to sell your stack (put it in the bank and wait). When 
you search late the next evening and see one or two otJier stacks, it is a very good 
time to sdl. Even if sellers post low prices when there aren't many items for sale, 
try for a higher price anyw^ay. Remember that those great deals are likely to buyout 
early. After that, your goods are the ones setting the price trend. 

Tor goods that are always in demand for crafters and such, the middle of the week 
is a solid selling time; you won't have nearly as much compelilion. For equipment 
pieces, the weekends are better (because there are more buyers online, but sellers 
may not have rhe equipment pieces to compete wiih you). Trade goods are a more 
cortsistent market; the scarcity of good equipment pieces makes It possible to gouge 
people tremendously when there are more folks on. 

High in a Bracket 

Selling to PvPers in a great way to make money. Rare items that are levels x6 x9 in 
a given bracket are often wortii a huge sum (e.g. level 16-1$, 26^2$). When selling 
these goods, be sure to start high. Losing a deposit, even a couple times, is not that 
big a deal compared to the long-term potential for a huge sale. Thus, don't undercut 
others who are selling similar items that don't drop as often. Wart, post your item a 
few Times, and wait for that magicai buyer to appear. 

Rogue and Hunter twink gear is the best of all. There are always players creating PvP 
characters for the lower brackets. Thus, you can charge even more for powerful goods 
at the low levels when the items are for those classes. Level 16-19 Rogue gear can and 
does fetch hundreds of gold. Hunt through Shactowfang Keep looking for a lucky Bind- 
on-Equip drop, and you might |usl fund your character .,i|l the way into the 40b. 

Don't feel guilty for gouging twink PvPers. The majority of those players have high- 
level characters already, more gold than they can handle, and are overgearing their 
characters in an attempt to dominate a given bracket. Almost nobody on the other 
side of the fiplH is going fo love the twirks, and even a number of people on their 
own side find this practice ''weak" or 'cheekyr So, gouge awayl they can afford it. 


Niche Markets 

With w'ork and some investment you can corner a specific market at least for a 
time. To do this, you must take the risk and buyout everything below a price thresh¬ 
old that you decide on. Afterward, you repost those items at your price arirf maintain 
an alert watch on the AH to keep the process going until other people natural fy post 
their goods at the new price. 

By maintaining a niche, you stand lo make a fair sum, even while other sellers ben¬ 
efit from your work. If a specific group of sellers band together to undercul you and 
post at times when you aren't guarding the AH, the process must be started again. 

<^U1IP (j^ROK giOD UPK£eP 

So you've decided that you want to start a guild. Guilds are an integral part of the 
game, allowing like-minded players to join together to achieve goafs, not to mention 
getting to wear a really cool tabard , in explaining guilds, we ll cover the formation of 
a guild and its upkeep. 


FORMING THE GUILD 


w 


® 

I 




A charier is the first item required on 
your path to having a guild. Charters 
may be purcha.sed from Guild Masters 
located in each of the major cities. Loeal 
guards are quite eager to point the way, 
so it shouldn't be too hard to the neces¬ 
sary NPCs, 




Alliance Charters 



Ifcniosauii 




ItonlpRie 

Jc)i»(ft>r Steelhrow 

SiDfiriwiiMl City 

ftldwin Lauyhliit 


Horde CharUir^g^ 

T'ty 

iHK , 

OtgiitniitiK 

[lilftHsCWfirser 

]!iund«f Bhiff 

Kiwm 

Uitdercity 

Qinsloptiflf Dtaluil 


Common 

Tactics 


Croup Roles 


Professions 


IransportaUon 


Mail 
^System 


When you purchase your charier you are asked to supply a name for your guild, Be 
sure to choose an appropriate (non-offensive) name. Give the name some thought 
and alFow it lo express your guild and what if stands for. in the wee hours of the 
morning after you've been smashing Murlocs for hours on end, the name "Crazy 
Murfoc Deathbringers" nright sound completely appropriate. However, shorter 
names that roll off the tongue with ease are quite successful. Your guild tag will 
catch the attention of players, so be sure it's the kind of attention you're seeking. 

Here's a suggestion ihal alleviates frustration when purchasing the charter^ be sure to 
have two or three alternate versions of your guild name that you're comfortable wHth. 
Many times a name will he disaflowed by Blizzard if it has been taken by another group. 

Charters cost fen silver pieces and require 9 additional "signalures" for completion. 
This is easy if you have 9 friends running around waiting to come lo your aid 
However, many guilds are started by soliciting the aid of low-level characters in the 
Starter zones- There is also a guild rectLiiting channel available in large cities where 
you can broadcast your new guild and need for signatures. Each signature must 
come from a separate account. In other words you can't have your buddy log onto 
his account and sign nine times with all of his characters. People who are already in 
guilds are also unable to sign your charter. 

Once you have all of your signatures, return to the Guild Master and submit the charter. 

CongralulationsF Your guild has been formed. Each of the players who signed your 
charter receive a system message informing them that they are a founding member 
of your guild. These players automatically receive a default rank of "Member." The 
person who purchased the charter becomes the initial "Leader" of the guild. 
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GUILD COMMANDS 

There are basic commands that guild 
leaders and officers use to perform cer¬ 
tain actions while running a guild. The 
table be tow includes all of the current 
text commands for guild actions, 
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Crowning Another 


W\m is a sofeguord In place liiot prevents the guild km disbonding if o guild leader diooses ro qui| 
in the heot of Ihe moment h guild leader may not quit wEtlioul designoling another leoder for Hie 
guild. This Is rtot the cose however if the guild leader chooses the /gdlshond option. j 


I Guild Commands 


COMMAND V ^ 

AOlOHPERFOKO ^ 

/gtafo 

Basse Wormolbn ofeout yow guild 

/g <m^(|e> 

Sends chat all menibefs of guM 

/a <messflge> 

Sends that text to oil offkeis and leaders of the guild 

/giiTvilE <plQye[> 

Irivifes player to jain yotir guild 

/gremow <pliiyet> 

RorasvesidoyerfrtHngyBil 

/gpr&mGle <plijyef> 

homotes player one rank 

/gdetnolB <p|[jvei> 

Demgtes pluyeraneronk 

/gmotd <jisessnge> 

Guild rnessoge smi by aH tnambers upon lag^ to game 


Removes you from o guild 

/grastei 

Provides a complete roster for guild (accessible to offioars and bders oflly) 

/gleoder <q)|(tyer> 

Clwng^ gid leader to choseir pfovei. (guiW leader command only)' 

/gdisband 

Peimtjnently disboatds guild 


You may aJ$o perform many guild commands through the guild screen. This screen 
can be opened by hitting the "O" key. Click on the "Cuitd'' tab at the bottom of the 
screen to view information about your guild. 


THE GUILD SCREEN 




The guild screen shows members who 
are currently online. At the top of the 
screen you'll see "Show Offline Mem¬ 
bers.'' By ciickrng the box you'll be able 
to view a complete guild roster. 


At the bottom of this list you'if see 
"^Show Player Status." Click on the arrow 
scon to display additional guild status 
information. 


You may sort each section by clicking 
on the title, for example if you click on 
''Levei" the roster will be sorted by char- 
jacter level from lowest to highest or vice 
^ versa if you click one more time. 

By highlighting a n>embername and 
clicking on it you bring up an additional 
box that displays information lor that particular player. Members who have been 
designated may demote, promote, or remove at this screen. Regular members may 
invite the selected character to a group by clicking ‘'Group Invite" at the bottom right 
of the box. 


Harcifl ■ 1 

the thciroder's name 

lone 

Locotioji dI lire thaiacter 

Led 

That rlifFOcler's level 

Class 

Thedassoftfiotguid member 


Rank^i 


The player's position in the guild as determined by the officers of the guild or by 
those members who are designated to alter ranks. 



This section is for public notes regarding the character. Only designated members 
may enter information here. U can be used to list Professions, let people know if this 
is an alt, or for inside fokes. 


Last Online i . 

Shows the fast lime the player was online. This is a useful tool for officers when 
tracking player activity. 


GUILD FUNCTIONALITY 


Guilds are created with 5 default ranks; 

Iniliale Qffic&r 

Msmbef 
5^ Veteron 


Only the guild leader may rename, add or remove ranks. A guild must have a mini¬ 
mum of five ranks and may create up to the maximum of ten ranks. When creating 
new ranks the system automatically makes the newest rank entered the entry level 
rank. Take care to enter your ranks from highest to lowest when creating new ones 
for your guild. 

To add new ranks click on the "Guild Conlror tab at the bottom right hand corner of 
the guild screen. Enter the rank name into the ''Rank Label," Set the permissions for 
each rank.by checking off the boxes that are appropriate. 


1 PermissiOTL'i 


tomraqnd 

FuMlioft,:, ; , ''' ^ ^ ' 

Speech 

The member is allowed to enter text mte die guifd channsl 

Cflkerchat listen | 

miow desigiMlsd rtretubeis to rood conveisoiioFis in the officer dtat dionnet 

Oferchat Speak 

Desgnoted jiiembats cop lype messoges ip the officer diot chnnttel 

Promote 

tenbers can promote oltier momben ol tile guild 

Demote 

tenhers carr demote other members of tire guild 

Invite Member 

teibers are permilfod to invite players to the gmid 

Remove PkryeT 

Members con rentow memboif from Hte guild 

Set ted 

Member has tfie obilty to sot the gold ntessuge of the day 

Edit Peblk Note 

Member is alite te edit public notes , 

View Officer Note 

Member is able to view notes wrilten by oHicers for ptoyers 

Edit dker Note 

Member is abEe te cbmige bidden ofiicer notes tor eoch ployoi on the roster 



RUNNING YOUR GUILD 



Beyond the commanid, tabard, and charter, there is a great deal of social manage¬ 
ment that goes into a guild A huge number of guilds ruri into problems with their 
player base at some time or another (bored, anxiety about end-game matters, ego 

conflicts, drama, and so forth). A skilled 
guild leader needs to be far more than 
a good player; these leaders need to 
be listeners, enforcers, and diplomats. 

It's not alw'ays easy, or sometimes even 
possible, to fill all of these roles at once! 
Sound a little intimidating? It should. 
Don't get involved with guild leadership 
unless you truly are ready and willing 
to devote some time and energy into 
herding cats! 


Ru LES 

COMMON GUILD ISSUES 

^ LootOisnibuHon ) 

^ Ptoj>erM0itiiPvf Conduct i 

lOfigutigB Rtesirkfions \ 

Requiied Ploy, &oif{wng, Ek. I 

f 

Roleplaying i 


Creating a gtxid foundation for a guifd 
ensures a long, productive existence 
for it. This also promotes players who 
are happy to be members of that guild. 

If you haven't already done so, create 
a set of rules for guild members. Keep 
the rules simple. No one wants to read 
43 pages of rules and regulations just to 
become a member of a guild. Games are 
meant to be fun and guilds are meant 
to enhance that experierico You can 
alw'ays adiust the rules as the need arises 
during the course of your adventures in 
Azeroth. 


Most disputes within guilds arise from arguments over items. When creating your 
set of guild rules pay close attention to "Loot Rules." Once again, keep them simple. 
Members need to be avirare of rules pertaining to item drops prior to venturing into 
instances. Co over rules pertaining to item drops at tiie start of every group run. 

Yes, you've said them lOO times before, but stating the rules at the beginning of run 
through a dungeori alleviates arguments later (usually). 

Make sure that members have easy access to these rules at alf times. 

























































LOOT DISTRIBUTION 

Usually loot issues are easier to handle for the sub-60 levels. Many guilds are going 
to go with some form of Need Before Greed and stick to it. With the later levels, 
however, this is a big push to c:ome up with a system for "fairly" distributing Epic 
loot (and beyond). DKPs, or Dragon Kill Points are used heavily by a number of 
WoW guilds to try and ensure that people who invest the most lime in guild raids get 
the gear that they want. Other guilds may try to encourage Need Before Creed and 
rolling even in the raid instances, though this Is not as common. 

CONDUCT 

Some guilds have standards of conduct even with jKJople outside of the guild (or 
with the opposing faction). You may have things so that guild members must always 
accept duels, never run from PvP fights in the world, avoid Graveyard Camping for 
any reason, don't spit, or whatever else. These rules are highly subjective, based on 
the guild's interests, and should be ad¬ 
hered to by guild members. Anyone who 
signs on and understands the rules is free 
to walk away if they disagree. 

If a guild member consistently breaks 
the rules of conduct, use a system of 
warnings and eventually remove the 
person from the guild if they are causing 
internal drama or strife. Be sure that the 
warning system is in writing, is fair, and 
is applied evenly whenever possible. 

LANGUAGE RESTRICTIONS 

If some words are taboo in your guild, be clear about it, correct {people when they slip, 
and be very consistent. There isn't much to say about this matter, save that quite a few 
guild members have sore points about one word or another. Be sensible and treat guild 
chat as a large table in the middle of a restaurant; everyone can hear you, even strang¬ 
ers might catch an odd bit of conversation, and feelings can easily be hurt. 

REQUIRED PLAY 

Larger guilds may require a certain level of playtime per week/month for a person 
to stay in the guild. This may even be restricted to specific activities (members must 
participate in one MC/BWL Raid per week, members must put in ten hours of BG 
time per week). Be very clear with all new members about these requirements. 

The trickiest time of ail is when your guild considers placing new requirements 
on members. This is the type of scenario that splits guilds (sometimes taking even 
the members that wanted the change in the first place). Be very careful of placing 
demands on your player base. 

ROLEPLAYING 

Roleplaying guilds may have extra rules to demand that guild chat be 1C (in charac¬ 
ter). Por guilds of this sort, there is often a chat channel used on the side for speech 
outside of your character. 

Forums 

No one expects you to rush out and purchase a hosting plan or have someone 
design an elaborate Flash site for the guild. There are many free forum hosting sites 
available on the web. 




On this site, place your guild rules in 
plain view for members and potential 
members. 

Forums are great for posting information 

on dungeon crawls, roloplaying events, 

and guild communication. Be sure to 
setup a forum for Officers so that issues 
can be jwsted for all members in leader¬ 
ship positions. 


Choosing Officers 

A common drive when choosing officers is to hand out ranks to close friends, but 
this might not be the l)est choice for the guild. When you choose officers, be sure 
to select those players who have proven leadership skills and the ability to arbitrate 
disputes between members. Everyone handles things differently and It's a good idea 
to have a diversified group of people as officers. 

Use promolions as rewards for dedication to the guild. Players want to upgrade 
their characters and there are many players who enjoy earning rank within the guild 
structure. 

As a leader, remember to trust your officers and support their decisions. You've taken 
the lime to select them and put them in charge; don't hover over them. 


Recruiting 

There are many ways to recruit members for your guild. There is no right or wrong 
way. Recruiting processes should be determined by your vision for the guild 

Do you want a guild with hundreds of members? Perhaps you want a small guild 
that will focus on exploring all of the content that the game provides. Guilds come in 
all sizes as well as types. Some guilds massively recruit members by issuing random 
invites in starter zones. A lot of role playing guilds use an interview process. 


Do what's best for you and your guild. 

The Tabard 

Admit it. We all love those tabards. 
They show the community that we're 
ail together In everything we do. Tabard 
selection can be a process that the 
guild leader handles or it can be a guild 
decision. Many guilds have members 
contribute what they can toward the 
purchase of the guild design. Tabard 
designs cost ten gold pieces. Individual 
tabards cost one gold piece (and are in¬ 
fluenced by faction and PvP discounts). 

THE TABARD VIEWER 




w 



Common 

Tactics 


Guild tabard designs are purchased from the Guild Master in major cities. Speak to 
the Guild Master and select "I'd like to create a Guild Crest." A guild tabard design 
may only be purchased by the guild leader but members may view the selections 
available. 


Group Roles 


Professions 


Tabard Creation 

Icon 

The image thol appears on the front and brxk of the member tabord. Click the directional onows to 
browse the avoiioble icons 

Icon Color 

Selects the kon color 

Border 

Selects the style of border for the tobord 

Border Color 

Select the border cobr 

Background 

Select the overoll color for the tobord 


Once you've made a choice for each selection click "Accept." The tabard design 
will appear on your equipped tabard. If members have trouble viewing the design on 
their tabards this is remedied with a quick logout and login. 

Guild Events . 

Even the most hardcore "lone wolf" 
player enjoys a planned guild event. Be 
sure to post the event several days in 
advance so that members can arrange to 
be present. The typical event is complet¬ 
ing quests in an "Instance." These events 
bring experience and item upgrades for 
members. 



Rewards and Discipline _ 

Reward good behavior and punish bad behavior. No guild leader is perfect and 
sometimes members step over the line in regard to rules. Your members look to you 
and your officers to maintain the guild environment they expected when they joined. 
Offensive conversation in the guild channel, bad conduct on a guild raid, or constant 
belligerence can undermine a guild quickly if not dealt with just as quickly. 

Reward members who show dedication to the guild. You don't have to empty your 
coin purse to do so. Acknowledging the generosity of a player's time, skills, and 
knowledge Is just as good. You can create special ranks to show praise, have a forum 
for "Guild Mate of the Month," or an event to honor the player(s). A little praise goes 
a long way! 

The secret to being a great guild leader or having a great guild is respect for the play¬ 
ers who bear the tabard. The friendships that can develop from guild memf^ership 
can be some of the most rewarding out there. 



Guild 

Creation 




























Dm ids are Ihe ket^persof nature and the world hself. Uf^ing their force of will and spirit, prcitectors wander the 
Emerald Dream, focusing the power of the land. As a Druid, you have the power to hectjme a defensive Hear, an aggres¬ 
sive Cat, an Aquatic creature, a Traveling feline, and use different spells to rejuvenaie yourself and allies while dealing 
damage to enemies. Outstde, where nature seems so close at hand, your control of roots are able Eo bold enemies in 
place, plaguing melee opponents and certain archers with frustration. Ulrimarely, Druids are iacks of all trades and 
masters of none; they can fill almost any role well, and round out groups splendidly. 


We met above the Wailing Caverns and meditated for a short time to see if 
the stories were true. Indeed, E could feel that the place had become lost to our 
order, and that some of the finest Druids of the region were now against us. It 
was a sad thought, but we pushed it out of oiir minds and rose together. We 
were to go into ihe caves below in several groups, with my night elves going 
in second, after our Tauren friends cleared the way. Others were there, from 
both the so-called Alliance and Horde, preparing to compete over land, riches, 
and other banal things. Our order made great efforts to be past such concerns. 

The Raptors be tow were different than the Sunscale$ outside; diseases of mind 
artd bcxiy bad affected them, turning them into something unnatural. Several 
of them had hiding in peripheral caverns and came out when we passed 
deeper into the Wailing Caverns, I held a moment to bring my focus together, 
then raised my amts to tall nature's strength into the room. My companions ' 
changed into their altered selves to defend us, as Calimos look the form of a 
great bear, and Mariyn became a cat to slip behind our attackers. Together, we 
lashed into the beasts until peace was granted them. Then we continued. 

Our battles took us to the very end of Wailing Caverns, where the darkest 
monsters I have faced were waiting* The taint was in almost all things that 
lived in those hallowed chambers, but we returned it to a state of waiting. I 
don't think we could have succeeded without the Taurea's help, but isn't that 
the way of things? Together, we stood against this darkness, as we did against 
the Burning Legion. If we continue to cooperate, perhap.s f will see the Emer¬ 
ald Dream again before I pass into the world. 


V 



ITEMS AND EQUlPMEhJT 

Druids start the game able to wear 
leather armor, and Eliey never upgrade 
to anything heavier. These casters can 
initially wield staves without any prob¬ 
lems. Beyond that, they are able to train 
in one- and two-handet! maces, daggers, 
and fist weapons, Staves are desired for 
their tmuses to caster attributes, while 
weapons with Agility/Stamina bonuses 
are great for those interested in Cat Forrn 
damage. The best choice for your Druid 
is one that enhances your preferred style of fighting (Strength, Agility, Stamina if you 
prefer the melee aspects of Druids, or choose higher Inteller I and Spirit (o follow the 
caster line). 


Avcjj^able R{ices 


Night [S 

Touren 


WJidT do Altabmes Mean to 

!ifr&ngth 

Stioh% ItiioeDsed Damoga 

StnmHin 

Highsr Heolfli (GflcuS for All Fojms) 

AgifTity 

Raises Chowe to Get o Criliral Hit ood Dotlge, Edises Oit Form DPS (Bast for Cot Form) 

Irtteltecr 

Higher Mpo Total, Moto SpeS Crttkob (Best for CtKfcr Form} 

spirit 

Imprtrvos Keoltti/Wono Retovory in All forms 



I 


iijpcs In Animal Form 


If you spond o great deol of time iu Betir or Cot im\, tfo mt seek weaponry with PrtK effects. These 
do nottfiggeT while you ore fighting as an onimaf, thus ate worthless to you. Instead, get itetns 


InT1?ODUCM to Tfi^ 

If you like the idea of being able to 
play a different set of classes with the 
same character, Druids may be the 
perfect thing for youE These casters are 
able to heal, nuke, root, and engage in 
modest meiee skirmishes, and they can 
use ShapeshifEing to become powerfut 
beasts. Through these forms, Druids can 
mimic Warriors and RoguesE This means 
that a Druid can act as a grrjup s backup 
Tank, a melee DPS class, a ranged 
caster, or a spare Healer. !t's hard to go wrong with options like that, and the Talent 
choices of a Druid make a huge difference in terms of cusioirii^ation. 

Croups don't often grab a Druid as Iheir first choice because of uncertainty over the 
Druid's specialization, but there are certainly ways to make a Druid appealing jn 
solo play, group action, or PvP. With a ftn us on healing abilities, Druids arc able to 
respond extremely well to backup and even some primary Healer duties. Specced for 
soloing, a Druid can rip through targets as a DF-S attacker and switch from Cat Form 
to their Caster (natural) form to heal after taatllcs; it's a low downtime, exciting way 
to work through the game's outside areas. 

Also, ptH>ple look to Druids for their stackable buffs: other classes arc able to raise 
specific atlribule^i (Intellect, Stamfna, and sometimes %int from Mages and Friesis). 
The Druid buffs add a damage shield, armor, and a bonus to all attributes and 
Re.sistances. At the end of the Feral Combat line, there is even an aura to buff Critical 
rates for everyone nearby while the Dmid is in one of their animal forms. Druids are 
dearly one of the best classes in the garne for pure buffs. Especially in the very late 
raid content of the game, nobody is going to turn away extra Resistance buffs! 


Druids worry far more about armor than most of the other caster classes. The reason 
is that Druids end up tanking from rime to time (while soloing, in PvP certainly, and 
even in certain groups) Bear Form adds some vt'ry nice bonuses lo your armor, turn¬ 
ing that feeble leather into something w'orthy of respect. Because Bear Form armor is 
calculated based on the armor a Druid has in their normal form, it is Of great value 
to find Leather with nice ^tais. If powerful enchantments cannot be afforded, even 
simple armor patches arc worrh applying for this very reasc>n. 

Attributes are rough to deaf with as a Drurd (you need practically everything). Intel¬ 
lect is very nice tosuppEement the w'eaker mana pool of the Druid. Spirit helps all 
of the Forms to a decent extent. Beyond that, look for gear that improves your 
favorite form; Strength and Stamina for the mighty Bear, Agility and Stamina for the 
subtle Cat. 


CHOOSING YOUR PROFESSION 


Druids can benefit from a wide range 
of professions. Skinning and Leather¬ 
working is an obvious combination for 
players who are new to the game; thr?se 
players won't have access to as much 
higher-level equipment, the money for 
Rare gear, or the dungeon skills to com¬ 
fortably delve for items early. 

If you arerrl worried about creating 
baseline equipment for your Druid, 
Herbalism and Alchemy are better 

choices. These carry far more potential for money by selling spare herbs. More¬ 
over, potions are very nice for Drurrls fiecause %o many different attributes are 
useful to them. Thus, almost everything an Alchemist learns is put lo use in one 
form or another. 

As for secondary skills, Druids aren't driven to use (hero as often. Cooking and First 
Aid, while being staples for many melee classes, are are still of great use 
for L^ruids. 







































Druid Abiflties afe divided by the form 
needed to cast them. For ranged magic, 
the Caster Form of the Dritid is used. 

As a Bear, the Druid can lake far more 
damage and use Warrior-type abifities. 
As a Cat, the Druid is stealthy and able 
to deal much higher damage. 

Notice that the form of a Druid also 
dictates which secondary bar they have 
fmana for the Caster, Rage for the Bear, 
and Energy for the Cat}. 


Balance 




Forms 

’ Form ■ ’ 

Fuoclkui 

Survlvniijlity 

Castw 

HBoling, Rouged Damage 

Lew 

Getir ! 

Tonting, Me | 

High 

Aquotk 

Fast/Sofe Wat&rTnwef 

Lew 

Col j 

Mefee OPS, Steoitk frock Huotonoidk 

Low 

Itovfil i 

SujMr Fast lonii lewd 

Low 

Ofra Gcnr 

Tenkirrg, 

[itrinense 


Boff Id Gmyp Spdl Ciiticab, Bdante Spd Use [Bskmce TdM 

High 



Druid 



Wrath ' 


Wrath is a faster spell for direct damage [compared to the more power- 
tyj Starfire that you fearn later). When there is a short Interval for cast¬ 
ing a ranged speJJ, use Wrath. 


Rank 

Level 


Range 

Costing finte 

Cooldown 

Cost to Train 

Effects 

1 

1 

20 

SOytl 

1.5 

— 

— 

(□uses 12 to 14 Nature damage to lti& target 

2 

6 

35 

30yd 

1.7 

— 

1# 

Causes 2 5 to 29 Nature domage to the tonget 

3 

14 

55 

SOyd 

2 

— 


Causes 44 to 52 Nature Aimoge to the target 

4 

22 

70 

30vd 

2 1 

— 

30# 

CoLises 63 to 73 Nature damage to the target. 

5 

30 

100 

30yd 

2 

— 

60# 

Couses 101 to 115 Harare damage to the latget. 

6 

38' ' 

125 

30vd 

2 : 

— 

I#20# 

Cousas 139 to 157 nature damage to the target. 

7 

46 

155 

30yii 

^ I 

— 

2# 

Causes 133 to 21D Notiire damage to the loiget. 

e'' 

54 

180 

30yd 

2 I 

— 

2»S}» 

Causes 236 to 264 Noture damage to the target. 



^31 Moonfir^ 


Moonfire is a very powerful spell when used correctly. Spamable, because it is an instant, this spell is 
sometimes used as a way to dump mana into damage, hfowever, this removes the power of the DOT that 
Moonfire places on a target, and ultimately destroys the man a efficiency of the spell. 


Rank 

Level 

Mena 

Ronge 

Casting Time 

Cooldown 

Cosltolroin 

Effeds 

1 ' 

4 

25 

m 

IC 

— 

1 # 

Bums the enemy for 7 to 9 ArcGne rlamage otk! then ai addilionQl 12 Arcane damage wer 9 sec. 

2 

10 

SO 

SOyd ' 

IC 


3# ' 

Butrw the enemy for 13 to 17 kone danwge and then on additional 32 Aicarre domage om 12 sec. 

3 

16 

75 i 

30y[l 

1 C 

— 

IB# 

Bums the enemy for 25 to 31 kona domege and itren an odditionfll 52 ArcarK damage over 12 sec. 

4 

22 

105 . 

SOyil 

IC 


30 9 

Bums the enemy for 40 to 48 tone dnumge and then on eddihonot 80 karn; damage over 12 sec. 

5 

28 

ISO 

SOyd 

IC 

— 

50# 

Bures the enemy far 61 to 73 kone damage ond then on ndditiona' 124 Aicone domage over 12 sec. 

6 

31 

190 

30yd 

IC 

— 

3 # 

Bums tjiB enamy for 31 to 97 kone damage and then an additional 1 64 Arcaue damage over 12 sec. i 

7 

40 

23S 

30yil 

IC 

— 

1#90# 

Bums the onemy for 105 to 125 kone damage and then on adcfitianal 212 Arcane domage over 1 2 sec. 

S 

46 

230 

30yd 

IC 

— 

2# 

Bums Ike enemy for 130 to 154 Arcane damage ijnd Ikon on additionoi 264 Arcane damage river 12 sec. 

9 

52 

32S 

30 vil 

IC 

— 

2#60# 

Buras the enemy for 1 57 to 185 kone domoge ond Ikon on odditianol 320 Arome domoge over 1 2 sec. 

10 

58 

37S 

30yd 

1C 


3#20# 1 

Butns tk enemy far 139 to 221 Artone domage end tkrsi on additional 384 Arcone domoge ever 1 2 sec. ' 





BM Thorns 


Thorns is a ten minute buff that is castable on yourself or others. Idea! for anyone who is going to be tanking. 


Rank 

level 

Mona 

Range 

Casting Time 

Cooldown 

Cast to Irofn 

Effects 


1 

6 

35 

JOyil 

IC 

— 

1# 

Thoms spiout from the friendly target cowyog 3 Nature damoge to atlotteis wher hit. lasts 10 min. 

2 

14 

60 

30yd 

IC 

— 

9# 

fhoms sprout traa the friendly target causing 6 Nature damage to aitacte whert hit. Lasts 10 mm. 

3 

24 

105 

30yd 

IC 


40# 

Ihoms sprout from the friendly target causing 9 Hafurc damage Id attackeis when hit. Lasts 10 mm. 

4 

34 

170 ! 

30yd 

1C 


1# 

fhorns sprout bmi the friendly target cawsing 12 HaEuie duniiige la allHdcis wkea hit. iosis ID min. 

5 

44 

240 

30yd 

IC 


1#B0# 

Thoms ^routfrom the friendly target cousing IS Nature domoge to atlockois when hit, losts 10 min. 

6 

54 

320 

30yd 

IC 

— 

79 309 

Tlipms sprout from the friendly target causing 18 Natuic domogD to ottmbrs when hfr. losis 10 min. 



Entangling Ruots can only be cast outdoors. This spell has a long duration, only has a 



H IVtJUlS 

moderate chance to break on damage, and allows Druids to abuse melee targets. 


Rank 

level 

Mona 

Range 

Cdsting Time 

Cooldown 

Cost to Train 

Effects 


1 

8 

SO 

30yd 

1.5 

— 

2# 

Koots the target in place and causes 20 nature damage over 12 sec. Only useable ouldcwis. 


2 

18 

65 

SOyd 

1.5 

— 

19# 

l?Dok the target in plate end causes 50 naiurE dqmoga over 1S sec. Only useaWe outEfMrs. 


3 

28 

80 

30yd 

1.5 

— 

50# 

Hoots the large! in plate and causes 90 nature damage aver 13 sec. Only useoWe ouldoors. 


4 

36 

95 

SOyd 

TS 

— 

)92S9 

Roob the target in place ond causes 140 nalure domoge over 21 sec. Only useable outdoors. 


5 

48 

110 

SOyd 

U 

— 

2#20# 

tots the torgef in place and causes 200 nalure dantege over 24 sec. Only useohle ouldoars. 


6 

SB 

12S 

30yd 

U 

— 

3 9 209 

Hoab the target in place ont) causes 270 nalure duniage over 27 sec. Only tiseoWe outdoors. 




Paladin 


Priest 


Rogu^'^ 





































































































Nature's Grasp is a Talent-learned ability that is used on your Druid. When active, the ability Has a chance to proc when your Druid 
— - is attacked, casting a mana-free Entangling Roots on the aggressor. The Improved Nature's Grasp talent makes this "chance" 100%. 


Rank 

Level 

Mana 

Range 

Casting Time 

Cooldown 

Cost to Train 

Effects _ ’ ' ^ ' . : " ^ 

1 

10 

50 

— 

1C 

1 minute 

— 

Wh9e octive, ony time on enemy stnkes the coster they have a 35% chonce to become affHcted by Entongling Roots (Rank 1). Only useable outdoors. 1 
(horge. losts 45 sec. 

2 

18 

65 

— 

1C 

1 min 

95# 

While octive, ony hme on enemy strikes the coster they hove o 35% chonce to become afflicted by Entongling Roots (Ronk 2). Only useable outdoors. 1 
charge. Losts 45 sec. 

3 

28 

80 

— 

1C 

1 min 

2 #50# 

While active, ony time on enemy sriikes the coster Ihey hove o 35% chonce to become afflicted by Entangling Roots (Rank 3). Only useoble outdoors. 1 
charge, losts 45 sec. 

4 

38 

95 

— 

1C 

1 min 

6# 

While active, ony time on enemy strikes the cosier they hove o 35% dwnce to become offlicled by Entongling Roots (Ronk 4). Only useobie OUldoOfS, 1 
charge. Lasts 45 sec. 

5 

48 

no 

— 

1C 

1 min 

11# 

While active, any time on enemy strikes the coster they hove o 35% chonce to become afflicted by Entongling Roots (Rank 5). Only useoble outdoors. 1 
charge. Losts 45 sec. 

6 

58 

125 

— 

1C 

1 min 

16# 

While octwe, any time on enemy strikes the caster they hove a 35% chonce to become offlicted by Entongling Roots (Rcnk 6). Only useoble outdoors. 1 
chotge. Losts 45 sec. 


Faerie Fire 


Faerie Fire debuffs the armor of an enemy and keeps them from being able to Stealth or use Invisibility. 


Rank 

Level 

Mono 

Ronge 

Casting Time 

Cooldown 

Cost to Train 

Effects 

1 

18 

55 

30yd 

1C 

— 

19# 

Decreose the omior of the torget by 175 for 40 sec. Wliile effected, the target connot steolth or him invisible. 

2 

30 

75 

30yd 

1C 

_ 

60# 

Decreose the ormor of the target by 285 for 40 sec. While effected, the torget cannot stealth or turn invisible. 

3 

42 

95 

30yd 

1C 

— 

1#60# 

Decreose the ormor of the torget by 395 for 40 sec. While affected, the forget cannot steolth or turn invisible. 

4 

54 

115 j 

30yd 

1C 

1 

2 #80# 

Decrease the armor of the torget by 505 for 40 sec. While offected, the target conrwl steolth or turn invisible. 


Hibernate 


Hibernate casts a sleep spell on Beasts, Dragonkin, Ghost Wolf Shaman, Hunter pets, and Druid in Feral form. 


Rank 

Level 

Mana 

Range 

Casting Time 

Cooldown 

Cost to Train 


1 

18 

90 

30yd 

1.5sec 

— 

19# 

Forces the enemy torget to sleep for up to 20 sec. Any damage will owaken the target. Only one torget con be forced to hibernate ot o tine. Only uoiks on 
Beasts ond Diegonkin. 

2 

38 

120 

30yd 

l.Ssec 

— 

1 f 20# 

forces the enemy torget to sleep for up to 30 sec. Any domogc will ewaken the target. Only one torget con be forced to hibernate ot o time. Only works on 
Beasts and Dragonkin. 

3 

58 

150 

30yd 

l.Ssec 

— 

3#20# 

Forces the enemy torget to sleep for up to 40 sec. Any damage will awaken the torget. Only one torget con be forced to hibernate ot a time. Only works on 
Beasts ond Ofogonkin. 


Q 


n Omen of Clarity is a Talent-learned ability that is cast on yourself. The buff allows Clearcasting a chance to proc after your melee 

-^-C—^ attacks. The result is that the next spell or action requires no mana. Rage, or Energy! 


Ronk Prerequisites 


10 Points in Bolance, 5 Points in Noiutol Weopons 




Imbues the Druid with noturol energy. Eoch of the druid's melee ottocks has o chonce of causing the coster to enter o Cieorcosting state. The Cleorcosting stote reduces the 
Mono, Roge, or Energy cost of your next domage or heoting spell or offensive obiTily by 100%. hosts 5 minutes. 


Starfire^ 


Starfire is a great way to start fights when you are soloing. Though 
sporting a longer casting time, the damage and efficiency of this spell is 
notevvorthv. 


Rank 

Level 

Mono 

Range 

Casting Time 

Cooldown 

Cost to Train 

Effects ' 

1 

20 

95 

30yd 

3.5 

— 

20# 

Couses 89 to 109 Arcane damoge to the target. 

2 

26 

135 

30yd 

3.5 

— 

45# 

Couses 137 to 167 Arcane damage to the torget 

3 

34 

180 

30yd 

3.5 

— 

1# 

Causes 201 to 241 Arcone damage to the torget. 

4 

42 

230 

30yd 

3.5 

— 

1#60# 

Causes 280 to 334 Aicone damoge to the target. 

5 

50 

275 

30yd 

3.5 

— 

2 #30# 

Couses 362 to 428 Aicone domage to the target. 

6 

S8 

315 

30yd 

3.5 

— 

3 #20# 

Causes 445 To 525 Aicone damage to llie torget 

7 

60 

340 

30 yd 

3.5 sec 

— 

— 

Causes 496 to 584 Arcane domoge to the target. 





Soothe Animal 


Soothe Animal reduces the aggro range of a Beast. 


Rank 

Level 

Mono 

Range 

Casting Time 

Cooldown 

Cost to Train 

E«ecis 7 . -'V": ' ' 

1 

22 

50 

4(M 

l.Ssec 

— 

30# 

Soothes the target beast, reducing the ronge at which it will Qttock you by 10 yards. Only offects Beost targets level 40 or lower, lasts 15 sec. 

2 

38 

75 

40yd 

l.Ssec 

— 

1 #20# 

Soothes the target boast, reducing the range ot which it v/ill ottcck you by 10 yards. Only affects Beast targets level 55 or lower. Losts 15 sec. 

3 

54 

100 

40yd 

l.Ssec 

— 

2#80# 

Soothes the torget beost, reducing the ronge ot which it will ottock you by 10 yords. Ordy offects Beast forgets level 70 or lower. Losts 15 sec 


Hurricane 


Hurricane is a ranged channeled AoE that deals modest damage and reduces enemy attack speed. 


Rank 

Level 

Mdnd.; 


Casting Time 

Cooldown 

Cost to Train 

Effects ^ - 

1 

40 

8801 

.'jovl 

1C 

1 min 

1 #20# 

Creotes o violent storm in the torget oreo, causing 70 Nature domoge to enemies every 1 sec, ond reducing the ottock speed of enemies by 20%. Losts 10 
sec. Oruid must chonnd to mointoin the speil. 

2 

50 

1180 

30 yd 

IC 

1 min 

2 9 30# 

Creates a violent storm in the torget orco, cousing 100 Noturc damage to enemies every 1 sec, ond reducing the ottock speed of enemies by 20%. Lasts 10 
sec. Orurd must channel to mornlofn the sped. 

J 

60 

1495 

30yd 

IC 

1 min 

3 #40# 

Creates o violent storm in the torget oteo, causing 134 Noture domage to enemies every 1 sec, ond reducing the attack speed of enemies by 20%. Losts 10 
sec. Oruid must chonnel to mointoin the spell. 



































































































Barkskiri offers the ability to avoid sp^ll interruptions from damage and reduces incoming physical damage by 20%. The cost is that your 
Druid's spells take a full second longer to cast, and melee speed is reduced by 20% for your character. 



Level 

Castinpuie 

Cooldown 

I^OFIO Cost 

Cost to Train 

Effects 

1 

44 . 

1C 

1m 

— 

]>'30« 

The druid's skin tiecomes m tough os bark. Physical Homage Jokesi is reduced by 20%, While protecf ed, dornaging oitocks vi\ not couse spelkosting delo^ Iwt 
nodinstant spelb take 1 sec longer to cost and mdee curnlMt is slowed hy 25%. Lasts 15 sec, 


Feral CoMBATi^ 




DemOToll^n^l^ST f^oar acts like a Warrior^s Demoralizing Shout 

- _o_. -— debuff to enemv Attack Power. 


;. Jt causes an AoE 


Ronk 

: level 

Rayo 


Costing Time 

Cooldown 

Cost lo Train 

Effects 

1 

10 

10 

— 

! ^ 


39 

' itte druid raffls, decreasing nearby enemies' attack power 30. bsts 30 sec. 

2 

20 

10 

— 

1C 

— 

20 « 

Ilia droid rocifs, decfeosirg iscurhy enemaes' otiud power by 50. Lasts 30 sec. 

3 

32 

10 


1C 

— 

80 9 

Ibe druid raais, dKrMsing tieorby enemies' attack power by 65. Losts 30 set. 

4 

42 

10 

— 

l[ 

— 

1 9 60 9 

Ibe cfruid raeis, decreasing nearby eneinies' ollack power by 100. Losh 30 sec. 

5 

52 

10 

— 

!C ; 

— 

2 9 609 

fhe dmid roars, decreosing neorby enemies' ultad power by 130. Lasts 30 sec. 



. ’\- 



Enrage ^ 


Enrage generates 20 Free Rage, but reduces Bear Form armor by 16% and Dire Bear armor by 27%. Use this 
before a fights wait for the ten seconds of dobuff to expire, then engage a target. 


.<» . 


Mage 


Paladin 




Rank 

Level 

Roge 

Range 

Costing Titne 

Coaldown 

Cost to Train 

Effects • j 

1 N/A I 

12 


— 

ic 

1 min 

B9 

Generatas 20 roge ever 10 sec, but redwes nrmor. Tbe druid is considered In comktfar the duration. 


Rogue’*^ 


Bash 


Bash is used to Stun a target for a short period. This only 
_ -jj; - costs ten Rage, and is on a one-minute timer. 


Rank 

Level 

Rdge ’ 

Range 

Casting lime 

Cooldown 

Cost to Train 

Effects 

1 

14 

10 

9yd 

IC 

1 min 

99 I 

Stuns the target b 2 sec 

7 

30 

10 I 

9yd 

IC 

1 min 

i5« 1 

Stun; tbs target hr 3 sec 

3 

46 

10 

9yd 

IC 

1 min 

19 909 

Stuns die target far 4 sec. 



Swipe "0- 


Swipe deals light melee damage against up to three targets (while in 
Bear or Dire Bear Form). This is an instant attack. 


Rank 

Level 

Rage 

Range 

Castirig Time 

Cooldown 

Cost to loin 

Effects. . ■ : ^ 

1 

16 

20 

9yd 

IC 

4sec 

13# 

Swipe 3 nenrby enemies, inflicting 18 darrage. 

2 

24 

20 

?yd 

IC 

4s«c 

40# 

Swipe 3 nearby enemies, inflicting 25 damege. 

3 

34 

20 

9yd 

IC 

45r!c 

19 

Swipe 3 nGnrby eneinies, inflicting 36 danwige. 

4 

44 

20 

9yd 

1C 

4s8C 

:1#309 

Swipe 3 nearby aneFEiiK, inlcting 60 damage. 

5 

54 

20 

?yd 

1C 

45e<; 

29 30# 

Swipe 3 neorby enemies, infikling 83 damage. 


Maul 


Maul is a Bear ability that is very simliar to Heroic Strike. This uses 
a substantial amount of Rage. The bonus damage done and the 
increased Threat of the attack are both boons. 


Rank 

Level 

Roga 

Range 

Casting Time 

Cooldown 

CosttoTroin 

Effects 

1 

10 

IS 


Mext Melee 

— 

10 9 

hcreasas the druid's next atliack by 18 damage. 

2 

13 

15 


Next Make 

— 

199 

increases the druid's next attack by 27 domage. 

3 

26 

IS 

— 

Next Meiee 


45 9 

Incmases the drgid's next attack by 37 damage. 

4 

34 

IS 

— 

Mext Wielee 

— 

19 

fnereuses the druid's next attiock by 49 damage. 

5 

42 

15 

— 

NexE Melee 


: 1 9 60 9 

Increases the druid's next nttodc by 71 damage. 

6 

50 

15 


Next Melee 

— 

2 9 30 9 

tnersflses the druid's next attack by 101 doitage. 

7 

58 

15 

— 

Next Melee 

— 

3970# 

Incrensss tho druid's next ottack by 128 dainag 0 . 


Claw 


Claw is a Cat Form ability that offers instant damage and a single Combo Point [much 
like a Rogue's Sinister Strike). 


Rank 

Uvel 

Irtprgv 

Range 

Casting Unie 

Cooldown 

Cost to Train 

Effects' ;- " ’ 

1 

20 

45 

9yd 

IC 

— 

20 9 

Qdw the enemy, cousing 27 oddiffonal daraige. Awards 1 combo point. 

2 

28 

45 

9yd 

1C 

— 

so« 

Claw the enemy, causing 39 udditioiial danwga. A'wards 1 combo point. 

3 

3S 

45 

9yd 

IC 


1 9 20 9 

Clow the enemy, coosing 57 oddltronaf damage. Awards 1 ramibo poritt. 

4 

48 

45 

9vd 

tc 


2 9 209 

Claw the Gnerny,{uTjEing 8SddilienQldomoge. Awaids 1 comho point. 

5 

58 

45 

9yi) 

IC 


3#2!)» 

Claw the enemy, (oitsing 115 addilionol damoge. Awards 1 comba paiirt. 



Feral Char^"^^^ 


Feral Charge is a Bear Talent-learned ability that closes the distance with a target, interrupting any spells and immobilizing them 
for a short period. 


itink 

Prerftqti.i5ite . . 


1 

10 Points In Feral Corribot 

Reripitas Bear Fnim, Dire Bear Farm, Causes yoy to charge an enemy, immobilizing ond intorupling any spel being cast for 4 seconds, 8-25 yard range, costs 5+ Rage, 

15 second cooldown. 





















































































































Prowl 


Prowl allows Druids in Cat Form to enter Stealth outside of combat. 


Ronk 

level 

Energy 

Ronge 

Costing Ifnte 

Cooldown 

CosI to Troln 

Effects 


1 

20 

— 

— 

JC 

VOsec 

20# 

Allows the Ofwd ID prowl oiounid, but reckes yeur speed to 60% of nortnol. Lasts until cancelled. 

2 

40 

— 1 

— 

1C 

lOset 

1 #40# 

4Jlew5 the Otold to prowl around, but reduces yew speed tn 655{i erf noniwl. Losts until concelled. 

3 

60 



1C 

lOsec 

3 #40# 

Allows Hie Druid to prowl oroumi, but reduces ycjur speed to 70% of nwiTiQl Lesis until cancelfed. 

m 



Rank 

level 

Energy 

Range 

Costing Time 

Cooldown 

CosttoTfcin 

Effefls 


1 

20 

1 

30 

v 

1C 


20 « 

finishing rnove thnt causes dumoge over time. Dorooge incteosGS per combo pnrnl; 1 point: 54 doiaoge over 12 sec. 2 points: 90 damage wer 12 sit. 3 
points; 126 damage ewr 12 sec. 4 points: 162 damoge over 12 sec. 5 poinis; 19S domerge over 12 sec. 

2 

1 

2S 


9yd 

It 1 

— ' 

50# ; 

finishing mve that causes damoge ovef lime. Oomoge increases per combo point: 1 point: 78 damage over 12 sec. 2 points: 132 dnrrage over 12 sec. 3 
points: 186 damage over t2 sec. 4 points: 240 damoge evu 12 sec. 5 pomts: 294 demerge over 12 sec. 

' 1 

36 

30 

9yd 

1C 

1 

] 10# 

Finishing move thot causes damage ovor lime. Dorooge increases per combo point: 1 point ; 108 donwge over 12 sec. 2 points: 130 dnmerge over 1 2 sec J 
points: 252 donrage over 1 2 sec. 4 puinfs: 324 damage over 12 sec. 5 poinis: 396 dnumge avei 12 sfec. 

4 

44 

30 

9yd 

iC 

— 

1 

Finislung rtnovp. that causes damoge over ftne. Oomoge increoses per combo point: 1 point: 156 domoge over 12 sec, 2 paints; 2S8 domoge avif 3 2 sec. 3 
pomte: 360 domoge aver 12 sec. 4 points: 462 doinoge over 12 sec. 5 points; 564 domoge awr 12 sec. 

5 

S2 

30 

9v(! 

1C 

— 

2^60# 

Finishing move That causes damage over time. Damage atcreoses per couib point: 1 pomt: 216 damoge over 12 sec, 2 paints: 360 domage aver 12 sec. 3 
pornls:504 damage over 1 2 sec, 4 points: 64S damage over 12 sec. 5 points: 792 doruGge uwer 12 sec. 

6 

60 

30 

V 

IC 

— 

3 ^ 40# 

Finishing move that causes damage aver time. Damoge rncreusos per comber point: 1 point: 300 damoge over 12 sec. 2 poinis: 498 damage owr 12 sec. 3 
points: 696 darnege over 12 sec. 4 points: 894 damage over 1 2 sec. 5 points: 1092 efumtige over 12 sec. 



p/7 Shred is a Cat Form's backstab. Use this from behind a target to deal very high damage in a single attnrk. Shred 

— ^ - awards one Combo Point 


Rank 

level 

Energy 

Range 

Coslingilme 

Cooldown 

CosItoTrofn 

Effects 

1 

22 

60 

9yrl 

IC 

— 

'30# 

Shrod Hie target, causing 225% domoge pfus 54 to the target. Must be behind the target. Avrtrds 3 comb pohtt. 

2 

30 

60 

9yd 

[C 

— 

60# 

Shred the tnrget causing 225% damoge plus 72 to the target. Must he behind ihe target. Awoick 1 combo paint. 

3 

38 

60 

9y(l 

1C 

— 

l#20# 

Shred the lorget, causing 225% domoge pfits 99 to the Iwget. A^ust be behind the target. Awards 1 combo point. 

4 

46 j 

60 

9vd 

fC 

— 

2# 

Shred the target, causing 225% damoge plus 144 to the forget. Must be beNnd the target. Awards 1 combo point. 

5 1 


6D 

9yd 

1C j 

— 

2 #80# 

Shred the torget, causing 225% domoge plus 180 to the target. Must he behind Hte target. Aivords 1 combo point. 


Rake 


Rake is another Cat Form attack that is instant. This one deals some damage up front, but places a sub 
"C ^ stanlial DoT on the target. This awards a single Combo Point, 


Rank 

Level 

En&rgy 

Range 

Casting Hnie 

Cooldown 

Cos! to Train 

Effects 

1 

24 

40 

9yd 

IC 

1 ™ 

40# 1 

Rake the target for 19 damage and an additional 39 damage over 9 sec. Awards one combo purnf. | 

2 

34 

40 

9yd 

IC 


1# 

Rake Hie target far 28 domiige and an addilioiial 57 damage over 9 sec. Awards one comho paint. 

3 

44 

40 

9yd 

IC 


1#80# 

Roke the target far 43 domago and on additional 75 damage over 9 sec. Aw'aitk one combo point. | 

4 

54 

40 

9yJ j 

i 

— 

2 #80# 

Roke the target br 58 domoge and nn odditiana! 96 damoge aver 9 sec. Awards ane combo point | 



_* j Tiger's Fury adds damage to every attack your Cat Fonm Druid 

— ^ makes for a short duration. 


Ronk 

ieve] 

Energy 

Range 

Costing Bme 

Cooldown 

Cosl to Train 

Effects 

1 

24 

30 

! 

1 IC 

1 sec 

40# 

Increase damage done by 10 for 6 sec, , 

1 

36 

30 

— 

iC 

1 sac 

1#10# 

fnereasas damoga done by 20 for 6 sec. 

3 

48 

30 

— 

IC 

1 sec 1 

2 #70# 

kreoses damage done by 30 for 6 sec, 

4 ' 

60 j 

30 1 

— 

IC 1 

1 sec 

3 #40# 1 

Increases domtigE dane by 40 far 6 sec. 


jy 1 Dash is used in Cat Form and acts like a Sprint. Your character can even 

, " ' _ - —rr—r mcrea-se movement speed while Prowling. 


' floiik 

Levfil 

Energy 

Cosling Time 

Coeyawn 

Cost to Tra m 

Effects 

t 

26 


iC 

5 min 

45 # 

Increases movement speed by 50% lor 1 5 sec, Does not break PtowNng, 

2 

46 


1 fc 1 

5 min | 

2# 

increases nwvemeni speed by 60 % tar 15 sac. Does not bieok Prowling. 



ChaUen0nfiF^ar 


Challenging Roar forces all enemies to focus on your Bear for a short 
time. Because of the ten minute cooldown, (his should only he used 
when aggro is going trnzy and yotir group's healers are in danger. 



Rartk 

Level 

Rage 

Range ; 

Casting Time 

Coeldowii 

Cost to Train 

Effsm 


DJ 

28 1 

15 


K J 

! 10 min 1 

50# 1 

FtHtes all rearhy anomies to focus on you for 6 seconds. ' 

m 

1 r^tiw^r 

1 - Cower is used In Cat Forirr to reduce aggro. 


1 Rank 

Level 

Energy 

Range 

Casting Time 

to&ttlawn 

Cost to Train 

fffefti 

1 

1 28 

-1 

20 

9Vd ' 

IC 1 

10 sec 

SO# 1 

Cower, cousing no doinDge but lowar^ ywr Hireut a srnoll oraount, making the enemy less likely to attack you. 

2 

3 

40 

20 

9yrf 

1C. 

10 sec 

l#40# 

Cower, ccrusing no damago but towering your Ihneof a medfijm amount, making the enemy less iikely to oftnek you. 

JLj 

Aj 

9yd 

IC 

lOsec 1 

2 #60# 

Cower, causing no damage but lowering your ihreat a large omaunt, making the enemy less likely to cltock yew. 











































































































Faerie Fire (Feral) is Talent-learned and functions jusi like nornial Faerie Fire, 
but these versions can be used in Cat and Bear Forms, 


RoFik 

bve! 

Rage 

Range 

Casting lime 

Cooldovm 


Efffids 

2 

30 

5^ 

30^ 

1C 

~ 

10# 

Oetietise llie aimor of lb large! by ?S5 fer 40 sjsc. While offecled, Hie toiget cannat stetillh at turn invisitife. 

3 

42 

5 ■ 

30^ 

1C 


1#S0# ' 

bfitMtse the armor of Hie target by 3 9S for 40 5ar. While offGclei], tfie terget cannot steoltli or Itirn iiivisihto. : 

4 

1 

5 

30yd ; 

1C 

— 

2#70# 

Detreose the aimor of tfie forget by bOS for 40 sec, While affected, the torgel cnruot siditi or turii invisible. 





t^sroci o j 

■ ■ ■ Ferocious Bite is similar to a Rogue's Eviscerate, This ability works in Cat Form and converts Combo Points into instant damage. 


Rank 

Level 

Costing Time 

Cooldown 

Energy Cost 

Cost toTfoin 

Effetls 

1 

32 

1C 

— 

3S 

80# 

1 Finishing mavethot caiKes damage per combo point and converts each extra point of energy into 1.0 oddilional damage. Oornage is increiKfid by your Attack 
Power. 1 point: 50-66 damage, 2 points: 06-102 domoge, 3 points: 122T3& damage. 4 points: 158-174 damage, 5 pants: 194-210 do-mage 

2 

40 

!C 

— 

3S 

] «. 26» 

Finishing move that causes damage per combo pairrtond convorte each extra point of energy Into 1.5 addilbnal damage. Damage is inaecKed by your Atek 
Pom 1 point: 79-103 daimflo, 2 points: 136-162 damage, 3 peinis: ]97'221 damage, 1 points: 256-280 damage, 5 pennts; 315-339 cionwge 

3 

48 

1C 

— 

35 

1 5 98« 

finisliing move Hwt causes damage per camber point nod cenverts each extra point of energy into 2.0 nddiionaf damage. Damage is increased by your Attotk 
Power, 1 pomt: 122-162 damoge, 2 points: 214-254 domage, 3 points: 306-346 demage. 4 points: 398438 dornage, 5 points: 490530 dnmnge 

4 . 

S6 

IC 

j 

— 

35 

2> 70# 

Finishing move rfiQT couses damoge per combo point nid converts each extra point of energy irrto 2.5 addiiroual derange. Danrage is increased by your Atok 
Power. 1 point: 173-223 damage, 2 poiits: 301-351 damoge. 3 omnls: 429-479 domage, 4 points: 557-60? damoge. 5 poinits: 685-735 damoge 

S 

m 

i 

tc ; 

— 

35 

i 

— 

Finehirrg move Ihot causes donrage per combo point and converts each extra point of energy into 2.7 additional damoge. Damage is increased by your Anock 
Power. 1 point: 19^259 damage. 2 poitts; 346406 damage, 3 points; 493-553 dairwge, 4 points; 640-700 damoge. 5 points: 787-64 7 damage 



Paladin 


Ravage 


Ravage is like the Rogue Ambush ability. Cat Form Druids use this from Prowl, and they must be behind the target. This also 
adds one Combo Point, 


Hank 

Level 

Energy 

Rtinge 

Cdsfirig Time 

Cooldown 

CosHo Train 

Effeds 

1 

32 

60 

9yd 

IC 

— 

80# 

Ravage Hio target, earning 350% damage fdas 147 to the toget. Wust be prowling ond hebind Hie larger. Awards 1 romho point. 

2 

42 

60 

9yd 

IC 

— 

1«i0« 

Kovege Hie targel, causing 350% damage plus 217 to the toilet, Must be prawlinn ond behind the target. A/rards 1 ccunbo point. 

3 

50 

60 

9yd 

IC 

— 


Ravage Hie forget, causing 350% damage phis 273 ta the target, ^ust be prowling ond hehiriij the forget. Awards 1 combo point. 

4 

58 i 

60 

9yd 

IC 

— 


Ectvoge the teiget, causing 350% dt)nsag& phis 343 to tk targoT Must he prowling and behlpd th& fttget. Awords I cod)o poiiH. 



T^ack 


Track Humanoids allows Druids in Cal Form to Track Humanoid targets on the mini-map. 


Rank 

Level 

Mono 

Range 

Casting Time 

Cooldown 

Cost to Train 

Effects 

1 m 1 

32 : 

— 


1C 

— I 

SO# 

Shows the locotiDti gf olt nearby hurranaids on the minimup. Only one typo of thing con be tracked at o lime. | 



Leader 


Leader of the Fatk is a Talent-learned abrfity that buffs the party's melee and ranged Critical rates! 


Rank 


Effect 

1 1 

30 Points in Feral Combat 

White in Cat, Bear, or Dire Beat Foim, the Leader of the Pack increases ranged and mefee ciilicai chance of all party members within 45 yards hy 3%. 
Passive abilfty. 



Frerr^led Rogerveration converts Bear Form Rage into health. If there are no enemies left 
nearby and you are about to switch to Caster or Cat Form, go ahead and dump your Rage 
for some extra health. 


Ronk 

Level 

Rage 

Casting Time 

[oofdown 

CosttoTFoln 

Effeas 

i 

36 

upto lOporsw 

IC 

3 min 


Comrefts up to 10 Rage per second into hesalifi for 10 sec. Eoch point of rage is coiweited into 15 heolth. 

2 

46 

uplQlOpersGC 

1C 

3mfn 

2# 

Coivi0ti up 1o 10 Rage per secand into heafth for 10 sec. Foch point oF rage is converted into 15 health. 

3 

56 

up to 10 per SBC 

IC 

3 min | 

3# 

Comrerts up to 10 Rage per second info heullh tor 10 sec. Eoch point of loge is conveited into 20 heolrh. 


Restoration^ 




Heaiins Touch 


Healing Touch is the slowest Druid heal spell. This is also the 
most powerfuJ of the Druid heals, and is used when a large 
dose of health is needed without being needed as quickly. 


Rank 

Level 


Kongo 

Costing Time 

Cooldown 

CostloTfoin 

Effect!; 

1 ! 

1 

30 

40yd 

TSsec 

— 

— 

Heals 0 friendly [Drgef for 37 to 51 

2 

8 ' 

60 

40yd 

2sec 

— 

2# 

Heok a friendly target br 38 to 112. 

3 

14 

120 

40vd 

2.5sec 

— 

9# 

' Hcab a friendly target bi 195 b 243. 

4 

20 

205 

40yd 

3 

— 

20 0 

1 fleols Q friendly target br 363 to 445. 

5 

26 

300 

40yd 

3.5 

— 

45# 

Heals a friendly target br 572 b 694. 

6 

32 

370 ’ 

40vd 

3.5 

— 

80# 

Heels n friendly target br 742 to 894. 

7 

38 

445 

40vd 

3.5 


1#2Q# 

Heak a friendly target br 936 to 1120. 

8 

44 

545 

40vd 

1 3.5 

— 

1 $80 9 

Heals 0 friendly lorget bi 1199 b 1427. 

9 

SO 

660 

40vd 

3.5 


2 #30# 

Heals a friendly target br 1516 to 1796. 

10 

56 

790 ; 

40yd 

3.5 

— 

3# 

Heats a friendly target br 1890 to 2730, 

It 

60 

800 

40 yd 

3.S5SC 

— 

— 

Heafs a friendly target br 2267-2677, 



Priest 


Rogue" 






































































































Mark of the WKd is a buff that covers more areas as it increases in rank. Eventuaffy, Mark of ihe 
Wild adds lo a friendly target's armor, attributes, and all Resistances, 


R^ fltvenUtlon ^ Rejuvenation is an instant-cast heal over time. 


Regrovirth is a mixed instant heal and heal over time ability. With a shorter casting 
time than I ieaiing Touch, Regrowth is best used to take care of the first dose of heal 
ing that a tank needs from a big fight. 


Reffrowtti 


Insect Swarm is a Talentdearned ability that delivers a light DoT and reduces the target's chance to 
hit by 2% for the duration of the effeci. 


Insect Swaim 


Rebirth uses a Seed reagent and a massive amount of a Druid's base mana, but the effects are dramatic. This 
is an in-combat Rez. Placed on a 30 minute timer, this is stilJ a defining point for all Druids in group and raid 
situations. 


Rebirth 


Remove Curse does exactly what you would expect; it 
removes curses. Only Mages and Druids can do this. 


Remove^urse 


AboIishWoi 


Abolish Poison removes multiple poison effects over time. 


1 Rank 

level 

Maiici 

Ronge : 

Cttsfing Tiine 

Cooldowti 

Cosno Train 

Effects 

( N/A 1 

□lj 

Li 

1 SOytl 

1C 

1 - i 

45« 

1 Attempts to im 1 pwoii effect en the taiget, and m mote poison effect every ? seconds b 3 set, [ 


Unk 

Level 

Mnno 

Range 

Costing Time 

Cooldown 

Cost to Trofn 

Effects 

1 v* 1 

□D 

5 

aOyd 

1C 

— 

409 

Dispels ] cyi$e from a friendly tercet, 


Rank 

levet 

Mona 

Reagent 

Costing Time 

Cooldown 

tost to Tram 

Effetts 

1 

20 

1 42 

iAople Seed 

25ec 

SOmin 

20# 

Reiurns the spiot to the body, restoriiig o dead lorget to life witli 400 health and 700 tnano. 

2 

30 

42 

Stroegleftiorn Seed 

2sec 

30min 

60# 

Roto Ifie spirit to the []f>dy, Festoring o ded larget to life witli 750 heaflii dekI T200 Jtiooti. , 

3 

40 

42 

Ashwood Seed 

25ec 

30mln 

1#40# 

Seturns the spint to rtie body, testoring o dead forget to life wilh 1100 heallii ond 1700 mano. 

4 

50 

42 

flernfceoni Seed 

2sec 

30mln 

2#30# 

Getyms trie spirit to the body rcstoneg q deed lorget to fife wfth 1600 heallft and 2200 rriQiia. 

5 

iO 

42 

IronvtODtf 

2s6t , 

SOmin 

3 9 40 $ 

Relurits llift spirit t& the body, restoring o deod target m life with 2200 health and 2800 mona. 


Rank 

level 

Mona 

Range 

Casting Time 

Cooldijwn 

Cast ipTrafti 

Effects 

1 

1 

20 

30yd 

1C 

— 

no# 

iiKreases the friEndfy targefs ofinat by 25 fer 30 ifen. 

2 

10 

50 

30yd 

IC 

— 

3# 

InaeDses trie friendfy targeTs armor by 65 end all atiiiriules by 2 fer 30 m. 

3 

20 

100 

3M 

1C 

— 

20# 

fncretjses llie friendly lorgeTs armor by 105 and oil attributes by 5 for 30 miin. 

4 

30 

160 

30y4 

1C 

— 

60# 

liKrfflsss Ihe friendly targefs armor by 150, all ultribijies by 6 and all resistancGS by 5 fer 30 min. 

5 1 

40 

240 

30yd 

IC 

— 

1#40# 

Increases the friendly targets armor by 195, dl ottribtrtes by 8 and dl resisioiKes by 10 for 30 mia. 

6 

50 

340 ' 

30yd 

1C 

— 

2 #30# 

tnersEsses ilia friendly largci's armor by 240, oil otiribuJes by 10 and oil Fesistaitces by 15 for 30 mn. 

7 

60 , 

445 

3(M 

1C 

— 

3#40« 

Increoses the friendly target's armer by 285, all attributes by 12 and dH resistanois by 20 for 30 min, 


Rank 

Level 

Mono 

Range 

Casting Time 

Cooldown 

Cost lo Train 

Effects 

1 

4 

25 

40yd 

! 1C 



Heals die target for 32 over 12 sec. 

2 

10 

40 

40yd 

1C 

— 

13# 

Heals Ifie target for 56 over 12 sec. , 

3 

16 

75 

4(]vd 

IC 

— 

18# 

Heals the torgei far 116 over 12 sec. 

4 

22 

105 

40yd 

tc 

— 

30# 

Heals trie target for 1 BO over 12 sec. 

5 

23 

135 

40yd 

1C 


50 9 

Heals itie target for 244 over 12 sec. 

6 

34 

160 

40Yd 

IC 


1« 

Heals the target fw 304 over 12 sec. 

7 

40 

195 

40yd 

fC 

— 

1#40# 

Heals the target for 383 over 12 sec 

8 

46 I 

235 : 

40yd 

1C 

— 

2# 

Heals Ifie target for 488 over 12 sec. 

Lj 

52 ' 

280 i 

40yd I 

IC 


?#50 9 

Heals the (oigct fw 608 over 12 set. 

10 

SB 

335 

40yd 

IC 


3 #20# 

Heals the target for 756 aver 12 sec. 

n 

60 

360 

40 yd 

IC 

— 

— 

Heals ihe target for 888 over 12 sec. 


Rank 

Level 

Mana 

Range 

Cosfing Time 

Cooldown 

Costtolrairt 

Effects 

1 

12 

120 

40yd 

2se£ 


8# 

Heats a feenly target for 84 fa 98 and ancrlber 98 over 21 sec. 

2 

18 

205 

40yd 

2sec 

— 

19# 

Heals a friendly forget for 164 to 188 and onother 175 aver 21 sec. 

3 

24 

2S0 

40yd 

2sec 

— 

40# 

Heals 0 friendly torgetfor 240 to 374 qnd aaotltsr 259 ervar 21 sec. 

4 

30 

350 

40yd 

2sec 

— 

60# 

Heals tJ friendly target for 318 fe 360 and onolhei 343 aver 21 sec 

5 

36 

420 

40yd 

2se: 

— 

19109 

Heat a friendly forget for 405 ta 4 57 and another 427 over 21 sec. 

6 

42 

510 

40vd 

?scc 

— 

1 #60# 

Heals tj friendly target for 511 to 575 and onolber 546 over 21 sec. 

7 

48 

615 

4Gyd 

2sfic 

— 

2# 20# 

Heals 0 friendly target for 646 to 724 tmd anolher 686 ww 21 sec. | 

3 

54 

740 1 

40yd 

2set: 

— 

2#80# 

Heals a hfendly target for 809 ta 905 and another 861 aver 21 sec. 

L. 

60 

880 

40/d 

2sec 

— 

3 9 40 9 1 

HoqIs a hierrdly target lor 1003 to 1119 and onorlier 1064 over 21 sec 


i; Rank 

Prerequislle 

Effect " . . 



lliZ 

10 Points in Restarolion | 

Ihe onemy target is swarmed by insects, docteasmg Ibelr thonce to hit by 2% ard cowsing 66 Nature damage over 12 secofids. 

































































































Nature^PSm^ 



Nature's Swiftness fs a Tafert-Iearned abiEity on a three minute 
cooldown. After tapping this, your Druid's next Nature based spell Is 
cast instantly. 


flank 

PretequIsilB 

EffecI 

1 

20 Pbinh in Restoralion, 5 Foitits iii Improid Healing lovch 

When aclivoted,. your rext Naluie Sfjell becomes m instont cost spell. 



Ti-giUTmlitv 


Tranquility is a channeled ability that efficiency heals all group members over ten seconds. This produces very little 
aggro, and the amount healed is enough to make a substantiaE difference. 


Rank 

Level 

Mono 

Ronge 

Casting Time 

CooldowF) 

CosttoTroin 

Effects 

\ 

30 

375 

— 

EC 

5 min ; 

60# 

Regenerates aN neorby pup membefs lot 94 every 2 secods foj 10 sec. Oraids must ctionnel b mamtalEi iIid spell. 

2 

40 

SOS 

— 

1C 

5 min 

] #40# 

Regenerates oH ueorby gratip members for 13B w/ 2 setemds Fn 10 sec. Draids must cfionuei Jo juDiiitoia tlie spell. 

3 

50 

m 

— 

tc 

5 min 

2 #30# 

R^enerates ell itearhy graup members for 20S every 2 seconds for 10 sec. Dniids intKt channel ig malntoin the speN. 

4 

60 

m 

— 

fC 

5 min 

3 #40# 

Regenerates all aenrby groaip memhers foi 294 every 2 seccHsds lor 10 sec. Droids mwst chanitel lo nwiEitain tbe sped. 



Innervate 


Innervate is a generic class ability. Innervate allows the target chosen to regenerate a massive amount of mana 
very quickly. 



Druid 


Rank 

Mlnimom level 

■ Mana 

Range 

Casting Unie 

Cooldown 

CosFfo Train 

iffeefe 

1 

40 

62 

IjOvcf 

1C 

6miiiules | 

I #40# 

IdftttKes Ifie torgeFs Mono regeneralkin by 4 00% and aSav/s 100% of the rorgefs Moira mgenerotion to amtinw while casting. Losis 20 sec. | 

I 

Swiftmehd 

- Swiftmend is the final Talent-learned abilily of the Restoration fine. This spell consumes a heal overtime effect in place of an instant heal. 

Rank 

Mlnlmurn Level 


Range 

Ccsfii^Trme 

Cooldown 

M to Train 

Effetts 

1 

40 

20% 

Bose 

40 yd 

IC j 

ISseCQEids 

— 

CMisumis 0 EefuvBiwtion er Regfowth eFfact on o kiendly larger lo instantly hed Itjem on nmouni equal m 12 sec. of Rejuvenutiijn or 1S sac 
of Regrav/Hi. 


Paladin 


Priest 


Rogue’ 


GiftofthV^WiiH 


Gift of the Wild acts like Mark of the Wild but is cast on an entire group at once. Obtained 
from a dropped book. 


Rank 

Level 

Mono 

flange 

Casting Tinie 

Cooldown 

Effects 

1 1 

50 

900 

40 yd 

IC 

— 

IncmesK Ihe armor of your porty membets by 240, all otliibutes by 10 and cH resfetonces by 15 for one hour. 

Uj 

60 

ijdfl 

40ycf, 

fC 

— 

Increases the armor of your party membeis by 285, all niti^sutES by 12 and oQ resistances by 20 for oira ham. 


TALENTS 

Druid Talents take the class far and 
wide, enabling the character to become 
a deft caster, a master of their Shifting 
forms, or a quality Healer feither in a 
primary role or as a backup to a Priest). 
The Balanced line offers many of the 
mystic improvements, raising the attack 
damage, efficiency, and critical potential 
of Druid combat spell-s. Feral Combat 
brings the Druid's Cat and Bear forms 
closer in-line with Rogues and Warriors, 
respectively, making the class far more effective at DPS work and Tanking. Finally, 
the Restoration line aids healirtg spells with decreased Threat, improved efficiency, 
and so^T^e interruption avoidance. 


Balance ^ iT i nirty - 

The Balance Talents are intended to make a Druid into a more capable caster, it 
becomes easier to root enemies (through Nature's Grasp and Improved Entangling 
Roots), while more damage/more efficient damage is dealt due to improvennents to 
Wrath, Moonfira, and Starfire. The end point of the Balance Talents is the ability to 
Shapeshift Into Moonkm Form. This allows casting Druids to use their Balance attack 
abilities from a form that is much more survivabfe {there is also an aura that adds 3% 
to the group's spell Critical rate). 

Feral Combat-^; 

Feral Combat Talents allow your Bear Forms to survive longer, mitigate more 
damage, and disrupt enemies more easily. They also allow your Cal Form to deaf 
more damage and act with greater stealth. The line culminates in an aura that raises 
physical Critical rates in your nearby group by 3%. This is the fastest TaJeni line 
for leveling your character because of the reduced downtime. Solo Druids benefit 
tremendously from the Feral Combat tine. 


Restoration**** - 

Though lowest on damage and survivability, the Restoration Druid line turns charac¬ 
ters into healers. Greater mana efficiency, faster healing times, reduced mierruption 
chances and threat from heals, and other such Talents are in this line. Druids that 
work with dungeon groups get the most use of the Restoration line, while solo Druids 
have perhaps the least to gain from it. 


STRATEGIES 

Playing a Druid varies greatly from area 
to area, group to group, and even from 
moment to moment. Because so much 
can be done to change the dynamic of 
a Druid in battle, it takes considerable 
practice to master all facets of this class. 
Once done, a Druid can seamlessly 
switch between the major roles of group 
members, taking over for anyone who 
falls short during a fight. 

First off, be sure to have your keys 
is fast and easy. Using Control -i- the 
Function Keys is somewhat standard, but placing the keys beneath thequickbar 
numbers or anywhere dose to your hand's natural placement is sensible too. 

Combat in-Gaster Form — — 

The enemy stands at maximum range when the Druid In Caster Form begins the 
attack. Starfire Is used first, as its casting time is longer and the damage dealt is 
frontloaded. The enemy is struck and begins moving forward, so the Druid Moon fires 
instantly and casts Entangifrig Roots as soon as the global one-second timer com- 
pieces. Still out of range for melee, the enemy is likely bound in place. The Starfires 
continue, and Wrath is used if time is running out and the Drurd needs a final quick 
spell for some damage. If the slaughter lasts over 1 2 seconds, renew the Moonfire 
after the first one's DOT completes. 



n-i 

-h - 





bound so that Shapeshifting between forms 
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IMPROVtD WRATH 5 

Reduces the cast tirrie of your Wrath spell by 0 J seconds fPer Rank). 
NATURE’S CRASP_ I 

While active, any lime an enemy stHfce-s the caster they have a 
35% chance 10 become afflicted by Entangling Roots (Rank 1). 
Only uiieable outdoorSr 1 charge. Lasts 45 seconds. 
improved nature 5 GRASP_4 

Increases ihe chance for your Nature's Grasp to entangle an 
enemy by 15%. Progression 15®jy30%/45%/&5%. 

IMPROVED ENTANGLING ROOTS_ 3 

Gives you a 40% chance to avoid irtierruption caused 
by datnage while casting Entangling Roots. Progression 
40%/70%/10t]%. 

tJViPROVED MOONFIRE 5 

Increases the damage and criti-caf strike chance of your Moonfire 
spell by 2% (Per Rank). 

NATURAL WEAPONS _5 

Increases the damage you deal wUh physical attacks in all fomts 
by 2% (Per Rank). 

NATURAL SHAFESHIFTER_ 3 

Reduces the mana cosl of shapeshifting by 10% (Per Rartk). 
IMPROVED THORNS_ 3 

Increases damage caused by your Thorns spelJ by 25% (Per Rank). 
OMEN or CLARTTY 


Imbues the Druid with natural eneigv^ Each of the druid's melee 
attacks has a chance of causing the caster to enter a Clearcasting 
state. The Cfearcasting slate reduces the Mana, Rage, or Energy 
cosl of your next damage or healing spell or offensive abiliiv bv 


l lKyri. Liters 10 minutes. 

NATURE'S REACH_ 2 

Increases the range of your Wrath, Entangling Root?, Faerie Fire, 
Monnfire, Starfire, and Hurricane spells by 10% (Per Rank). 
VENGEANCE___ 5 

Jncnsrases the Critical strike damage bonus of your Starflre, 
Moonfire, and Wrath spells by 20% (Per Rank). 

IMPROVED STARDRE _ 5 

ReducfS the ca&l time of Starfire by 0.1 seconds (Per Rank) and 
his 3% chance (Per Rank) lo stun the target for 3 seconds. 

NATURE S GRACE_L 

All spell crilicafs grace you vi'iih a blessing of nature, reducing 
the casting time of your next spell by 0.5 seconds, 

MOONGLOW 3 

Reduces ibe Mana COSL of your MQonfire, Slarfine, Wrath, Healing 
Touch, Re.growth, and Rejuvenation spells by 3% (Per Rank). 
MOONFURY _ 1 

Increases the damage done by your srarfire. Mfmnfire. and 

Wrath spelfs by 2% (Per Rank). 

MOONKIN FORM _ » 

Transforms the druid into Moonkin Form. While in this form 
armor is increased by 3b[)% and all parly members within 30 
yards have their spell critical chance increased by 3%. The 
Moonkrn can only cast balance spelts while shapeshifted. 1 he 


act of shapeshifting frees the caster of Polymorph and Mov'cment 
Imparring effects. 




FEROCITY _____ 

Reduces the cost of your Maul, Swipe, Claw, and Rake abilities 
by I Rage or Energy (Per Rank). 

FERAL AGGRESSION 5 

Increases the Attack Power reduction of your Oemoralr^ing Roar 
by 3% (Per Rank) and the dam;^e caused by your Ferocious Bite 
by 3% (Per Rank). 

FERAL INSTlNq 5 

Increases threat caused in Bear and Dire Bear Form by 3% (Per 
Rank) and reduces the chance enemies have to detecl you while 
Prowling. 

BRUTAL IMPAa I 

Increases the stun duration of your Bash and Pounce abilities by 
0.5 seconds (Per Rank). 

THICK HIDE 5 

Increases your Armor contribution from items by 2% (Per Rank). 
FELINE SWIFTNESS _ Z 

Increases your moveiwnl speed by 15% (Per Rank) while 
outdoors in Cat Form and increases your chance to dodge while 
In Cat Form by 2% (Per Rank). 

FERAL charge I 

Reduires Bear Form, Dire Bear Form, Causes you to charge an 
enemy, immobilising and interrupting any spell being cast for 
4 seconds. 

SHARPENED CLAWS_ 3 

Increases your critical strike chance while in Bear, Dire Bear, or 
Car Form (jy 2% (Per Rank), 

IMPROVED SHRED 3 

Rcduct.-, the Cnerjiv cosi of your Shred abiliiy by 6 tPcr Rank). 
PF^DATORY STRIKES _3 

Increases your Attack Power in Cat, Bear, and Dire Bear Forms 
by 50% of your level (Per Rank). 

BLOOD FRENZY ___- 2 

Your crititaf strike.^ from Cat Form abilities ihat add combo 
poinls have a 50% chance (Per Rank) to add an additional 
combo point 

PRIMAL FURY_ 1 

Gives you a S0% chance (Per Rank) to gain an additional 5 
Rage anytime you gel a critical strike while in Bear and Dire 
Bear Fqrm. 

SAVAGE FURY 2 

tncreases the damage caused by your Claw, Rake, Maul and 
Swipe abililies by lO'JL (Per Rank). 

FAERIE FIRE (FERAL) 1 

Requires Cat Forrti, Bear Form, Dire 8ear Form. Decreases the 
armor of the target by 175 for 40 seconds. While affected, the 
larg,et ciinnot stealth or (urn invisible. 

he:ART Of THE WILD _ 5 

Increases your Iniellect by 4% (Per Rank). In addittonj while in 
Sear or Dire Bear Fotm your Stamina is increased by 4% (Per 
Rank) and while fit Cat Form your Strength is increased by 4% 
(Per Rank), 

LEADER OF THE PACK i 

While irv Cat, Bear, or Dire Bear Fomi, the Leader of the Pack 
increases ranged arrd melee critical chance of all party I'Tiembers 
wiihin 45 yards by 3 To. 



IMPROVED MARK Of THE WILD 

5 

increases the effects of your Mark of the Wild and Gift of the 
Wild sjaells by 7% (Per Rank). 

FUROR 

5 

Gives you a 20% chance (Per Rank) to gain 10 Rage when you 
shapeshift into Bear and Oir& Sear form or 40 Errergy when you 
shapeshift into Cat Form. 

IMPROVED HEALING TOUCH 

5 

Reduces the cast time of your Heating Touch spell by 0.1 
seconds (Per Rank). 

NATURE’S FOCUS 

5 

Gives you a 14% chance (Per Rankjto avoid interruption caused 

by damage while casting the Healing Touch, Regrrjwth, and 
Tranquility spells, 

IMPROVED ENRAGE 

2 

The Enrage ability now instttnily generates 5 Rage (Per Rank). 
REFLECTION 

3 

Allows 5% (Per Rank) of your Mana regeneration to continue 
while casting. 

INSECT SWARM 

t 

The enemy target is swarmed by insects, decreasing their chance 

to hit by 2% and causing f>b Nature damage over 12 seconds. 

SUBTLETy 

5 

Reduces Ihe threat generated by your Healing spells by 4% 
(Per Rank). 

TRAMOUIL SPLIUr 

s 

Reduces the mana cost of your Healing Touch and Tranquility 
spells by 2% (Per Rank). 

IMPROVED REIliVENATON 

3 

Increases the effect of your Rejuvenation spell by S% (Per Rank), 

NATURE'S SWIFTNESS 

1 

WTnen activated, your next Nature spell becomes an instant 
cast spell. 

aiTOF NATURE 

5 

Increases the effect of all healing spells by 2% (Per Rank). 
IMPROVED TRANQUILITY 

t 

Reduces threat Ctnused by Tranquilrly by 40% (Per Rank), 
IMPROVED REGROWTH 

S 

Increases thn critical effect thance of your Regnowth 5pel! by 
10% (Per Rank). 

SWIfTMENO 

1 


COnSLtnries a RejUVtJnstrrsn nr Regrowth effect on a friendly 
target lo iiisianily heal them an amoiint equal to 12 sec, of 
Rejuvenaiion or T5 sec. of Regrowth. 








































































































Starfire is a very good Spell for maintaining efficiei’tl damage, and its maximum dam¬ 
age dealt is quite good for a giwen level {compared to WrathK What Wrath offers is 
the ablffty to dump a fair amount of Mana into a target over a short period, because 
of its brief casting time. 

If yuLi have Moonkin, Form, from the Balanced Talents, stay in that shape unless you 
specifically need to heab The increases survivability and spell Critical buff make the 
Moonkin Form very useful. 

If Balance is your primary Talent line, having Hurricane can he a huge boon to 
Caster Form tactics. If multiple enemies are inbound against your group^ it's powerful 
to be able to deal damage against them AND reduce their attack speed, 

Moonfire' Spam;- CoMPLAiNiSrANO Truth 

Sfjamming Moonfire on the run is something that Druids can and will do from time 
to time. This is so painfully mana in efficient, that those who do it vdthoul a specific 
reason are being quite foolish. The base damage of Moonfire is not high at all for the 
mana Invested, and the DOT overwrites itself constantly and resets the timer when 
the spam is being used^ wasting hundreds of damage points. 

When is it useful to waste your mana like this? When enemies are escaping and you 
are likely to either lose them or see them grab allies (a PvE silualion). Or, in PvP 
wheit an enemy is on the run from you with the flag in Warsong Gulch. Perhaps your 
healih is low, your chance for survival is poor even with heating, but you still have 
plenty of mana; ihis too would be a lime for fast spamming of Moonfire just to dump 
some extra dcimage on a foe before your character faffs. 

Never Moonfire spam while grinding fit destroys your killrate in the long run). 

Neither should you do this in duels or other times when careful fighting and casting 
would net you greater results. 

On the other side of this issue, players sfiould not complain about getting killed by 
Moonfire spam. If you are on the run and getting hit from behind by a Druid, turn 
around and kill them! If you are running a flag or have to get away, understand that 
it's better for them to be Moonfiring you than using Fntangling Roots, Wraih/Starfire, 
healing their incoming allies, etc. If you die to a sirurple Moonfire spam, it's likely 
that the Druid would have taken you out anyway {because of your character's fow 
health, low levels, eicj. Moonfire is only deadly in spams when the Druid special- 
izes both their Talents and gear for such casting; once again, this means that they are 
a soft target and you are always free to turn around and kill them! 

Healing 

As a backup heaier, Druids are often called on to save other healers. When a Priest 
has gained too much aggro, shift to Caster Form and use spells to both save the 
healer in question and to get aggro onto yourself (it's letter for the main tank to 
come and rip things off of you rather than worry about losing the primary healer). Ir's 
easy to switch into Bear Form once the aggro is on your Druid, and that prevents this 
action from being overly dangerous. 

Remember when things are especially desperate to use the fastest order of healing 
spells. Rogrowth for a good burst in only tw^o seconds, then Rejuvenation for an in¬ 
stant Heal Over Time, and finish with Healing Touch. Some people would try for the 
Instant HOT first, but the amount healed in the short term isnT enough; if your target 
is tn danger of dying soon, ifs better to cast Nature's Swiftness plus healing Touch or 
use Swiflmend, That buys enough time for Rejuvenation to work its wonders and for 
the Healing Touch to laricl. 

Entangling* Roots 

When outdoors, it is possible to use Entangling Roots against enemies and move out 
of their attack range. While you begin regainins Mana, they continue to take fight 
damage. This is a good way to handle adds; siap them with Entangling Roots and 
back away until they cannoi contribute to the fight with any attacks. Handled cor¬ 
rectly, this becomes a very substantial method of outdoor crowd control. 

For PvP, Druids are able to Entangle Hunters and move to the sweet spot that is just 
outside of their melee range vvhife being just inside their minimum missile range. 
Thus, only iheir pets can attack you, Hibernate the pet. Entangle the Hunter, and 
watch the poor sucker fumel 

Before going into your alternale forms, use any spells or pollons that are needed in 
future combat {these things arenT usable once in an Animal Form, but the effects 
transfers when you Shift). So, drink potions for Strength, Armor, etc. before going 
down on all fours. 

Cat Form — 

Use Cal Form as a way lo solo quickly or add DPS to a group. Druids deal very high 
damage In Cat Form, especially when specced in Feral Combat. The besr uick with 

this is to lean on the DPS for several kills, until health begins to get low, then switch 
to your Caster Form for some healing magic. Restore any buffs, Shapeshift back into 
a Cat, and repeat the process. 


In groups, the Cat offers high damage by harping on back attacks fSlired). When 
there is a high-level or generally skilled Tank holding aggro, this is a good choice for 
assisting the group's kill rate. It is easy to do more damage over lime as a Cat than 
you can in Caster Form, and all of that mana you build up is perfect for going into 
a healing frenzy (between battles or when the group is in a pinch) It's hard not to 
fall in love with the Cat for this reason; Drijids are constantly adding to the group 
without sacrificing healing potential ordarnage. 

At level 32, Druids in Cat Form tan Track Humanoids. This is a rare ability that Is 
gained only by Hunters. As such, Druids have a few perks In PvF and PvP combat. 
When trying to avoid or hunt down PvP opponents, this ability dramatically im¬ 
proves your group's chance lo gaining initiative. Attacking when eriemies are already 
engaged, distracted, or just looking the wrong way can be enough to overwhelm 
superior numbers and levels. 


Tree kl ng" 


Tou may no! have thauglit obour it yet, but Druids aren't otways counted as hLuntinDids. In thsir 
Bear, Cot, Travel Form ad Aquatic Forms, Druids are considered to be beasts! Because of tbot, 
Hont 0 Fs who are relying on Track Huniuiioids won't be obb to know dial you are inbound. 

Another issue to be aware of is that beastipedfit obiirtfes witlmii ogaiast Diuids in flieir 
shapeshifted modes. You can be put to sleep by other Diuids (i^ng Hibernate). You can al^ be 
Feoted by Hunters {using Score Boost). 



Paladin 


Priest 


Bear Form 

The Bear Form tsn'i as often needed as (he Cat in group PvE because there are so 
many Warriors out in tho world. Yet, the group you choose may have Fury Warriors 
or only Paladins for doing the lank work, and they may need a bit of help. Bear 
Form is dcconi for Taunting, extremely solid for surviving damage, and can certamly 
make it wotTh a group's time to have a Druid. As with the Cal Form, save mana for 
important healing and swiitih back to Caster for bursts of aciivity. 

If Bear Form is often needed in the groups you enjoy, invest in as high an Armor 
Rating as you can reach. Take Talents such as Thick Hide, use Defense Potions, 
and emulate as much of a Warrior's men:tality as you can. Even using Armor Kits is 
sensible, considering thnt both Bear Forms multiply existing arnnor slats. 

Read through the class description for Warriors to gain better ideas for Taunting, 
selecting the right targets to gather aggro, arrd so forth. Maul is tge most effective 
attack to generate threat. Swipe used at the same time as Maul Is awesome for initial 
agro collection. 

Travel Form in PvP 

Travel Form makes Druids into the ultimate flag runners for the Warsong Gulch 30- 
39 bracket. Even afterward, Druids have a number of perks for running flags in this 
Battleground. Travel Form carries a 40% speed buff! Druids can use their Cat Form 
to Stealth around, grab the flag, then hurry outside to shift to Travel Form and move 
out. Unless snared or rooted, not much short of an epic mount can catch a Druid 
quickly. Beyond that a Druid can shift to Caster and back to Travel Form to shake off 
a number of movement-debilitating effects! 


Rogue ( 



On defense, Druids are just as potent in Warsong Gulch. These characters are able to 
root enemies for a very long period. Entangling Roots is a great spell for .spotting long 
flag carriers while you wait for your buddies to show up. If a larger group of enemies 
is moving with the flag carrier, use Entangling Roots on their best heater instead: 
there is a very good chance that a foolish group will keep pressing forward toward 
their base, leaving the healer behind- 

PvP Survivability 

To defend areas, be ready to shift into Bear Form at the drop of a hat. Druids should 
rarefy stay in their Caster Form or Cat Form if they arc outnumbered. It's far wiser 
when the odds are against you, to stay in Bear and delay the enemies as long as pos¬ 
sible. This is wonderfully effective in Arathi Basin, and also has its place in Allerac 
Valley and Warsdng Gufeh. Also, Kiting your foes in Travel Form while hitting flag 
cappers with Moonfire is an excellent stall lactic. 

No matter what Talent line a Druid uses, they last only a few moments under direct 
assault while in Caster Form or Cat Form. Don't let people slaughter you like that. 
Wail for other members of your team to engage before moving into combat using 
these dangerous modes of healing or attack. Stay in Stealth from Cat Form until 
enemies are engaged so that you aren't targeted ahead of time by enemy damage 
dealers (and indeed, they wiH target you). Druids in PvP are seen foremost as healers, 
and for that they must be killed. 













Hunters are primarily a ranged class that combines traps for damage or crowd control, pets for tanking, and brutal 
missile abilities with a modest array of melee survivability. Able to tame and train beasts in the wild, this class offers 
a tremendous amount of soloabdiity, fast leveling, and excitement. Hunters have to invest in better bags, more food, 
and upkeep time while training any new pets. They also have the worst time in the initial levels (before they get 
their first pet). 




There were too many in the camp for us to charge. The Scarlet Crusade 
wasn't stupid either; none would venture out of the camp alone. We decided 
to try and gel a smaller group to come to us. Denegar, our Dwarven Warrior, 
volunteered to "ask if they had a cup of sugar and run back." Denegar had the 
heaviest armor of ail of us, and we were still unsure if even he could survive 
the trip back with enemies at his back. I decided that I would do it. After all, 
we really needed that sugar. 

1 strung my bow and moved a bit closer. I took aim and waited until 1 had a 
good shot. I hit the fanatic in the shoulder. The man called to his friends before 
running toward me. I made a quick retreat back to the others. As the enemy 
made their charge, I shot my target in the leg. Now there were only two in the 
initial attack. Denegar made his intentions clear by swinging his two-handed 
axe above his head and bringing it down against the enemy's shield. It wasn't 
a hit, but the message was clear. Denegar was not to be ignored. As the War¬ 
riors closed in on Denegar, I pulled back and began peppering them with 
arrows. Their armor was as good as Denegar's. This wasn't to be a fast fight. 

After several minutes, we had brought the first of the two enemies down. I was 
taking aim at the second when something moved on the edge of my vision. I 
dodged aside as a sword cut through the air 1 had occupied only a moment be¬ 
fore. There was a Scarlet Warrior with two arrows In him and a very unhappy 
look on his face standing between me and the rest of the group. I had a bow in 
one hand, and an arrow in the other. A smile began to form as he advanced. 

That was long enough. Talon, my wolf companion and best friend, sank his 
teeth into the man's arm, dragging him to the ground. With his attention on 
Talon, I dropped my bow and arrow and unslung my two axes. With both of 
US attacking, the man couldn't fight effectively against either of us. After a few 
moments both Talon and I were sporting several wounds and our target was 
still standing. A look of horror crossed his face as a ball of fire slammed into 
his chest. This was followed by a scream of Dwarven rage and the arrival of 
the rest of the group. The Priest made quick work to restore the vigor Talon 
and I had lost through the fight. It had gone from two against one to six against 
one! The odds weren't in the Scarlet Crusader's favo/^ ^ ^ ^ 

\ , _ _ ___ 1 —- - ^ -^ _/ 

In'irowciign to Pi^NG me C!@§ 

Hunters have a certain mystique about 
them. The idea of fighting along side a 
life-long friend can be very appealing. 
The Hunter's strength is derived from 
combining the abilities of the Hunter 
with those of a pet. While this gives 
Hunters more choices than many class¬ 
es, it takes practice and experimenting to 
find what works best in each situation. 

At range, the Hunter is hard to beat. 

With high-damage attacks, movement- 

hindering abilities, and a pet to bite at the heels of attackers, fighting a Hunter at 
range is dangerous at best and foolhardy at worst. The movemeni-hindoring abilities 
allow the Hunter to bring targets to a group in a more organi 2 ed and less stressful 
fashion. For that reason. Hunters are prized by good groups as being one of the best 
pullers in Azeroth. 

Starting with Leather armor and progressing to Mail at level 40, Hunters aren't frag¬ 
ile. Combine this with dual-wield or a two-handed weapon and a pet, and they are 
almost as dangerous in melee If underestimated. 



Hunters gain enough health to survive the attention of monsters for a short time. 
However, a long, drawn-out fight is something to be avoided as Hunters can't take 
nearly the hits Warriors, Paladins, or Druids can. Here is where the bond between 
Hunter and pet becomes so clear. Your companion is willing to do anything you ask. 
This includes keeping the attention of an enemy while you stay at long range and 
calmly fire away or sit on its hind-end waiting patiently for your commands. 

Keeping you and your group safe is something your pet is happy to do. Keeping your 
pel safe is what Hunters do in return for that boundless loyalty. 



Available Races 

Dworf 

N^tflf 

Oic 

Ifluren 

Troll 



What do Attributes Mean to Me^ 

Strength 

Increases Domogc Done in Melee 

Stomino 

Kighor Heoith 

Agility 

Raises Ounce to Get a Oitkol Hit, Dodge, and Inaeoses Oomoge Done of Ronge ond in Melee 

Inlellecl 

More Mono, Better Chance for Criticol Hits with Arcone Abilities (e.Q. Volley, Arcone Afesile), 

Foslei Leoming of Skills 

Spifit 

improves Heoith and Mono Recovery 


ITEMS AND EQUIPMENT 

Properly equipped, a Hunter can function both in melee and at range. This flexibility 
gives you the choice of where to fight. Many Hunters choose to fight at range when 
possible as many of their abilities are dependant upon using Bows, Guns, or Crossbows. 

Missile weapons offer your primary form 
of damage at range. As such, they must 
be kept up-to-date. This includes ammu¬ 
nition. Different types of arrows and shot 
provide different DPS bonuses. Always 
use the highest level ammunition avail¬ 
able; becoming an Engineer and crafting 
your own ammunition helps with this 
for gun-users. Finding a weapon that 
does high DPS and has Agility bonuses 
is even better as Agility effects ranged 
damage. Scopes, made by Engineers, also contribute to range damage. Purchase 
these and seek Enchanters for +Agility enchantments for your melee weapons. 

Food is fairly important to a Hunter...it's for your pet! Keeping pets fed and happy 
is as important as almost any equipment you could possibly buy. Hunters should 
restock their food supply before heading out of town. Be sure to know which foods 
your creature likes as well, because each species has different needs. Look at your 
pet's information page to learn about their food interests. 

Quivers and ammo pouches give bonuses to firing speed. These containers only hold 
arrows or shot and take one of your bag slots. This means that where most classes have 
one backpack and four bags. Hunters end up with one backpack, three bags, and an 
ammunition container. Keep in mind that Hunters carry more food than many others 
(you're feeding two after all). So, Hunters have far less room than many characters. 

Find equipment that raises your attributes and worry more about those bonuses than 
whether the piece has a partic ularly high Armor Rating. The foremost attribute for 
most Hunters is Agility. Agility heightens your Critical Hit chance, which is useful in 
both melee and ranged combat. Agility also Increases damage in ranged combat and 
Increases your Dodge rate and some damage in melee. 



KEEPING A PET 


Your pet is half of your character. Having a fully trained and leveled pet is very 
important. The first step is to find a pet you enjoy having that is the same level as 
you (or is at least close). After level 10, all Hunters undertake a quest given by their 
trainers. This quest explains how to tame pets. As your character progresses in level, 
this process becomes much easier. High-level Hunters are able to place a Freezing 
Trap, use Concussive Shot to start the action, then Tame. For low-level Hunters, it's a 
lonely and dangerous act. Use Concussive Shot from just beyond Tame's maximum 
range and start to Tame as soon as possible. Or, for beasts with a Stun or Knock¬ 
down, you should approach them and wait for them to use these powers before even 
trying to Tame (this way. they blow their chance to disrupt your Taming before you 
even bother to start). 

Once the pet has agreed to become your friend, help the bond flourish by feeding it. 
Feeding raises a pet's Happiness. This level affects how much damage a pet docs in 
combat, so it shouldn't be overlooked. Beyond that, you w'on't be able to train pels 
with their most important abilities unless those pets are loyal to you. Loyalty doesn't 
increase without a pet being Happy. 






























Pets Never Stop Eating^ 

Your pet needs to be fed often. Watth its Hoppiness. Feed it whenever its Hoppiness Level falb. 
This enstifes mmm doniogo ond the ijest pregression of Loyalty Level. 


Yom PdVs Happiness Can be Measuiedf ■ 




Happy 

SmSey Fate 

125 % Oamoga; Gfliriog loyally 

Cojitsnt 

Flat ExprossicHi 

10 Q% Damage; Goiniiiy Leyolty 

Unhappy 

Frowning: Face 

7 S%Doniiflg 0 ;LosiEig Loyalty 


LOYALTY 


As long as your current pel is Content or ttappy, the creature's Loyafty rises. Each 
new pet can gain up to five levels of Loyalty; with each, there is an increase in the 
number of Training Points that can be spt^nt teaching your buddy hov\' to fight and 
survive. Before the first Loyalty level is reached, your pet is rebellious and won't be 
able to learn anything that costs points (though the pet will stilJ use any innate pow¬ 
ers that it has, and free abilities, such as Growl, can be taught). 

Each loyalty increase adds one Training Point per level of the creature. Thus, a level 
55 Bear in Winiorspring would gain 55 Training Points each time your Loyally in¬ 
creased, for a total of 275 Training Points. Because innate abilities sMIl cost Training 
Points, your first Loyalty improvement might not yield this full sum! 

The best way to improve Loyally is to keep your pet Happy at all times (a well fed 
pet is a Happy petl, and to take the creature into combat as often as possible. Loyalty 
increases at a much faster rale when your pets are involved in direct fighting, Thus, 
going/afk even with a Happy pet isn't a good technique for raising Loyalty. 


LIONS, TIGERS, AND BEARS 


There are many beasts in the world. 
Finding the one that is right for you 
might take a while and even change as 
your character develops. It takes quite 
some time for pels to really bond to their 
master, so avoid changing pets too often. 

Not every beast can use all the abilities 
you teach. Some body-typei; are inad- 
equate for performing certain attacks. 
Trying to teach a Raptor to Dive is amus- 
ing, but it Is just impossible 


Trainer Abilities 


Great Stamina 


Various beasts also have different diets. Bears and Nightsabres have no qualms about 
eating almost any meat you give them. Striders and Owls are a bit pickier about their 
food. Your pel's diet is listed in the Pet Details screen. One thing that is useful to 
know is that food must be of a certain level to impress your pet Look at the Combat 
Log and see how much Happiness is gained by a specific food type. If the pet is 
only getting 8 or 16 Happiness per tick of eating, the food you are using is no longer 
entirely optimal. Just tossing any food you find down your pet's gullet might keep 
them Happy enough, but it's likely (hat you will need to feed thenn more often. 

Another tip about feeding is that it takes some lime. Have your Hunter solo a crea¬ 
ture while your pet is eating (as long as the pet is on passive, this Isn't a problem). 

Do this because telling your pet to attack stops the feeding and wastes the rest of the 
food. That can get pricey, and you need to feed pets more often. Watch the Combat 
Log to see when the message "Pet Happiness Effect Fades" comes up; that means 
that feeding time i$ over. Sack to the fight, Kittyl 

If you still don't have a Happy pot after a full feeding, go aftead and give your buddy 
some more food. There is no timer that alters how hungry your pet is, so you cannot 
gorge them. 


EXCHANGING SKILLS WITH YOUR PET 

Training has two facets. Hunters teach pets abilities and learn abilities from their 
pets. Many pets naturally have abilities. Learn these by watching your pet perform. 
This usually takes a short while before you gain the ability in the Beast Training 
menu. Once you know the ability, it's possible to teach the ability to any pet you 
gain that is physically capable of the act in question. 

Because of this aspeci, you need to Tame other beasts from time to tirne to learn their 
abilities. To do this, find the Stable Master in your current town and put your favorite 
pet in their keep. This way, you won't have to Abandon it to get a new creature, Hoad 
out into the wild, find the creature that has new abilities for you, and Tame it) Even if 
you don't want to keep the new pet, fight with it a few limes, learn what you need to, 
then Abandon it (right<iick on its portrait to do this). Once you have learned the abik 
ity you sought, return to the Stable Master and get your old pet back, 

A number of Training Abilities are also learned from Pet Trainers in the major cities. 
Talk to these NPCs occasionally and see if they can give you anything. Growl, Resis¬ 
tances, Stamina, and Armor improvements are all gained in this way. Sprint, Attack 
Abilities, Stealth, and various innate actions are gained directly from pets. 

This data was generously provided by Angela acini he'' Adams of the Good 
Intentions guild on Azpol-Nnrub. A speefaj thanks goes out to all the Hunters nf 
Azerolh that constantly provide updates and other contributions to the table. 

< w ww,good intenti onsguild. i nfo/h unters. htmil> 


Hunter 


Paladir 






Natural Armor 


1 

10 

5 

Passive 

Adds 3 Slacruna 

2 

12 

10 

Fflsswe 

Adds 5 SlDfninn 

3 

13 

15 

Passive 

Adds 7 SfnminQ 

4 

24 

25 

Passive 

A(Ws 10 Stomina 

5 

30 

50 

pQSSive 

Atlds DSEnminQ 

6 

36 

75 

teive 

Wl/StomiiiO 

7 

42 

100 

Fossive 1 

Adds 21 Stomno 

8 

46 

125 

Fassi'j^ 

Mds26S!DmBW 

9 

54 

ISO 

Passive 

Adds 32 Stamiiw 

10 

m 

135 

Ptjssiwj 

Adds 40 Stamina 


Rank 

Required Level 

Irainitig Points 

Cost 

EFfed 

1 

10 

1 

Passive 

Adds 50 Aimor 

2 

12 

S 

POssiva 

AddslOOAnmr 

3 

18 

10 

Posswe 

AddsliOAnrar 

4 

24 

15 

Posjiue 

Add& 340 Aimoc 

5 

30 

IS 

PQSS^ 

Adds 330 Amw 

6 

% 

so 

Passive 

Adds 430Ami{)i 

1 

42 

75 

Passive 

Adds 550 Armotf 

6 

43 

m 

POSS!V0' 

Adds 675 Armot 

9 

S4 

125 

Passive 

Adds® 10 Armor 

10 

60 

150 

Passive 

Adds 1000 ArmtM 


K/ 







































































Resistances (Arcane, Fire, Frost, Ni 


Shadow) 


Rank 

Required Level 

Training Points 

Cost 

Effect 


1 

20 

SEoch 

Passive 

Adds 30 Resistance of Selected type (You Con Take All Five) 

2 

30 

ISEocb 

Possive 

Adds 60 Resistonce of Selected Type (You Con Take AH Five) 

3 

40 

45Eoch 

Passive 

Adds 90 Resistance of Selected Type (You Con Toke All Five) 

4 

50 

90 Each 

Possivo 

Adds 120 Resistonce of Selected Type (You Con Take All Five) 

Rfll Growl ■ ^ 





Rank 

Required Level 

Training Points 

Cost 

Effect 


1 

1 

Free 

15 Focus 

Instont Tount, S Second Cooldown, 5 Yord Rongo 


2 

10 

Free 

15 focus 

Instant Tount, 5 Second Cooldown, 5 Yord Ronge 


3 

20 

Free 

15 Focus 

Instont Tount, 5 Second CooWown, 5 Yord Ronge 


4 

30 

Free 

15 Focus 

Instant Tount, 5 Second Cooldown, 5 Yord Ronge 


5 

40 

Free 

15 Focus 

Instant Tount, 5 Second Cooldown, 5 Yard Ronge 


6 

50 

Free 

15 focus 

Instant Tount, 5 Second Cooldown, 5 Yord Ronge 

.1 

7 

60 

Free 

15 Focus 

Instont Tount, 5 Second Cooldown, 5 Yord Range 

V 


Common Animal Abilities 


Bite- 


Purpose: Focus-Efficient Damage 
Not Usable By: Crabs, Scorpids, Owls 


Rank 

Required Level 

Training Points 

Cost 


1 

1 

1 

35 Focus 

Instant Domoge (7-9), 10 Second Cooidown, 5 Yard Range 

2 

8 

4 

35 Focus 

Instant Damage (16-18), 10 Second Cooldown, 5 Yord Range 

3 

16 

7 

35 Focus 

Instant Domoge (24-28), 10 Second Cooldown, 5 Yard Ronge 

4 

24 

10 

35 focus 

Instont Domoge (31-37), 10 Second Coddown, 5 Yord Ronge 

5 

32 

13 

35 Focus 

Instant Domoge (40-48), 10 Second Cooldown, 5 Yard Range 

6 

40 

17 

35 Focus 

Instont Domoge (49-59), 10 Second Cooldown, S Yord Ronge 

7 

1 

48 i 

21 

35 Focus 

Instont Domoge (66-80), 10 Second Cooldown, 5 Yard Ronge 

8 

56 

25 

35 Focus 

Instont Ooraage (81-99), 10 Second Cooldown, 5 Yard Range 



Where to Learn Bite (Rank 1} 

• Dun Mofogh: Snow Tracker Wolf (57), Winter Wolf (6^) 

• Ouiotor; Oreodnww Crocolisk (9*11) 

• EKvytin Forest; Gray Forest Wolf (7-8), Forest Spider (5-6) 

• Mulgore; Pioiiie Stolker (7-8), Prairie Wolf (5-6), The Rake 

• Teldrossil: Gitfryiss the Vte (5), Webwood Venomfong (7-8) 

• ririsfol Gtodes; Night Web Spider (3-4), Night Web Matriarch (5), Rogged 
ScQvertger (2-3) 

Where to Learn Bite (Rank 2) 

• Borfens;OosisSnopiow (15-16) 

• Dun Morogh; Stoiving Winter Wolf (8-9), Timber (10) 

• Elwynn Forest; Mother Fong (1Q+), Prowler (9-10) 

• Lodi Modon; Forest lurker (10-14), Loch Crocolisk (14-15) 

• Mulgora: Prairie Wolf Alpho (9-10) 

• Redridge Mountains; Torontulo (15-16) 

• Teldrossil; Giant Webwood Spider (10-11), Lody Sottiroh (12), Webwood 
Silkspinner (8-9) 

• firisfol Glodas; Vicious Nightwcb Spider (9-10), Worg (10-11) 

• Westfoll; Co/ote (10-11), Coyote Packleoder (11-12) 



Where to Learn Bite (Rank 3) 

• AshenvokGhostpow Runner (19-20) 

• Blackfothom Deeps; Aku'moi Fisher (23-r), Ghomoo'Ro (25) 

• Duskwood; Green Reduse (21-22), Lupos (23 efite) 

• Hillsbrad Foothills: Forest Moss Creeper (20-21) 

• loch Modon; Wood lurker (17-18) 

• Redridge Mountains; Greeter Torantulo (19-20) 

• SilverpineForesF.BIoodsncut Worg (16-17) 

• Stonetalon Peak; Besseleth (21-I-), Deepmoss Creeper (16-17). Oeepmoss 
Webspinner (19-20) 

• Wailing Coverns: Deviote Crocolisk (Elite) 

Where to Learn Bite (Rank 4) 

• Ashenvole; Ghostpow Alpha (27-28), Wildthom Lurker (27*29) 

• Blockfothom Deeps; Aku'moi Soopiow (26+-27 -h), 

GhomooTIo (25+) 

• Duskwood; Block Rovoger (24-25), Block Rovoger Mostiff (25-26), Noraxis 

• Hilsbrod foothills; Elder Moss Creeper (26-27), Giant Moss Creeper (24-25), 
Snopjow (3032) 

• Wetlands: Giont Wetlands Crocolisk (25-26) 

Where to Learn Bite (Rank 5) 

• Afothi Highlonds; Giont Ploins Deeper (35-36), Ploins Creeper (32-33) 

• Bodionds; Crag Coyote (35-36) 

• Dustwollow Marsh: Doikfong Creeper (38-39). Dorkfong Lurker (36-37), 
Dorkfong Spider (35-36), DrywoRow Crocolisk (35-36), Moitted Oiywolow 
Crocolisk (38-39), Mudrock Tortoise (36-37) 

• Thousand Needles: Sporkleshell 5nopper(34-35) 


Where to Learn Bite (Rank 6) 

• Azshora: Timberweb Recluse (47-48), Bodionds: Bornobus (38) 

• Dustwollow Moish; Deodmire (45), Drywoltow Doggerraaw 
(40+-41+), Mudrock Snopjow (4H2) 

• Felwood; felpow Wolf (47-48) 

• Ferabs: Longtoofh Runner (4041), Snorter (42), Undeod Wolf (41,47) 

• Hiiteilonds: Old Cliff Jumper (42), Wilheibork Broodguord (44-45) 

• Seoring Gorge: Rekk'tiloc (48) 

• Stormwind; Sewer Beost (Rore 50 Eire) 

• Swomp of Sorrows: Deothstrike Torontula (4041), 

Sawtooth Snapper (41-42) 

Where to Learn Bite (Rank 7) 

• Felwood;Felpow Rovoger (51-52) 

• llinterlonds: IrorAock (51-52), Sollwoter Snopjow (49-50), Vilebronch Roidiig 
Wolf (5052 Efite) 

• Searing Gorge: Rekk'tiloc (48+) 

• Tonor'is; Giont Surf Gliders (48+'50+) 

• Un'Gofu Crater: Dhk'loc (52) 

• Western Ploguelond: Diseosed Wolf (53-54), Plogue Lurker (54-55) 

Where to Learn Bite (Rank 8) 

• Blockrock Spire; Bloodoxe Worg (55-57) in the patrols right before Holycon, 
ond in the room right ofter Holycon 















































Purpose: Fast Damage 

Not Usable By: Bats, Boars, Crocolisks, Gorillas, Hyenas, Spiders, Tall Striders, Turtles, Wind Serpents, Wolves 


Rank 

Required Level 

Troining Points 

Cost 

Effect 

1 

1 

1 

25 Focus 

Instant Domoge (4-6), No CooWown, 5 Yard Ronge 

2 ' 


4 

25 Focus 

Instant Domoge (8-12), No Cooldown, 5 Yotd Range 

3 

16 

7 

25 Focus 

Instant Domoge (12-16), No Coddo’wn. 5 Yord Ronge 

4 

24 


25 Focus 

Instant Domoge (1®, No Cooldown, fYord Range 

5 

32 

6 iiiif ■ 

25 Focus 

Instont Domoge (21-29), No Cooldown, 5 Yord Range 

6 “ 

4b ^ 


'S Focus 

Instant Domoge (26*36)] No Cooldown, 5 Yord Ronge 

7 

48 ^7:=^: 

21 

25 Focus 

Instant Domoge (35*49), No Cooldown, 5 Yord Range 

8 

56 

^ 25 

25 Focus 

Instant Domoge (43-59)] No Cooldown, 5 Yord Range 



Where to Learn Claw (Rank 1) 

• Dun Mofogh: Ice Qow Bear (7-8) 

• Durotor: Pygmy Surf Crowler (W), Sorkoth (4), Scorpid Workers (3) 

• Tel(lrassiI:Strigid0wl(5-6) 

Where to Learn Claw (Rank 2) 

• Darkshoie; Thistle Bear (1M 2), Tide Crawler (12*14) 

• Dun Morogh; Bjorn (12+), Mongeckiw (11) 

• Durotor: Deothfloyer (11), Encrusted Surf Crowler (9-10), Venomlol Scorpid 
(9-10) 

• Eltrynn Forest: Young Forest Bear {8*9) 

• Orgrimmor: Venom Scorpid (10-11) 

• Sikerpine: Beor 

• Teldrossil: Strigid Hunter (8-9) 


Where to Learn Cower (Rank 1) 

Borrens: Elder Ploinstiider (8-9), Fleeting Ploinstrider (12-13) 

Ooikshore: Foccststrider Fledging (1 M3), Moonslolker Runt (10-11) 

Dun Mofogh: Juvenile Snow Leopord (5-6) 

Durotor Durotor Tiger (7-8) 

Mulgore; Elder Hoinstiider (8-9), Fiotland Cougar (7-8), Mozzronaciie (9) 
TeMrossil: Mangy Nightsober (2), Niglhtsaber (5-6) 

Tnsfol Glodes: Greater Duskbot (6-7) 


Where to Learn Claw (Rank 3) 

• Ashenvole: Ashenvale Beor (20-24), Clonering Crawler (19-20) 

• Blockfothom Deeps: Skrttering Crustoceon (22-^23-1), Snapping Ciustoceon 

{23+'24+) 

• Dorkshore: Den Mother (18-19) 

• HillsbrodFoothils: Gray Bear (21-22) 

• Loch Modan: Block Bear Potriorch (16-17), Ot" Sooty (204) 

• Westy: Shore Crawler (17-18) 

Where to Learn Claw (Rank 4) 

• Ashenvole: Elder Ashenvole Beor (25*26), Mountoin lion (25) 

• Blockfothom Deeps: Boibed Crustoceon (25-r‘26-i-) 

• Desoloce:S(orpQshiSnflpper (30-31) 

• Thousand Needles: Scorpid Reover (30-31) in Shimmering Plots 

Where to Learn Claw (Rank 5) 

• Desoloce: Scopshi Losher (34-35) 

• Dustwollow Marsh: Drywollow Snopper (37-38) 


Where to Learn Cower (Rank 2) 

• Barrens: Omeiy Ploinstrider (16-17), Sovonnoh Potriorch (15-16) 

• Dorkshore: Giant Foresistrider (17-19), Moonslolker Sire (17-18) 

• Hiilsbrod Foothills: Storving Mountain lion (23-24) 

• Stonetolon Mountains: TwiKght Runner (23-24) 

Where to Learn Cower (Rank 3) 

• Hiilsbrod Foothilb: Feral Mountain Lion (27-28) 

• Rozorfen Kraul; BKnd Hunter (32), Kroul Bat (31-t-) 

• Stronglethom Vole: Ponther (32-33), Young Stranglelhorn Ponther (30-31), 
Young Stronglethom T^ (30-31) 

• Thousand Needles: Crog Stalker (25-26) 


Where to Learn Claw (Rank 6) 

• Ferolos: Ironhir Bear (41-42) 

• Stronglethom Vole: King Bongolosh (43 Elite) 

• Swomp of Sonows: Alonstroos Crawler (43-44), Silt Crawler (40^1) 

• Tonoris: Scorpid Hunter (4041) 

Where to Learn Claw (Rank 7) 

• Blosted loads: Clock the Reover (SSr-) 

• Burning Steppes: Deothlosh Scorpid (54-55) 

• Felwood: Angerclow Mouler (49-50), Ironbeok Hunter (50-52), 

Olm the Wise (52) 

• Ferolos: Ironfur Patriarch (48-49) 

• Western Ploguelonds: Diseased Grizzly (55-56) 

• Winterspring: Shordtooth Bear (53-55), Winterspring Owl (54-56) 

Where to Learn Claw (Rank 8) 

• Winterspring: Elder Shordtooth (57-58), 

Winterspring Screecher (57-59) 


Where to Learn Cower (Rank 4) 

• Bodionds: Ridge Huntress (38-39), Ridge Stalker (36-37) 

• Utdomon: Shrike Bat (38-39) 

Where to Learn Cower (Rank 5) 

• Eostem Ploguelorvds: Noxious Hoguebot (54-56), Ptoguebot (53-55) 

• Stronglethorn Vole: Joguero StoBcer (SO) 

Where to Learn Cower (Rank 6) 

• Eostem Ploguelonds: Monstrous Ploguebof (56-58) 

• Winterspring: Frostsober Cub (55-56) 


Purpose: Engages Target at High Speed 

. ■■ Not Usable By; Bears, Crabs, Crocolisks, Gorillas, Raptors, Scorpids, Spiders, Turtles, Flying Creatures 


Rank 

Required Level 

Training Points 

Cost 

Effect 

1 

30 

15 

20 Focus 

Increases Movement Speed by 40% for 15 Secotrds, 30 Second Cooldown 

2 

40 

20 

20 Focus 

Increoses Movement Speed by 60% for 1S Seconds, 30 Second Cooldown 

3 

50 

25 

20 Focus 

Inaeoses Movement Speed by 80% for 15 Seconds, 30 Second Cooldown 



Cower # 


Purpose: Reduce Pet Aggro 
Not Usable By; N/A 


Rank 

Required Level 

Training Points 

Cost 

Effect 

1 

5 

8 

15 Focus 

Reduces Pet Aggro, 5 Second Cooldown 

2 

15 

10 

15 Focus 

Reduces Pet Aggro, 5 Second Cooldown 

3 

25 

12 

15 Focus 

Reduces Pet Aggro, 5 Second Cooldown 

4 

35 

14 

15 Focus 

Reduces Pet Aggro, 5 Second Cooldown 

5 

45 

16 

15 Focus 

Reduces Pet Aggro, 5 Second Cooldown 

6 

55 

18 

15 focus 

Reduces Pet Aggro, 5 Second Cooldown 


Where to Learn Dash (Rank 1) 

• Bodionds: Broken Tooth (37), Crog Coyote (35-36), Elder Crog Coyote (39- 
40), Ferd Crog Coyote (37-38) 

• Desoloce; Bonepow Hyeno (33-35), Mogrom Bonepow (37-38) 

• Scorlet Monostery; Scoriet Tracking Hound (33-34) 

• Stronglethom Vole: Kurzen War Tiger (32-33), Stronglethom Tiger (32-33) 

• Swomp of Sorrffws- Swomp loguor (36-37) 


Where to Learn Dash (Rank 2) 

• Bodionds: Ridge Stalker Potriorch (40-41) 

• Blosted Lords: Ashmone Boor (48-49), Gtunter (50) 

• Ferolos: Longtooth Runner (4041) 

• Hinterlands: Old Cliff Jumper (42), Silvermone Stolcer (47-48) 

• Stronglethom Vde: Bhog'thero (40+), Elder Shodowmow Ponihet (41-43), 
King Bongdosh (43 Elite) 

• Tonaiis: Blisletpaw Hyeno (44-45), Rabid Blbrerpow (47-48), Starving 
Blisterpow (41-42) 


Where to Learn Dash (Rank 3) 

• Blockrock Spires: Blockrock Worg (54), Bloodoxe Worg (55-57) 

• Blosted lands: Hyena Rovoge (Flite) 

• Hinterlands; Vilebranch Roiding Wolf (50+-5U) 

• Winteispring; Froslsobei Huntress (58-59), Frostsober Striker (59-60), 
Rak'shiri (rote blue frostsober) 






















































Purpose: Engages Target at High Speed 
Not Usable By: Any Land Creature 


Rank 

Required Level 

Training Points 

Cost 

Effert " 

1 

30 

15 

20 Focus 

inaeoses Movement Speed by 40% for 15 Seconds, 30 Second Cooldown 

2 

40 

20 

20 Focus 

Inaeoses Movement Speed by 60% lor 15 Seconds, 30 Second Cooldown 

3 

50 

25 

20 focus 

Increoses Movement Speed by 80% for 15 Seconds, 30 Second Cooldown 


Where to Learn Dive (Rank 1) 

» Aralfii Highlands; Meso Buzzord (34-35), Young Weso Buzzotd (31-32) • 

* Desoloce: Oreod Flyer (36-37) • 

» Razorfen Kroul: Razorfen Kroul Bot (30-31) 

» Desolace: Dreod flyer (36-37) • 

* Uldomon; Shrike Bat (38-39) 

Race-Spegific-Animal Abilities’ 


Where to Learn Dive (Rank 2) 

* Felwoodilfonbeok Owl (48-49) 

• ferolos; Arosh-ethis (49). Rogue Vole Screecher (4W6), Vole Saeecher 
(41-42), Wind Serpent (44) 

► Tonoris: Fire Roc (43-35), Roc (41-43) 


Purpose: Charge Enemy, Stun Them, Increase Attack Power for Next Strike 
Only Usable By: Boars 


Where to Learn Charge (Rank 1) 

• Ourotor; Mottled Boor (1-2), Dire Mottled Boor (6-7), Elder MolHed Boor 
(8-9), Corrupted /Aottied Bcwr (10-11) 

• Dun Morogh: Smoll Crog Boor (3), Crog Boor (5-6), Lorge Crag Boor (6-7), 
Elder Crog Boar (7-8), barred Crog Boor (9-10) 

• Elwynn Forest Stonetusk Boor (5-6), Porcine Entouroge (7), Rockhide Boor 
(7-8), Princess (9), longsnout (10-11) 

• Mulgore; Bottleboor (3-4), Bristlebock Bottleboor (4-5) 

• Teldrassil: Young Thistle Boor (1-2), Thistle Boor (2-3) 

Where to Learn Charge (Rank 2} 

• loch ModoniMongy Boor (15) 

• Redridge Mountains; Greot Gorefusk (16-17) 

• WestfoK: Young Goretusk (12-13), Goretusk (14-15), Greot Goretusk (16-17) 


Where to Learn Charge (Rank 3) 

► Rozorfen Kroul; Agom'or (24-25), Raging Agam'or (25-26), Rotting 
Agom'or (28) 

► Redridge Mountains: Bellygrub (24) 


Where to Learn Dive (Rank 3) 

• Bodbds: Zaritod (55) 

• Blosted lands: Spitefloyer (52+) 

• Eastern Plagoelonds; Ploguebot (53-55) 

• Felwood: Ironbeok Hunter (50-51), honbeok Screocher (52-53), Oim the Wise 
(52) 

• Western Ploguelands: Corrion Vulture (51-52) 

• Winterspring: Winterspring Owl (54-55), Winterspring 5cr«ecfier (59) 


Rank 

Required Level 

Troining Points 

Cost 

Effect ^ 

1 

1 

5 

35 Focus 

Cborge, 1 Second Stun, +50 AP for Next Attack, 25 Second Cooldown 

2 

12 

9 

35 focus 

Chorge, 1 Second Stun, +100 AP for Next Attock, 25 Second Cooldown 

3 

24 

13 

35 Focus 

Charge, 1 Second Stun, +180 AP for Next Attack, 25 Second Cooldown 

4 

36 

17 

35 Focus 

Charge, T Second Stun, +280 AP for Next Anack, 25 Second Cooldown 

5 

48 

21 

35 Focus 

Choige, 1 Second Stun, +390 AP for Next Altock, 25 Second Cooldown 

6 

60 

25 

35 Focus 

Charge, 1 Second Stun, +550 AP for Next Attack, 25 Second Cooldown 


Where to Learn Charge (Rank 5) 

• Blasted Lands: Ashrnone Boor (48-49) 

Where to Learn Charge (Rank 6) 

• Eostern Ploguelands: Plogoed Swine (60) 


Purpose: Add Physical Damage to Next Attack for All Croup Members 
Only Usable By: Wolves 


Rank 

Required Level 

Training Points 

Cost 

Effect * ^ ' 

1 

10 

10 

60 focus 

Adds 9*11 Domoge on Next Physicol Altock (All Group Members within 15 Yords), 10 Second Cooldown 

2 

24 

15 

60 Focus 

Adds 18-22 Domoge on Next Physicol Attock (AK Group Members within 15 Yards), 10 Second CooWown 

3 

40 

20 

60 Focus 

Adds 28-34 Domoge on Next Physicol Attock (All Group Members within 15 Yords), 10 Second Cooldown 

4 

58 

25 

60 Focus 

Adds 45-57 Domoge on Next Physico! Attack (Ail Group Members within 15 Yords), 10 Second Cooldown 


Where to Learn Furious Howl (Rank 2) 
• AshenvQle;6hostpawAlpho (27-28) 

Bodlonds; Elder Crog Coyote (36-40) 

Duskwood; Block Ravoger Mostiff (25-26) 

Ferolos: longtooth Howler (43-44) 

Hinterlonds; Silvermone Howler (45-46) 



Where to Learn Furious Howl (Rank 3) 
Felwood: Felpow Wolf M7-48) 

Ferolos; longtooth Runner (4041), Snorter (42) 

Hinterlonds: Silvermone Wolf (4344) 

Where to Learn Furious Howl (Rank 4) 
Blockrock Spires: Bloodoxe Worg (55*57) 






































Purpose: Ranged, Nature-Damage Attack 
Only Usable By: Winged Serpents 





; Rarft Required Level TrdDing Points to Effect 

1 

1 

5 

so Focus 

Deals T VIS Mature Damage to On® liget 

2 

!Z 

10 

50 Foots 

Dds 2V25 Mature Damr^ to OneTcBgef 

3 

24 

IS 

SO FotiK 

Deals 36-42 Noture Ooawge to One Target 

4 

36 

15 

50 FtKMS 

DeoEs 51-61 Nature Oonwga to One Target 

5 

48 

20 

50 focus 

Ddb 78-92 Nature Damage to One Target 

6 

60 

25 

50 Focus 

Deoils 99-113 Molure Damage to Ore Target 


Where to Learn Lightning Breath (Bank 2) 

• Boftens: Deviate Coler 06 ESteb Dewiale Oreadlong (21 Elite], Pevipie 
Stiiglosli (16 Elite), GraolErTliuntiarhawk (23), Thundarhowk Clowbcwper 
(20UhurMjefh(iwtMhl[!g OB, 20] 


Where to Learn Lightning Breath {Rank 3) 

• Baf[e[K;WoshtePDvme{25) 

• Feralos; Rogue Vdo Scieedrer (45'46], Vble Soeecher (4142) 

• Thousand Mies; Geud Setpent [25], Elder Quud Serpeni [27''28), 
Venemous Cloud Se^iir (26) 

Where to Learn Lightning Breath (Ran]< 4} 

• Feialps: Rogue Vole Soeechw (46), Vale Screectier [41) 

• Sunken Temple (Swamp of Sorrows]; Spowe of Hakkor (SI Elite) 


Where to Learn Lightning Breath (Rank 5) 

• Fewlos: Anish^tisli (49) 

• Sunken Temple (Swamp of Sorrows]: Hotkorl Sappers (?}, Hakkarl 
Frasiwings (?], Spawn of HoUcnr (SI Elite) 

Where to Learn Lightning Breath (Rank 6) 
■ Id'Guinib; Son of Hokkur 


Bi| . 


Purpose; Stealth, Strong Initial Attack 
Only Usable By: Cats 


Rank 

Required Level 

Training Points Cost 

Effect 

1 

30 

15 

40 Foots 

Steollh w/ 5066 Wovemenf, 12064 Initiol Allock, 10 Setorrd Cooldown 

2 

40 

20 

40 Focus 

Stsollfi w/ 55% Wavement, 135% Initiol Attack, 10 Second CooldoV/u 

3 

50 

25 

40 Fmos 

Steal w/ 60% Movemeet, 150% Initial Attack, 10 Second Cooldowi 


Where to Learn Piowl (Rank 1} 

Alleroc: Woviitain lion (32^33) 

Bfuflnnds: Ridge Stolbi (37) 

Stranglelliom Vale; Shadowmaw huither (3?'38) 
Swamp of Sonows: Shodow Banttier (39) 


Where to Learn Prowl (Rank 2) 

Bodlanijs: Ridge Stalker Potriarch (4041) 

Stranglelhom Vale; Ektef Shadowmaw Poniher (4243) 


Where to Learn Prowl (Rank 3) 

Slrangitethom Vala; Joguero Stalker (50) 

Wintarspniv^: Fiostsohar Stolbr (S940) 



Purpose; Poison DOT 
Only Usable By: Scorpicis 


Rank Required Level Troirring Poinis Cost Effect 

1 

3 

10 

30 Focus 

10 Nature Damage Over 8 Seconds, Sincb Up to 5 limes, 4 Second Cooldown 

2 

24 

IS 

30 Fcrcus 

IS Nalure Damage Over 8 Seconds, Stocks Up to 5 Times, 4 Second Cooldown 

3 

40 

20 

30 Focus 

30 Noture Dama^ (hm 8 Secorifite, Stacks Up to 5 Tmes, 4 Second CoeMown 

4 

56 

25 

30 Focus 

40 MaluEB Dama^ Over .8 Secarnte, Stacks Up to 5 Toites, 4 Setcmd Caoldown 


Where to Learn Scoipid Poison (Rank 1} 

• Barrens: SilM Creeper (2[)'21), Sililhild Swarmer (21 ■22) 

• Durottt: Corrupled Scorpid (10-11), Death Floyer [11), Venamlail Srorpid (9'10) 

Where io Learn Scozpid Poison (Rank 2) 

• Besolrxe: Scorpnshi Snapper (SO-Sl) 

• Thou^ond Mb [Shimmering Flote): Sccrpid Reaver (32), Scarpid Tenor (33) 


Where to Learn Scorpid Poison ("iconic 3} 

• Bbiad Ionite: Clotk tire Reover (53), Scorpok Stinger (SOS 1) 

• Byrnirg Steppfts; Deathlosh Sroipid (54-5 5] 

• SilithiK:Stonelasli Scorpid (53-55) 

• tariafis: Storpid Buneslalket [4?], Scorpid Hunter (4(k41), Scarpid Toil 
Lasher (4344) 


Where to Learn Scorpid Poison (Rank 4) 

• Burning Sleppes; foedtiw Scorpid (57), fireioil Scorpid (56-5?) 

• Siliihus: Krellock (56), Sionefcish Floyer (56^9), Siondosh Fincher (SB-S?) 


Screecli 0 


Purpose; Light Damage, Aote Enemy Attack Power Reduction 
Only Usable By: Bats, Carrion Birds, Owls 


^ ' Rank Required Level Troining Points Cost Effect 


S 

10 

20 Focus 

Single Target Takas 7-9 Domoga, Nearhy Ensaies looc 25 AP 

T ‘ ' 

24 ; 

15'"‘ 

20’^Focus 

:SlngteTMg^ Takes i 24|]DprragaJ^tlvTnemies Lose SO Af 

3 

48 

20 

20 Fcjtus ' 

Single Target Takes 19-25 Donwge, HBaiy Enemiies lose 75 AP 

4 

56 

25 

20 focus 

, Sir^Torgit Tokos 26r46j0gii^/ NwhIiy. Enemies Lose 100,AP * ^ 


Where to Learn Screech (Rank 1) Where to Learn Screech (Rank 3) 

• We^tloB: Grenier Fleshiipper [16-17) • Febood: Iroahenk Owl [4B-49), Olm the Wise (52) 

• Western Plogadands; Carrion Virlture (50-52) 

Where to Learn Screech (Rank 2) 

• Desolotft: Dread R|pper (3940) 

• ThausDOEl Keedles (Sliimmering flats); Salt Flats Vulture [34) 

• fcoci: Shrike Bgt (3G Elite) 


Where to Learn Screech (Rank 4) 

■ Eo^orn Pfoguolands: Moistraus Flaguehat [56-53) 

■ Winlersprkig: Winlersprihg Srreether (57-59) 




























































Purpose: Immense Boost to Survivability 
Only Usable By: Turtles 


Rank 

Required Level 

Ifoining Points 

Cost 

Effect 

1 

20 

15 

10 Focus 

Hobes Oomoge Token, 43% Longer Between Attacks, 12 Second Ourolicn, 

3 Minute Cooldown 


Where to Learn Shell Shield (Rank 1) 

• Allwoc ttounfains; Turtle (?) u 

• Blackfolhom Depths: Aku'moi Fisher (23’t-), Ghomoo'Ra (25-i-) iifHJMi 

• Hillsbrod:SoQpiow{30-3]) i " 

• Tanofis; Gioof Surf Glider (48-50 f lite) 

• Woiling Crwems: Kresh (20 Elite) 



Purpose; AoE Nature Damage 


Rank 

Required Level 

Training Points 

Cost 

Effect 

1 

30 

15 

60 Focus 

Oeols 67 lo 77 Noture Domoge to All Enemies Within 8 Yords, 1 Minute Cooldown 

2 

40 

20 

60 Focus 

Deals 87 to 99 Nature Domoge to All Enemies V/ithin 8 Yords, 1 Minute Ccoldown 

3 

50 

25 

60 Focus 

Deols 115-133 Noture Damage to AH Enemies Within 8 Yords, 1 Minute Cooldown 



Where to Learn Thunderstomp (Rank 1) 
Stranglethwn Vole: Jungle Thunderer (37-38). Mistvole Gorillo (32-33) 


Where to Learn Thunderstomp (Rank 2) 

Ferolos; Groddoc Thunderer (49) 

Sfronglethorn Vole: Elder Mistvole Gorillo (39-41) 


Where to Learn Thunderstomp (Rank 3} 
Un'GoroCroten U'cho (55), Un'Goro Thunderer (52-53) 


CHOOSING YOUR PROFESSION 



For a first-lime character. Skinning and Leatherworking offer a great deal to a Hunter (especially with Cooking and First Aid on 
the side). These give Hunters a great deal of independence. Cook your own food, and make plenty for any meat-eating creatures 
as well. Bandages for yourself or your pet, and craft armor from the creatures you kill. 

A more damage-oriented option is to take Mining and Engineering as your professions. Combined, these allow Hunters to craft 
their own rifles and ammunition (a considerable boon indeed, given that store-bought ammo is lower DPS on the whole). Engi¬ 
neering also provides Scopes to increase ranged damage and explosives too! 

Fishing is another secondary trade to consider. Some of the pets prefer fish instead of terrestrial meats, and it doesn't take too 
long to drop a line and pick up goodies for your pet in many locations. Though not a huge benefit, this i$ a slight money-saver 
for the cost-conscious players. 


Hunters, like casters, use Mana for their special attacks. These abilities either do extra Damage, hinder the enemy's abilities, 
protect the Hunter, or help the Hunter's Pet. Mana can be raised by items with +lnteilecl and it recovers fastest when you are 
not using abilities. A generic Hunter trick for saving Mana is to use abilities in a burst at the beginning or end of a fight, and to 
regenerate Mana for the rest of the fight while relying on your pet and autoshool for DPS. 

Be sure to optimize your Hunter's quickbars. This is a class with many abilities, and things can get very confusing if you toss 
everything together without rhyme or reason. Keep ranged abilities together, push melee abilities onto a secondary bar unless 
you are a Survival Hunter who does a great deal of melee fighting, and keep traps and tracking on entirely separate bars as well. 
This leads to clean ability use (relying on the keyboard for faster functionality instead of mouse-clicking, which is way too slow 
in most end game or PvP skirmishes). 


Beast M asteryS^ 




Aspect df ' th'e Monkey 


Aspect of the Monkey is used when your Hunter is in melee against a non-Warrior and wants to 
increase the chance for a Dodge to occur. 


Rank 

Level 

Mono 

Ronge 

Casting Time 

Cooldown 

Cost lo Train Effect 

1 

4 

20 

— 

1C 

— 

1 # Ibe hunter takes on the ospects of o monkey, increasing chonce to dodge by 8%. Only one Aspect con he octive ot o time. 


Aspect of the Hawk 


Aspect of the Hawk increases the Ranged Attack Power of your Hunter (by a fair margin). This is often the 
default Aspect for Hunters as they rise through the levels. 


Ronk 

Level 

Mona 

Range 

Casting Time 

Cooldown 

Cost to Train 

Effect 

1 

10 

20 

— 

1C 

— 

4# 

Ike hunter takes on the ospects of the hawk, ifKreosing Ronged Attack Power by 20. Only ooe Aspect con be octive at o time. 

2 

18 

'~l5 

— 

1C 

— 

20 e 

The hunter takes on the aspects of o hawk, increasing Rongod Attoik Power by 35. Only one Aspect can be ocfhre ol a lime. 

3 

28 

50 

— 

1C 

— 

80^ 

The hunter takes on the ospects of the hawk, inaeosng Ranged Attack Power by 50. Only one Aspect con be active ot o time. 

4 

38 

70 

— 

1C 

— 

1#60# 

The hunter fakes on the ospects of o howk, increasing Ranged Attack Power by 70. Only one Aspect con be active ot a time. 

5 

48 

90 

— 

1C 

-. 1 

3 #209 

The hunter takes on the aspects of a howk, increosing Ronged Atlock Power by 90. Only one ospect con be active ot o time. 

6 

58 

no 

— 

1C 


4#80# 

The hunter takes on the ospects of o howk, incfeosing Ronged Attack powers by 110. Only one Aspect cwi be QCtive at 0 time. 

7 

60 1 

120 

— 

1C 

— 

— 

The Hunter takes on the Aspect of the Howk, increasing Ronged Attack Power by 120. Otdy one Asped con be active ot o time. 



















































Mend Pe^ 


Mend Pet mu5t be used within c[ose proximity to your pet. This ability heals your 
beloved friend, generating a fair amount of Threat in the process. Be careful not to 
I heal too often in battle! 


Rank 

Level 

Mana 

Range 

Cosling iime 

Caoldown 

Cost Ifl Train 

Effect 

1 

12 

50 

20 yd 

Cbantiebd 

1 

6# 

Heals viouf pet 20 healrt! eveiy second i^ifale you focui. bsts S sec. 

2 

20 

90 

20v<l 

Chainded 


Z2# 

Heals youf pet 38 health ewery second while yoti focus, taste 5 sec. 

3 

28 

155 

2D)d 

Chunnebed 

— 


Heats your pet 68 health every secow) whife yrm focus, lasts 5 sec. 

4 

36 

225 

20^ 

OinnEieled 

— 

1#40# 

Heofe yaur pet 103 health every secoad while you focos, Loste 5 s«f. 

S 

44 

300 

20 yd 

ChnrnBl&d 

— 

3 #60# 

tteflis yptir pet 142 heollh eveiy second while you focas.. tcisls S sec. 

(r- 


wi 

20 yd 

Qionitekd 

— 

4# 

Heals ywir pet 139 health every second while yw kus. taste 5 sec. 

1 . 

60 

480 

20 yd 

Dunnsy 

— 

5# 

Heofc your pet 245 heolth every second whib you focus, lasts 5 sec. 


M 


Eagle Ey^ 


Eagle Eye allows Hunters to throw their view forward, scouting very distant positions 


Rank 

Level 

Mana 

Range 

ending Time 

Cooldown 

CosIIoTicifi 

Effect 

1 v* 1 

UB 

25 

50000 yd 

Channel 

i — 

\Ut» 

Zooms in the Hunter's vision. Only useable ooldooi^. Lasts 1 min. 


Eyes of the Beast is an ability with great potential, and few Hunters use it as often as they should. 
MyCS of 3ets you lake direct control of a pet! Use this to scoot ahead even while indoors 



^which Eagle Eye oanT do), to distract foes, lead enemies away from a desire camp or goal 


Rank 

level 

Mona 

Range 

Costing Time 

CooWowrt 

Costtolroin 

Effect 


uB 

20 

1 50000 yd 

1 2 sec ' 

— 

12« 

Tab direct oantral of your pet and see through te eyes k 1 mir, | 


Scare Beast 


Scare Beast js a Fear ability that works against Beasts feven Druids in Feral form). 


Rank 

Level 

Mono 

Range 

Casting Tjtne 

Cooldown 

Cost to Troll? 

E^ecl 

1 

14 

3S 

lOyd 

1.5 SBC 

30 set 

12# 

Scales 0 beost causing it to nin in fear for op to 10 sec. Damage (onsed moy iutetjopt the elTect. Only oug beast cen k feared at a time. 

2 

30 

so 

lOyd 

1.5 sec 

30 sec 

60# 

Scores a beast, causing it to run In fear for up to 15 sec. Damage caused may Interrupt the effect. Only one beost con he fBoied at o time. 

3 

46 

75 

10yd 

T5 sec 

30 sec 

2#S0# 

Scores a heest, cauang if to run in fear lor up to 20 sec. Oamnge caused may interrupt the effect, ftily one beast con be feored at a lime. 



A Kn^rt Cheetah is used as a modest travel ability. This Aspect raises a Hunter's movement rate by 30%3 However, 

- " ' I I .1 ■■ any damage dealt to your Hunter causes a Daze effect. 


Ranlc 

Level 

Mono 

Rtmge 

Casting Time 

Coolijown 

Cost to Train 

Effect 

K/A 1 

20 

I 

40 

1 

L- 

1C 

— 

22 9 

The hunt® takes on tho aspecis of o dieeiah, Leasing movement speed by 30%. If the hontor takes damage she will k rlazed for 4 sec. Only one Aspect 

HDi b(3 active at o fime. 

WM 

1 Beast Lo^ 

Beast Lore is a ri iffy ability that changes the details you receive about a given Beast, Instead of just knowing the 
— creature's level and such, your Hunter can see thetr health, armor. Resistances, abilities known and diet. 

Route 

level 

Marta 

Range 

Costing Tltne 

Coofdcrwri 

Cost to Troin 


N/A 

24 

40 i 

40yd 1 

1C 

— 

70# 

Gather rnformrjlion about the target beast. The loollip will display damage, health, ormor, any special resisiontes, and diet. 


IntimidaSon*'' 


Intimidation is a Talent-learned ability that allows Beast Master Hunters to Stun targets with their pet 


Runk Prerequisife 

Effect 

1 2Q Paints in Benst Mastery 

Cammand your pet to intwriiaie Ihe forget on the neict successful melee ottock, cousing a high amount of threat and stunning the laigetfor 3 sec. 


Aspect of the Beast is a PvP tool to be used against other Hunters, and Dru- 
d t Form. When this Aspect is active, your Hunter will not show up 

— s pec OJ' e classes are using Track Humanoids. 


Rank 

Level 

Mqna 

Ronge 

Costing Time 

CooklowTt 

tost to Train 


B/A ] 

30 

50 

1C 

— 

— 

«0« 

The hunter takes on the aspects of a beast, hecominp mutreckahle. | 

1 

\ A . Aspect of the Pack is a wonderful ability, but it can get you ir>to real trouble. This Aspect grants Aspect of the Cheotah to your 

Rank 

Level 

Mono 

Range 

Casting Time 

Coofdown 

Cost to Train 

Effect 


1 

1Q0 

— 

1C 

— 

19S09 I 

The hunter ond group memkts lake m the aspecis d a pack of rheetabs, increasing movemnait speed by 30%. If o pack member takes domaio, they will b 
dozed lor 4 SM. Ohly one Aspect can be actwe ot a time. 



Bestial Wrath is a Talent-learned ability from the end of the Beast Mastery tine. Beast Master Hunters can 
Bestial ^ mighty rage, having iheiri deal far more damage and be immune to almost all forms of 

—. crowd control. 


Rank 

Prerequisite 

iffeef 

1 

30 points in Beast Mosfoiy, 1 Point in IntimidofiDn 

Send your pot into a rage causing 50% oddiitonaF domogc for l£ see. While enroged, the beast cannot b stopped by any moons. 






































































































Aspect of the^WUd^ 


Aspect of the Wild fncreases Nature Resfstance for your group. 


Rank 

level 

Mona 

Range 

feting Time 

Cooyown 

Co5f fe Train 

Effect 

] 1 


?0 


s 1 

_ 1 

2«80# 

Ihe hiinter and gtwp members willtifi 30 yards lake on the aspect of ike wild, increosing HoMe resistonce hy 45. Only one Aspect mn be odiva or o time. 

2 , 

54 1 

115 

- 1 

1C 

- - 1 

4 #60# 

The hunter ond his group mke cwi Ihe erspert of itte wiW, inaeosing Nolure resistence by 60. Only one Aspect can be odwe of o rioie. 


BB Tranquiluin^^t 


Tranquilizing Shot i$ an ability for Molten Core raiders. This is 
learned off of a book drop and is used to remove frenzy effects from 
certain bosses (Magmadar of Molten Core is the prime example). 


Ronk 

Level 

Wfliia 

Ronge 

fefingllFne 

CooMown 

Effeth 

LU 

1 ^0 ' 

ryo] 

a-35yd 

1C 

ITOsec 

Attempt 10 remove) Frerrzy effect f/om m erremy creoium. 


Marksmanship^ 



Se rpent'siiiig 


Serpent Sting is an instant ranged DOT that deals a fair slice of damage. 


Rank 

Level 

Mane 

Range 

Casting Time 

Cooldown 

fettaTroin 

Effeit 

I 

' 4 

1 

' B-35yd 

It 

1 — 

1# 

Stings the foiget, rausing 20 Nature damage over 1S sec. Only one Sting per Hunter ran be cttiive on ony one target. 

2 

to 

30 

S'35vd 

't 

— 

4# 

Slings the target, rausing 40 Nofure domoge over 15 sec. Only one Sting per Huftter ran be oetke on ony one target. 

3 

18 

50 

6-35 yd 

1 ^ 

— 

2D 9 

Stings the torgel causing 80 Nolure domoge over 15 sec. Only one Sling per Hunter can be active on any one target. 

4 

26 

80 

e-35yd 

1C 

— 

7fi# 

Stings the target, causing 140 Mature domoge over 15 sec, Only one Siiag per Hunter con be active an ony one target 

S 

34 

115 

8-35 Id) 

fC 


1#20# 

Stirrgs the target, cDusing 210 Nature damage over IS set. Only oae Sting per Hunter con be octw on ony one loiget 

6 

42 

ISO 

MSyrl 

.JC . 

— 

2#40# 

Stings the toigel, causing 290 Noture damrjge over IS set. Only one Sting per Hunter cfin be oclive on any one toget. 

1 

JLj 

190 

8 35 yd 

1C 1 

— 

3 #60# 

Slings the target enusing 385 Noture domage over IS sec. Only one Sting per Hunter ran be oclive on any one lorget. 

8 j 

58 

230 

8 35 yd 

1C ' 

■' 1 

4 #80 9 ’ 

Slings the lorget, cousing 490 Nofuie domage over 15 sec. Only one Sting per Hunter ran bo oclive on any one target 

9 

60 

250 

^3Syd 1 

1C 

— 

__ 1 

Stings Ihe lorget, coiistng 555 Naiwo damoge over 15 sec. Only one Sling per Hunter ran be acJivB on any one target 


Arcane Shot is not very mana efficient on damage, but it is an instant attack that IsnT miti' 
gated by armor. In addition, anything that raises Arcane damage assists Arcane Shot (not that 
many Hunters are going to seek +Arcane gear except for specific circumstances). 


— 

Rank 

level 

Mona 

Ronge 

CasHng Time 

Cooldown 

Cost to Trijin 

£Het} 

1 

1 6 

1 25 

^35 yd 

tc 

6 sac 

1# 

An Instant shot thot causes 13 Arcane Domcige 

2 

12 

1 35 

3-35 yd 

1C 

6 sec 

6# 

An Insrontstwi thoT causes 21 Arcane Dcnrioge 

3 

20 

50 

835^8 

1C 

6 sec 

229 

An instent shot ibot couses 33 kone damage. 

4 

28 

80 

S-35yd 

1C 

6s6C 

80# 

An Instant sfioi that couses 59 Arcane damage. 

5 

36 

105 

8-35 yj 

1C 

6 sec 

19409 

An instant shot that causes 83 Arcane domage. 

6 

44 

135 1 

0^35 yd 

IC 1 

6 sec 1 

2# 60# 1 

An instant shot tbot causes) 15 Arcoue damage. 

7 1 

52 

UD 

8-35 yd 

(C I 

6 sec 

4# , 

An inslont shot ihat causes 145 Arcone domcige. 

8 

60 

190 : 

8-35 yd 

fc 

6 sec 

5# 

An instoiil shot Itial causes 183 Arcane domoge. 



Arcane sH'ot 



Hunter’s^Mdrk 


Hunter's Mark places a debuff on a target that keeps them highl ighted on your mrnimap (even if they Stealth in the future). 


Rank 

Level 

Manti 

Rtifigo 

Costing Tme 

Cooldown 

Cost to Train 


1 

6 

1 

15 

100 yd 

1C 

1 

If# 

1 Places the Hunter's Mork on the target, increosing Ihe Ranged Attack Power of dt ottockets ogainst Ihet target by 20. In oddifion, ibe lorget af ibis cbility can 
always be seen by ihe liuntei whether it sfeolths or turns invisible. The target also oppears on the mrnknnp. Losts for 2 mins. 

2 

22 

30 

100 yd 

IC 

1 

409 

Ptaces the Kuntef's Work on the forget, increasing the Ronged Atteck Power of aR attackers agoinst tliat iorget hy 45, In addition, the target of this abifsry con 
olvrti'ys be seen hy the hunter whether 8 steolths or turns invisibfe, The target oho appears m the mrni-fflnp, lusts for 2 mitts. 

3 

40 

45 ' 

100 yd , 

1C 

— 

t#80# 

Ploces the Hujtter's Work on the target, inctensing the Ranged Atfock Power cf dl oftotkeis aeoinst thot ta/get bv 7S. in qsidftion, ilie lorger of ite obditv can 
olwofs be seen by itie ftunfor whether it sieolilfs or turns invtsihle. The tergef so appeois on ifie minHnop, lasts for 2 mins. 

4 ' 

53 1 

60 

100 yd 


— 

4^?80# 

1 

Plaras the Hunter's Work on the forget, mcreasing tho Ronged Attock Power of oil attockers agoinsi thot target by 110. In addition, (lie target of this erbifity 
can otwoys be seen by the hunter whether if stealths Of turns iflvisibte. The forget olso oppe^fS Ofl the mimop. [flSts foi 1 fllins. 


ConcassiW'SHoi-' 


Concusstve Shot is arT instant attack that is not used for damage. Instead, is 
slows targets (or outright Stuns them if you spec for it). 


1 Ronk 

Level 

too 

Range 

feting Tima 

Cooldovm 

CosHo Train 

Effect . J . —, 

! M/‘ 1 

[T] 


8-35 yd 

iC 1 

12 sec 

[29 n 

1 Omes the target, slowing movemeat speed to 50% of normal for 4 sec. [ 





Distracting Shot is an ability to add Threat to your Hunter. 


Ronk 

Level 

Mono 

Range 

Costing Time 

Cooldown 

Cost to Train 

tfi«' ' ’ ' ' i, y 1 

T1 

12 

20 

8-35 yd 

IC 

Ssec 

6# 

OistTOft the target, causing threat. 


20 

30 

8-aSyd 

1C 

8 sat 

22# 

D'lStroct the forget, tatising threat. Wore effective iftan Distracting Shat (Ranh 1). 

3 1 

30 

50 

8-35 yd 

- H 

SS0€ 1 

8D« ~j 

Oistract the target, causing threat. McHe etfeoive ihfld Oistrocling Shot (Ronk 2). 

4 ^ 1 

40 

70 

8-35 yd 1 


8sec 1 

19809 

Qisfraetthe target, causing threat. More effeciive than Distratfing Slrot (Rank 3). 

S j 

50 

90 

^35 yd ! 


----- 

0 set 

3 #60# 

Oistfflc! the tetflel, cousing Ihreot. More elfactiue than Distraftins Shot (Rouk 4). 

^ 1 

60 1 

TIO 1 

&-35yd 1 

' - -" ■ 1 

JS 1 

8 sec i 

—-—--1 

5# 

Distract the forget, causing; threat. More effeclivo than Qisfrading Shot (Ronk % 




































































































Multi-Sttor 


Mulli-shot is a suprenn^ damage dealer among rhe Hunter abilities. Strong and 
mana efficient even for single targets, this ability can damage up to three foes at 
onceE 


Rank 

level 


Range; 

Casling lime 


Costlolroiti 

Iffect ; 

1 

)6 

100 

8-3Syil 

1C 

10 sec 

20# ' 

FifK several missiles, hitting 3 targeis. 

2 

30 

140 

3-35 yd 

1C 

10 5ec 

so« 

Fires severol mesiles, hitting 3 targais for an edditbnol 40 dninagE. 

3 

42 

1?S 

8-35 yd 

1C 

lOsec 

2 #40# 

1 Fires several ffi'ssiles, hilting 3 targets for on additional 80 damage. 

4 

S4 

210 

e-asyd 

1C 

10 SK 

4 92()e 

Fiiej s^eral missile, hiJtiiig 3 toipts far on r^ditionnl 120 damage. 

S 

60 

230 

8-35 yti. 

1C 

10 SEC 

— 

Fb^s several missiles, hitting 3 targels For on addilionat 1 SO damage. 



Aimed sSot 


Aimed Shot is a Talent-learned ability that lakes a few seconds to cast but deals very high damage. 


Rank 

Minimim Level 

ft4ana 

Range 

Costing Hme 

Cooldown 

Costtolrain 

Iffed . ' 

1 

20 

63 

6’35 yd 

+3 sot 

6 sec 

— 

Requires Ronged Weapon. An aimed sbt that ncrEOses ranged damage by 70. 

2 

26 

U5 

B'SSyd 

■nSsec 

6 SEC 

4# 

An fllmsd sirol lhat incraoses lOnged domoge byl 25. 

3 

36 

liO 

8-35 yd' 

f 3 sec 

6 sec 

7# 

An Dimed shot thot inaeoses ranged damage by 200. 

4 

44 

210 

8-35 yd 

+3 sec 

6sec 

13# 

An: aimed shot tkf increases ranged damage by 330. 

5 

52 

260 

8-35 yd 

+3 sec 

6 sec 

20# 

k oimed shot that increases ran^Eif damage by 460, 

3 

£0 

310 

S-SSyd 

-i^^sec 

6 SBC 

25# 

At, aimed shol Itiat incmoses matged dtMiwge by 600, 



^ ■' —— A — Scorpid Sting is a debuff Sting that reduces the Strength and Agility of the target. 


Ronk 

Level 

^dana 

Ragge 

Costing lime 

Cooldown 

Cost to Train 

Efa 


1 

22 

70 

a-3Syd 

1C 

— 

60# 

Stings the torget, reducing Slrangtli and Agility by 20 for 20 sec. Ofiiy one Sting per Hunter am be octine on any one torgeL 

2 

32 

90 

3^35 yd 

1C 

— 

1# 

Sli'ugs the lorgef lediiciiig Slrangth and Agility by 29 for 20 sec. Only one Sting per Hunter can be odive an any one target 

3 

42 

125 

HSyd 

It 

: — 

2# 40# 

Slings Ihe toget, reducing Strength tnd Aglily by 45 fur 20 sec, Only chib Sting per Hunler car be active on any one taigict. 

4 

52 

165 

8-35 yd 

1C 

— 

4# 

Sings the target, tedncing Strength and A^lity hy 6& far 20 sec. Only one Sting per Hunter am be active cm any one target. 

■ 

I Rapid Fire increases ranged attack speed by 40% for 15 seconds, and it exists 

il T> A ^ five minute timer. Use Rapid Fire for major engagements to increase your 

1 - ^pia rire substantially. 

M 

Level 

Mona 

Rufige 

Casting Ume 

Cooldown 

Cost to Train 

Eff^t 


1 N/A 1 

26 

100 

” 

1C 

5 min. 

70# ' 

Increases loaged aiadc speed by 40% for 1 5 seconds. * 


Scatter 


Scatter Shot is a Talent-learned ability that can be used even at fairly close range to Disorient a target. 


Rank 

Prerequisite 

Effect 

1 

20 Points in ^Aarksmanship | 

A sliorhange shot ttwr deals 50% weapon damoge ond tonhises the Iniget for 4 sec. Any damn^ tuused will cemove the effect. 

30 sec. CaoldDwn 



Flare is the bane of Stealihers. Use this ability to tight an area; any Steaithei who moves within ten yards 
of that point over ihe next 30 seconds is revealed. 


Rank 

Level 

Mona 

Range 

Casting Time 

Cooldown 

Cost fo Train ; 

! Effect 

N/* 

32 

50 

30 yd 

1C 

15sec 

1# 

Exposes all hidden ond imnsibb enemees wilhtn 10 yaids of the targeted area far 30 sec. 


Viper Sting 


Viper Sting destroys the mana of casters. Place this Sting on mana-using targets as early as possible. 


Rank 

level 

Mena 

Range 

CasltngTinie 

Cooidown 

Cos! to Train 

Effect 

1 

36 

135 

3-35 yd 1 

iC - 

— 

1 #40# 

Stings the target, draiaing 616 mm over S sec. Only one Sting per Hunter am be active an any one target. 

2 

46 

175 

a-35yd i 

1C 

— 

2»309 

Slings the taiget, draining 843 mono oner 8 sec. Only one Sting per Hunter can be active on any ane target. 

3 

S6 

21S 

8-35 yd 

1C 


4 #60# 

Stings the target droiniiig 1108 raona ovar 3 sec. Only ane Siicg per Hunter can he active on any one lorgat. 



^"j'ueshot Aura Is a Talent-1 earned ability at the end of the Marksrnanship line. This Aura adds to Attack 
— 11 .1 Power (both ranged and melee) For everyone in your group. 


Rank 

Minimum Level 

Mana 

Ronge 

Caslinglime 

Cooldown 

Cost to Train 

Effect 

1 

40 

325 

— 

IC 

— 

— 

lacreasas Ihe Ranged and MeJee Attack Power of party members within 45 yards by SO. Losis 30 rairi. 

2 

%50t 

425 

; — 

1C 

— 

13# 

Increases tlie Ronged and Melee Attack Power of jwrty members within 4S ynrds by 75. Lasts 30 minutes. 

3 

60 1 

525 

— 

IC 

— 

25# 

IfnmTOos the Ranged ond Melee Attack Povrer of party members within 45 yards by 100. Lasts 30 minutes. 

m 

I Vollev is an AoE abiiitv. 


Rank 

level 

Mona 

Range 

Casling Time 

Ceoidown 

Cast to Troin 

Effect ’ 

1 

i 

350 

8-35 yd 

IC 

liitin 

i#ao# ' 

Coniwwsly fe a volley of otmto at the tergal ntep, owsing 40 Arcatie damage to enemy torgefe within 8 yards every second for 6 sec. 

2 

50 

420 

8-35 yd 

IC 

1 min 

3# 60# 

Continuously files u valley of ammo at (fro tnrget urecr, (fflusing 50 Arcane dnmage to enemy targets within E yards every second For 6 sec. 

3 

58 

410 

8-35 yd 

IC 

1 milt 

4#30# 

Conlihliously liras o volley of ammo ul 1he target oiea, cousing 60 Arcane damage to enemy laigsts within 8 yards every second for 6 sec. 



Hunter 

























































































































Survival- 

Raptor SWil& 



Raptor Strike increases the melee damage of your next attack by s 
moderate sum. 


Rcnk 

level 

Mona 

Renge 

Cosling Time 

CoQldown 

Cost to Train 

Effert 

1 I 

1 

15 

r^ 

Next Meteo 

6 sec 

— 

A strong olJock that increases mefe ifoinoge feiy 5. 

2 

8 

25 

1 

Next MeJee 

6 sec 

2# 

A strong atlock Ifid nicreflses irrdee domoge b/11 . 

3 

16 

35 

— 

N&xt Melee 

6 sec 

1S« 

A slicing otiock llwt mcreases melee domage fay 21. 

4 

24 

45 

— 

Next /Aefee 

6set 

709 

A stang ottecic'liiol jncreoses melee dontoge by 34. 

5 

32 

55 

— 

Next \k]m 

6sec 

I# 

A strong cFftnck thnt incteoses melee doffloge by 50. 

6 

40 

70 

— 

Nextftltefee 

dsec 

l#3D# 

A sfrong atlQfk Ibot incteoses nrelee damage by 80, 

7 ’ 

48 

35 

— 

NextMefefi 

6s6C 

3 9209 

A strong otiuck that increoses mefee ddmoge by 110. 

e ' 


IQO 

— 1 

Next Mielee | 

6 sec 

4 #60$ 

A strong oliack that increoses melee domoge by 140. 




TYack of various creature types is learned over the course of Hunter training (Beasts, Humanoids, 

■ " - - — — — Undead, Hidden, Elementals, Demons, Giants, Dragonkind). 


Hflitk 

level 

Mono 

Ronge 

Casting Ittne 

Cooldown 

Cost la Train 

tffeo 

\jl^ 

LjJ 

1 i 

r- 1 

1C 

— 

|io# 

Shows the Incolion d nil neoiby Beosts on tbe mininrap. Only one form of Irocking cno be ocliire ot a lime. j 



Track D'^oifs 


Ronk 

Level 

Mona 

Ronge 

CosliFigTime 

Cooldown 

CosttoTrob 

Effect 

\jK] 

MM 

— 

LZj 

1 

1 

1# 

Shows the locntion of all nearby dimnns cm ibs minimop. Only one form of tiockiiirg can be nctive at Q time. | 



Track Dr^onk^ 


1 Rank 

level 

Mona 

Range 

Casting lime 

Coddown 

Cost to Train 

[ffeci 

1 

St) 

^—! 


fC 1 

— 

|3#60# 

Shows the laootron of dl neorby tkogonkin on the minimop, Onfy one form of tracking ctra be active at a lime. 


Track El^entals^ 


Rank 

level 

Mans 

Ronge 

Costing Time 

Csoldown 

Cost Is Train 

Effect 

1 V* 1 

26 1 

— 

— 

1 1 

- 

70# 1 

Shows the locolion of oil itearby efementols on tb miitimop. Only one farm of tracking can be cdive at a lime. | 



Track Giants 


Rank 

bvef 

Mans 

Range 

Casting Time 

Cooldown 

Cost to Tioin 

Effect 

Ivy 

40 1 

nir 

1 - J 

1 -- 


|1#30# 1 

1 Shows Ihe tocatian of all nearby gionls on the minimDp. Onty aire form of tracking con be ottive at n Unite. | 

■ 

1 Track Hidden 

Rntik 

Level 

Mono 

Range 

Casting Hme 

Cooldown 

Cost to Troin 

Effect 

M/A 

24 

■ i 

— 

1 

^ 

709 ^ 

Increases stealth rleleftion and shows hiddoo units within detectiofl range on the miniraap. Only orte form of 
tracking con be active ot a time. 


Track Hcumanoirfs^ 


Rank 

level 

Mona 

Range 

Costing Time 

Cooldown 

Cost to Train 

Effect 

1 V* 1 

1 '» 1 

FH 


1 - 1 

- 1 

4# 1 

Shows (Ire location af alt nearby humonards an ibe minimop. Only one fomt d tracking can be active at o lime. 



Track XinS-cad' 



Rank 

level 

Mona 

Range 

Costing Time 

Cooldown 

Cost to Train 

Effect 


N/A 

1 IS 



t ] 


120# J 

1 Shows tfre kotion of nil aecuby oadead on the minimop. Only one form of hocking tan bo active ost o time. | 

Wing Clip h by all Huntcfs. This melee ability Snares your target (and can even Immobilize them if you spec for 

i47/n<r C*1{^ There is no cooldown on Wing Clip either, meaning that a single Hunter can run through a group and Wing Clip 

^ - everything in sight! 

1 Rank 

level 

Mnnc 

Range 

Casting Tune 

Cooldown 

Cost to Train 

Effect 


I 


40 

5vd 

1C 

— 

-1 

6# 

fnta 5 damage and reduces the en^y lOrgefs movement speed to 50?^ of norraal for 10 sec. Requires Melee Wcopoti. 

2 

30 

60 

5yd 

1C 

— 

19 509 

Infiicts 25 damage and reduces the eiremy targeCs movement speed to 45% ot notllini foi 10 SGC. Reqtfil^S Melee W/eopoa. 

3 

60 

80 

Syd 

1C 


5# 1 

Inflrrrs 50 damage and feduces The enemy targ.*^s mfwemont sped to 4tR(i at uDimol fw TO kic. Requires Midee Weapon, 






































































InunolatlOn J^S^ immolation Trap deals reasonably high damage to a single target when stepped on. Place these to help with fights where crowd 
control is not needed or wanted. 


Rank 

Level 

Mean 

Range 

Costing Time 

Cooldown 

CosHoTroiti 

Iffed 

1 

U 

50 

— 

IC 

15 set 

13# 

PlecQ Q Ike trap tint will bum tiiB fiist eneniY la appranch for 105 lira damogB over 15 sec. Trap mil emt far 1 mh. Tiops con only be ploced when oal of 
tombat. Only one trap tan be nclne nt a Ikne. 

2 


90 

— 

1C 

15 set 

70# 

Ploce a fire trap tbet will born the ftst eneroy to oppraodi for 215 fire dcnwtge owt 15 sec. Trap will east for 1 nin. lops can orly be placed wlicn emt af ‘ 
CDitibat. Orly one trap can be active oit a time. 

3 

36 

135 

- 

IC 

15 sec 

1#4D# 

Place a fire trap Ibot wil bum the lirst enemy to appraoch far 34D Fire danuge over 1 5 sec Trop will e?cist lor 1 min. Traps can only be placed when out of 
combai. Only one imp can be active at □ time. 

4 

46 

190 

— 

1C 

15 sec 

2«8(]# 

PkcB D be trap that will buiit the firs! enemy lo twroach for 510 fire damage over 15 set. Trap will exist for 1 min. Traps can only be ploced when oot of 
rorabai. Only one Imp tan ha active ai a lime. 

S 

56 

245 ' 

— 

IC 

ISsec 

4 ^ 609 

Place a fire trap ttwl will bum the fiist enemy to opprooch (w 690 fire damage oivet 15 set. Trap will exet for 1 mn. Traps con only be ploced when out of 
combat. Only one trap ton be active at a Inte. 



Hunter 


Mongoose Bite allows a moderate damage attack to be made instantly after your 
‘ — has dodged an enemy s strike. 


Hunter 


Rank 

Level 

Mona 

Range 

CasltEig Tima 

Caoldowfi 

Cos! l&lroirr 

Effect 

1 

13 I 

30 

5 yd 

IC 

Ssec 

Ifl# 

Counleraltofk the ertemy far 25 damage, (an only he performed rfter you dodge. 

2 

30 

40 

5 yd 

IC 

5 sec 

80# 

CounleiatM lire enemy for 45 tkranige. Can only he pertomred after you dodge. 

3 

44 

50 

Syd 

IC 

5 sec 

7#6D# 

Courterotlock ihe enemy for 75 donwge. Con oily be performed offer you dodge. 

4 

58 

60 

Syd 

IC 

5sec 

4#30# 

Counterattack the enemy lor 115 damage. Con only be perforated after you dodge. 


Mag^ 


Paladf^ 


Spficstl 


DetErreiii^ ' Deterrence is on a five minute cooldown. This is Talentdearned, and gives your Hunter ten seconds with a massive increased to Dodge 
and Parry. 


Ronk 

Frerequistle 

Effect 

1 

10 points in SucvIvdI 

Whan (Ktiviited, inoeasos yow Dodge ond Pony chance by 25^6 for 10 see 


IKOMUCg 

l^rRan^ 

tw^ioit 


Disenga^ 


Disengage is a melee attack that can miss, but reduces Threat when it lands. 


Rank 

Level 

Mono 

Range 

Casimg Time 

Cotrldown 

CasHolroin 

Etfeci 

1 

20 

50 

5y<l 

IC 

_ 

229 

Attempts to diserrgoge froni the target, reducing threat. Character exits combat mode. 

2 

34 

lOD 

5 yd 

tC 

— 

1 # 20 # 

Attempis to disengage fram the torget, redueng threDt. Character exits combat mode. Atore effective than Dlseiigoge (Eonk 1) . 

3 

48 

150 

Syd 

IC 

— 

3#2D# 

Attempts to dkeigoge from the target, ledudng threat. Character exits comhot mode. Mare ^octive than Disengage (Rank 2). 


Freezing Trap is used to disable a single target for a moderate period. Any damage dealt breaks this, and the duration isn't comparable 


Freezing I rap is used to disable a single target tor a moderate peri< 
.■ . " . to Polymorph. Shackle, and other high-end crowd control options. 


Rank 

Level 

Bono 

Range 

Casling Time 

Otoltlewn 

Cost tolrarn 

Effetl 

1 

20 

50 

- 

1C 

ISsec 

22 9 

Place 0 host trap Hrar the ficsr enemy dnt apprnu Jies, preveniiig oil octicin fu u|p Id 10 sec. Any danrage caused will hnmk the pee. fiop will for 

1 min. Traps can only be placed when out of corabot. Only one trap con be ociive at a time. 

2 

40 

75 ' 

— 

IC 

ISsec 

1 80# 

: Place D liost trap that freazos the first enemy to approach, preventing oil octior for up to over 15 sec. Any domoge caused wilt hredc the ice. Trip wil exist for 

1 min. Tmp^ cun only be placed when out of combat. Only one trap can be active at a time. 

3 

60 

TOO 

— 

IC 

15 set 

5# 

Place 0 frost trap that freezes the first eiremy to opprooch, preventing al action for up to over 20 sec Any damage erwsed will break the ke. Trap will exsf for 

1 miii. Traps can only bo placed whan curt of combat. Only one trr^ can be active at a time. 

Wi tro^tna’p ™,....,w ,H,...... 

Rank 

Level 

Mann 

Range 

Cfistijig Time 

Cooldown 

CosI to Train 

Effect 

H/A 

K 

1 60 

— 

1C 

ISsec 

30 # 

Place a host trap that creates on ice sikk oraund itself when the first enemy opproaches It. All enenues vvfthin 10 yaids will be slowed to 40% cf their nomnl 
mavament speed when In the area of effect. Trap wil exist Iw 1 min. Traps con only be placed when oiit of combot. Only one trop con be active at a lime. 



CounterattacI^ 


Counterattack is a Talent^learned ability that lights up after your Hunter parries an attack. Modest damage is dealt, and an im¬ 
mediate five-second Immobilization is placed on the enemy target. 


Rmtk 

MinEmum level 

Mona 

Range 

Casting Time 

Cooldown 

Cost to Trotn 

Effect .-‘‘“#11 

1 

30 

45 

5yd 

IC 

— 


A Strike that becomes ocliva after parrying an oppwaiFs ottodc. This altodc deob 40 damoge and immobilizes the taiget for 5 sec. Counterattack 
coEinOft be blacked, dodged, or pttrierl. ' 

2 

42 

65 

Syd 

IC 

5 sec 

12# 

A strike that becomes active after parrying on opponent's attack. This nmk deob 70 damage and immdhilizes the target for 5 sex. Ceunlerotfack 
cannot be blocked, dodged, or parried. 

3 

54 

85 

5vd 

IC 

5rac 

21 # 

Astrib that becomes active alter parylng: on apponenfs attack. This orttuck deals 110 domage ard immoblzes the target for 5 set. 

Cauntorattock caatwl be blacked, dodged, or ponied. 



Feign Death is the bread and butter of Hunter deaggro toys. Feign Death after massive Criticals, after Multi shots, or to get your 


17 * f 1' Feign Death is the bread and butter ot Hunter deagi 

eign _ ^ luiTler out of combat so that traps can be placed. 


Ronk 

Level 

}hm 

Costing Bme 

CooUoWTt 

CosltoTrorg 

. Effect 


h/A 

1 30 1 

80 

1 1^ 

10 min 1 

|309 1 

1 Feigns deoith which mny trick afiemies into ignoring you. Lasts rip to 6 min. It !t)« Nunler do^ not move before Feign Mi expires, it will cause real deritti. | 













































































































— Explosive Trap is an AoE damage trap. Though dangerous because of the massive threat generated, this trap deals quite a heavy 


blow. 


Ronk 

Level 

Mono 

Ronge 

Casting Time 

Cooldown 

Cost to Train 

Effect 

] 

34 

275 

— 

1C 

15 sec 

1#20» 

Ploce 0 fire trop thot explodes when on enemy approaches, causing 100 to 130 Fire domoge and burning oil enemies for 1 SO additionol Fire damoge over 

20 sec to all within 10 yords. Trap will exist for 1 min. Traps con only be ploced when out of combot. Only of» trap con be oclive ot o h'me. 

2 

44 

395 

— 

1C 

15 sec 

2^ 60# 

Place 0 fire hop Ifiot explodes when on enemy opprooches cousing 1 39 to 187 Fire domoge ond burning oil enemies for 240 oddilionol fire domoge over 20 
sec to oil within 10 yords. Trap will exist for 1 min. Trops con only be ploced when out of combot. Only one trop con be active ot o time. 

3 

54 

520 

— 

1C 

15 set 

4 #20# 

Ploce 0 fire hop that explodes when on enemy opprooches causing 201 to 257 Fire domoge ond burning oil enemies for 330 oddilionol Fire domoge over 20 
sec to oil within 10 yards, hop will exist for 1 m'm. hops con only be ploced when out of combot. Only one trap con be active ot o time. 


1 ^ ^ Wyvern Sting is a Talent-learned ability at the end of the Survival line. Adding yet another crowd control option to the Hunter's mix, 

LT- Wyvern Sling puts a target to sleep for a fair duration. 


Rank 

Minimum level 

Mona 

Range 

Costing Time 

Cooldown 

CosttoTroin 

Effect . 7 _ 

1 

40 

115 

8-35 

yds 

1C 

2 minutes 

— 

A stinging shot thot puts the target to sleep for 12 sec. Any domoge will concel the effect. When the target wokes up, the Sting causes 300 

Nature domoge over 12 sec. On’y useoble out of combot. Only one Sting per Hunter con be octive on the target of o time. 

2 

50 

115 

8-35 

yds 

1C 

2 minutes 

18# 

A stinging shot that puts the target to sleep for 12 sec. Any damage will cofKel Ihe effect. When the taiget wckes up, the Sting causes 420 

Notare domoge over 12 sec. Only useoble out of combot. Only one Sting per Hunter con be oefrve on the target ot o tinw. 

3 

60 

115 

8-35 

yds 

1C 

2 minutes 

25# 

A stinging shot thot puts the target to sleep for 12 sec. Any domoge will cancel the effect. When Ihe target wakes up, the Sting couses 600 

Noture domoge over 12 sec. Only useoble out of combot. Only one Sting per Hunter con be octive on the target ot o time. 


TALENTS 


As with many classes, a Hunter's Talent 
choices are either defined by their play- 
style or serve to define their playstyle. 
The PvE supremacy of Beast Mastery, the 
PvP artillery of a Marksmanship Hunter, 
and the complex interdiction of the 
Survival line all serve their masters well. 


Beast Mastery — 

Beast Mastery is far and away one of the best Talent lines for leveling in World of 
Warcraft. Beast Master Hunters are able to solo very quickly, complete a wide range 
of que.si 5 , and ex|jerlence death on such a seldom basis that Spirit Healers will not 
know you on a first-name basis. The reason for these things is that Beast Masters 
put so much into their petsl If anyone is going to die in a fight, it's likely to be your 
furry/scaly buddy (and your Hunter can scoot on out of there before the bitter end). 
Beyond that, the faster healing of pets and the reduced reliance on Hunter input into 
, each fight allow Beast Masters to have effectively no downtime. 

Look into this line for higher pet armor and health, improved outdoor pet speed (so 
nice), and damage improvements! These Hunter pets gain damage passively (higher 
standard damage and increased Critical rates) and actively (abilities like Bestial 
Wrath, which deals incredible damage and turns your pet into an unstoppable 
monster, for a time). 



Survival Hunters get a wonderful set of passive improvements (increased damage + 
Critical damage against specific targets, higher Parry, more health, better chance to 
hit, higher Agility, and more Criticals in melee and at range). Unbelievable. Though 
not the most frequent choice because the other two lines are so intuitive, an experi¬ 
ence Hunter can do things of beauty as a Survivalist. Dealing more damage in melee 
and being more rugged allows these Hunters to eliminate the classes greatest weak¬ 
ness; PvP foes and enemies alike can close the distance and get a very nasty surprise. 
All of that is good already, then factor in the increased trap duration and difficult to 
resist such effects. Finally, Survivalists can combine a trap and their Wyvern Sting 
Talent to stop two different enemies from entering a fight. Few classes can match that! 

Weaker for soloing than Beast Mastery and more difficult to play in PvP than Marks¬ 
manship, Survival is recommended for experienced Hunters who work well with 
their teams. In both PvP and PvE, Survivalists disrupt enemy forces with amazing skill 


STRATEGIES 


Hunter strategies often revolve around 
keep the enemies where you want 
them to be. This is true while soloing, 
in groups, and with several different 
specializations. What changes is the 
desired position of your enemy. Are you 
trying to work in maximal crowd control 
through traps and Wyvern Sting? What 
about keeping the enemy in melee with 
you while you Wing Clip everything (to 
help an ally)? Or, leave the enemy at 
long range, engaged by your pet. Read tf 
Hunter's think and fight! 



following strategies to get an idea how 


Marksmanship 

Marksmanship Hunters are a frequent choice for those who want to deal damage 
directly. Though troubled at limes by pets that are less survivable and a weak melee, 
Marksmanship Hunters provide burst and AoE damage that the other Hunters could 
only dream of reaching. With higher Critical chances at range, more damage done 
by Criticals, and improved base damage with such weapons, the passive DPS of 
Marksmanship Hunters is already high. Add to this several abilities that allow for 
even more options; Scatter Shot and Improved Concussive Shot allow you to keep 
enemies from closing the distance as easily, while Aimed Shot lets you deal cruel 
and unusual punishment to start ambushes or to slip in-between the cooldowns on 
your higher-damage Mullishot! 

A final perk of the Marksmanship line is that these Hunters gain an aura that helps 
the entire group (including your pet); Trueshot Aura raises Attack Power for everyone 
within range, and this effect stacks with Warriors' Battle Shout. Placed in a group 
with Hunters, Rogues, and Warriors, Trueshot Aura is divine! 

SURVIVAL'^^- - ^ 

With such valid Talent options in the first two lines, one might think that Survival 
is going to be the red-headed stepchild of the Hunter Talent choices. A number of 
younger Hunters might even believe this! Melee damage? Trap Improvements? Look 
deeper into this line; there are Talents in here that are so good that it hurts. The Tal¬ 
ent options are more difficult and painful than it would first appear, eh? 


General Tips ■ 

Bringing the enemy down as quickly as possible is what the Hunter is made for. Cast 
Asj 3 ect of the Hawk and use Hunter's Mark on the target. This doesn't draw aggro, 
but increases all ranged damage dealt to your target. Send your pet in to attack since 

it takes a moment to gel there. Begin the fight by using Serpent Sting so the DOT runs 
its full course. With your pel attacking and holding the enemy's attention {Growl is a 
good thing), keep shooting until the enemy is dead. 

If the battle is to be a long one, use Serpent Sting early. It's an instant attack that 
causes damage over time. Have your pet using Growl whenever it has Health and 
you have aggro. This will help keep the enemy at range. 

Change to Aspect of the Monkey when the enemy closes to melee. This will increase 
your Dodge rate and give you more opportunities to use Mongoose Bite. When the 
enemy runs, just wait for it to run a few steps and hit it with Arcane Shot. 

Get comfortable moving from melee to range and back again. Knowing when to 
move into and out of melee combat helps you keep your health and mana high 
while still doing damage. If something breaks away from your pet, use a Wing Clip 
(followed with a Scattershot for Marksmanship Hunters), and get some distance 
before re-engaging. For fights where you know ahead of time that some aggro trading 
between you and your pet is needed, place a Frost or Freezing Trap ahead of time to 
give your enemies extra trouble when they come after you. 

Mana only regenerates when you haven't cast for a short while. Keeping this in 
mind, cast your battle spells in bunches to allow regeneration between and during 
fights. Casting Arcane Shot every time it recharges Increases your damage, but leaves 
you low on mana at the end of the fight. Only unload your mana supply if a fight is 
dangerous and threatening you (or your pet's) life. 







































[MPRDVED ASPEQ OF THE HAWK 

5 

While Aspect of the Hawk is active, all normal ranged attacks 
have a 1% chance (Per Rank) of increasing ranged attack speed 
by 30% for a seconds, 

ENDURANCE TRAINING 

5 

Increases the Health of your pels by 3% (Per Rank). 

IMPROVED EVES OF THE BEAST 

2 

Increases the duration of your Eyes of the Beast by 30 seconds 
(Per Rank). 

IMPROVED ASPEa OF THE MONKEY 

5 

Increases the Dodge bonus of your Aspect of the Monkey by 1 % 

(Per Rank). 

THICK HIDE 

3 

Increases the Armor rating of your pels by 10% (Per Rank). 

IMPROVED REVIVE PET 

2 

Revive Pet's casting time is reduced by 3 seconds (Per Rank), 
imana cost is reduced by 20% (Per Rank), and increases the 
health your pet returns with by an additional 1 5% (Per Rank). 
PATH FIND] NO 

Z 

Increases the speed bonus of your Aspect of the Cheetah and 
Aspect of the Pack by 3% [Per Rank). 

BESTIAL SWIFTNESS 

1 

Increases the outdoor movenneni speed of your pets by 30%. 

UNLEASHED FURY 

5 

Increases the damage done by your pets by (Pf'r Rank). 

IMPROVED MEND PET 

2 

Gives the Mend Pet Spell a 1 S% chance of cleansing 1 

Curse, Disease, Magic or Poison effect from the pet each tick. 
Progression 15%/50% 

FEROCITY 

5 

Increases the critical strike chance of your pels by 3% (Per 
Rank), 

SPtRJT BOND 

1 

While your pot is active, you and your pet will regenerate 1 % 
(Per Rank) of (dial health every 10 sex:. 

INTIMIDATION 

! 

Command your pet to inlimidate Ihe target on the next 
successful melee attack, causing a high amount of threat and 
stunnirig the targel for 3 sec. 

BESTIAL DISCIPLINE 

2 

Increases the Focus regeneration of your pets by 10% (Per Rank). 

FRENZY 

5 

Gives your pet a 2C% chance (Per Rank) to gain a 30% attack 
speed increase for 8 sec after dealing a critical strike. 

BESTIAL WRATH 

1 


S^nd your into a rage causing 50% additional damage for 15 

sot. While cnfujjecir the beasf canoQi be ^typped by any moans. 


IMPROVED C0NCUSSIV£ SHOT_5 

Gives your Concussive Shot a 4% chance (Per Rank) to stun the 
tai^el for 3 sec. 

EFFiaiNCY_ 5 

Reduces the Mana cost of your Shots and Stings by 2% fPer 
Rank). 

IMPROVED HUNTER S MARK_5 

Increases the Ranged Attack Power bonus of your Hunter's Mark 
spell by 3% (Per Rank). 

LETHAL SHOTS_S 


Increases your criIleal strike chance with ranged weapons by 
1%{Per Rank). 

AIMED SHOT __ 

An aimed shot that Increases ranged damage by 70. 


IMPROVED ARCANE SHOT_S 

Reduces the cooldown of your Arcane Shot by 0.2 sec (Per 
Rank). 

HAWK EVE_3 

Increases the range of your ranged weapons by 2 yards {Per 
Rank). 

IMPROVED SERPENT SUNG_S 

Increases the damage done by your Serpent Sring by 2% [Per 
Rank). 

MORTAL SHOTS_5 

Increase your rangiod weapon critical strike damage bonus hy 
b% (Per Rank). 

SCATTERSHOT _ i 

A short-range shol lhat deals 50% weapon damage and confuses 
the target for 4 sec. Any darnage caused will remove the effect. 
BARRAGE_3 

Increases the damage done by your Multi-Shot and Volley spells 
by 5% (fwr rank). 

IMPROVED SCORPID STING_ 3 

Reduces the Stamina of targets affected by your Scorpid Sling by 
10% (per rank) of the amount of the Strength reduced, 

RANGED WEAPON SPEGALIZATION_| 

Incmasss the damage you deal with ranged weapons by 1% 

(per rank). 

TRUESHOT AURA_ L 


Increases the Ranged aiHl Melee Attack Power of party members 
within 45 yardii by SO. La^ts 30 min. 





Gives your Immolation Trap, Frost Trap, and Explosive Trap a 
5% chance (Per Rank) to entrap the target, preventing them from 
moving for 5 sec, 

SAVAGE STRIKES_ Z 

Increases the critical strike chance of Raptor Strike and 
Mongoose Rite by 10% (Per Rank). 

IMPROVED WING CLIP_S 

Gives your Wing Clip ability a 4% chance (Per Rank) to 
immobiliae the target for 5 sec. 

CLEVER TRAPS _ 2 

Increases the duration of Freezitig and Frost trap effects by 1 S% 
(Per Rank) and the damage of Immolation and Explosive trap 
effects by 15% (Per Rank), 

SliRVlVAUST _ 5 

Increases total heahh by 2% (Per Rank), 

DETEmNCE I 

When activated, increases your Dodge and Parry chance by 
25% for 10 sec. 

TRAP MASTERY Z 

Decreases the charsce enemies will resist trap effects by 5% (Per 
Rank). 

SUREFOOTED ___ 

Increases hit chance by 1 % (Per Rank) and Increases the chance 
movement impairing effects will be resisted by 5% (Per Rank). 
IjyiPROVED FDGN DEATH __2 

Reduces the chance your Feign Death abiJitv will be resisted by 
2% (Per Rank). 

KILLER INSTINCT 3 

Increases your critical strike chance with all attacks by T% (Per 
Rank). 

COUhfTERAnACK t 

A strike that becomes active after parrying an opponent's 
attack. Deals 40 damage and immobilizes the target for 5 sec. 
Counterattack cannot be blocked, dodged, or parried. 
LIGHTENING REFLEXES S 

Increases your Agility by 3% (Per Rank). 

WYVERN STING _ I 

A Stinging shot that puts the target to sleep for 12 sec. Any 
damage will cancel the effect. When the target wakes up, the 
Sting causes 300 Nature damage over 12 sec. Only useable out 
of combai- Only one Sting per Hunter can be active on the target 
at one lime. 


Increa^es all damage caused against Seast, Giants and 
Dragonkin targets by 1% (Per Rank) and increases critical 
damage caused against Beasts, Giants, and Dragon km targets by 
an additional 1% (Per Rank), 

humanoid slaying _ J> 


Increases all damage caused against Humanoid targets by 
1% (Per Rank) and increases critical damage caused against 
Humanoid targets by an additional 1% (Per Rank). 

DEFLECTION_ _ 5 


Increases your Parry chance by 1 % (Per Rank). 

ENTRAPMENT 5 


MONSTER SLAVING 


P^tladin 


Priest 


Rcjgij? 





























































































































Pulling Like a Pro 

The Hunter has many tools that aid in pulling. Using Hunter's Mark lets everyone 
know which enemy you intend to shoot. This helps a great deal when coordinating 
attacks with other party members. 

Set a trap before you pull. Freeze Traps Root a single enemy giving you and your 
party more lime to act against other foes. As an example, pretend that you are in Stra- 
iholme, looking at a group of undead. The Priest in your group plan.s to shackle one 
of the elite targets, and you are the Hunter. Place a Freeze Trap and shoot one of the 
deeper targets that isn't elite (for a fast kill). The first monster to add is going to come 
after you and run straight into that trap. Almost free crowd control! With this action, 
your group is focused on killing one target before it can do anything major, another is 
Shackled, and a third is frozen. Half of the enemies are out of the way already. 

If only one enemy is coming, consider using the Immolation Trap. Once aggro is 
consolidated, just drag the enemy over the trap for added damage. Or, in major 
battles (PvP and such), use an Explosive Trap for AoE damage. 

Bringing one enemy at a time to a group makes managing aggro easier and keeps 
everyone on the same target. This can turn even the ntost stressful areas into orga¬ 
nized fighting. Even when larger groups are linked together (in many dungeons), a 
Hunter is able to ensure that only the Intended group comes instead of a large group 
and patrollers and an extra group. 

Part of pulling is avoiding unintended pulls. Many enemies run for help when they 
gel low on Health. You or your group may not be prepared for a second wave if 
the first has not been dealt with. Have Wing Clip ready to slow fleeing enemies or 
Concuss them if they get too far away for Wing Clip. 

One final piece of wisdom; when pulling, be ready to Feign Death if things go 
wrong. If two groups and a patroller all start to move in, Feign Death instantly, let 
your pet die, and tell your the group to stay back. The creatures won't aggro on your 
group unless they attack, heal, or otherwise interfere. The mobs will eat your buddy 
and head home. Get up, Rez your pel, and try again. This avoids group wipes for a 
great deal less suffering. 

The First Shot- 

Remember a few things when making the first attack against an enemy. If you are 
pulling targets to you, note that instant attacks are best for timing purposes. Arcane 
Shot laps instantly and gels your target on the move. Using a Sting is just as fast, but 
these won't target you as quickly (and that is bad if you are competing for monsters 
with other people or groups). 

When trying to get specific monsters in dungeons, line up your target carefully. After 
selecting and marking the foe, wait until the creature or group is away from patrollers 
(the Rogue's distract can help here) or any other non-linked entities that might add. 

If you pull a patroller while a group is near, you are going to get everyone! This is 
why Hunters are sent out to carefully pick patrollers from maximum range when they 
aren't near buddies. 

Be cognizant of enemies' paths as they run after you. Do not pull targets through 
other groups when they are aggroing. This causes everything else to add to your 
existing pull (not a good situation). 

Use Tracking to find out where the monsters are in an area. There might be things 
just around the corner (or a patrol on the way). Knowing that ahead of time avoids 
the problem of sticking your head out into an ambush. 

Using Your'Pet 

Pels are the most important part of a Hunter's lineup. These allies deal damage for 
you, tank for you, and can survive far more abuse than one might imagine. With 
extra armor, health, and various Resistances, pets can almost survive like a well- 
geared Warrior. 

First point of order is to bind Pet Attack to a key that is very easy to use. Make this a 
key that is by one of your hands, because you are going to use Pet Attack all the time. 

Send pets to engage targets at range, and leave Growl on unless your pet is not 
meant to tank (e.g. Instance groups with a good Warrior). Use autoshooi and your 
.desired Sting early in the fight, and hold briefly on harder-hitting abilities to ensure 
that Growl lands and that your pet is fully licking-off the target. Then, use MuUishot, 
Aimed Shot, and other high-damage attacks. After level 30, remember to Feign Death 
after large bursts of damage to keep the aggro firmly cemented on your pet. 

Even in a group with a good tank, remember that your pet is a fast and sturdy offlank. 
When a single creature breaks away from the tank and goes after someone else 
(probably a healer), sick your pet on it to gain aggro, then toll your pet to attack the 
main creature being damaged by the group again. This causes the extra monster to 
run back to the main battle area on the heels of your pet; the main lank is going to 
have a much easier time bolding aggro when all of the monsters are clustered in 
such a way. 

If you can offtank with your pel, remember to keep traps in front of healers, and use 
your damage carefully, groups reInvite you time and time again. 


Long-Term Damage 

Autoshoi, a good quiver/ammo pouch, high-end ammo, and a fine missile weapon 
are good for damage. But these aren't enough for brutal killing. Indeed, Hunters have 
abilities that push their damage potential into the highest strata, especially during 
longer fights. Learn what you are capable of dishing out! 

All Hunters gain Multishot. This may sound like an AoE option for you, but It isn't. 
Multishot only hits three people; even Warriors are belter suited for AoE than that 
paltry sum. Rather, Multishot is more like free damage! Even against a single target. 
Multishot is an ability that lets you take d free attack at relatively high damage. After 
your normal shot files, tap Multishot and watch the extra attack land. Very nice! If 
there are two or three targets, this ability goes from wonderful to amazingly wonder¬ 
ful. Use Multishot all the time once you master the art of losing aggro. It is very com¬ 
mon for Hunters to toss a brutal Multishot Into a cluster of enemies and Feign Death 
before a single target breaks rank. 

Rapid Fire is on enough of a cooldown that you won't want to use it casually. Wait 
for the tougher fights (larger pulls, boss fights, and such). During those engagements, 
use Rapid Fire after your pet or prime tank has gathered aggro fully. 

Volley is a Hunter's sincere AoE choice. Those somewhat low on damage dealt, this 
attack becomes valuable when there are four or more targets in a given location. 
While Mages, Warlocks, and even Priests are called on for an AoE fight, remember 
to Stay at range and prepared Volley. Don't use this attack until after the primary AoF 
characters have started their actions; you don't want tO gel early aggro and pull the 
targets back to you. Wait until the casters have started blowing everything apart, then 
launch your Volley! Afterward, loss a Multishot, Feign Death, and do what you can 
to help finish any stragglers. 

Hunters with Aimed Shot can slip it between normal shoots to deal the most dam¬ 
age. Enormous DPS is possible with a Hunter alternating between Aimed Shot and 
Multi-Shot. 


Feign Death • 

Level 30 grants Feign Death. Love it and live by it. When soloing or grouping, use 
this to keep aggro fully off of your Hunter. Creatures that make it all the way over to 
you have a chance of resisting Feign Death, so use this ability before aggro is even 
corning your way. Aimed Shot just criticaled? Feign Death now! Multishot hit three 
targets and the tank only is focusing on one of them? You know what to do. 

If a Feign Death isn't done early enough, you may not want to even try. If you are 
toward the back of the group, understand that a Feign Death might switch the aggro 
of the creature to the nearby casters. Nobody likes Hunters who do this! The tank 
is going to hate you. The healers are going to hate you. Even Rogues shake their 
heads and grit their teeth at that point. The reason is that the whole group must now 
work as quickly as possible to get aggro back where It should be, and that chaos is 
dangerous. 

If aggro gets all the way to your doorstep, go into melee and bring the creature back 
to your tank. A good lank will easily pull the foe off of you and get back to work. 
Never run away from the group. Trust people to save you. And if they fail, remember 
that bad groups always end sooner rather than later. 

A selfish lime to use Feign Death is during a group wipe. If all of the healers have 
gone down and the battle is hopeless, retreat to an area that is away from patrollers 
and other enemies, then Feign Death. The group will wipe, but you can pop back up 
later. To make this survival a bit more group-friendly, if you look Engineering keep 
a set of Goblin jumper Cables on your person. Use these to Resurrect one of the 
group's Rezzers, if you can. There, you have just become one more point of insur¬ 
ance against a total wipeout! 

Mastering-Your Radar 

Tracking offers so much to a good Hunter. But you can't just sit back and expect the 
information to come to you! There are many different forms of Tracking, and only 
one can be active at a given time. Track Humanoids is the standard for PvP work, but 
remember that classes can switch to animal forms (Track Beasts). 

In PvE situations, a dungeon might require a Hunter to shift between two or three 
forms of Tracking. While wandering through Maraudon, Giants, Elemcntals, and 
Beasts are all present. Once you know an Instance well, this becomes a matter of 
switching to the correct Tracking type ahead of lime. When you don't know what 
types of enemies are ahead, try using a few forms of Tracking while the group is on 
the move. If anything pops up suddenly, stop and inform everyone. 

When a more experienced person is in the group, be clear with them that you want 
as much information as possible. Say "I haven't been in here before. What type of 
Tracking should I use?" Hunters should ask a lot of questions, because in future runs 
people are going to look to you for information. They want to know when the patrol¬ 
lers are coming. They want to know if "that rare spawn is up." Mediocre Hunters are 
just plain DPS. Good Hunters are stouts, killers, and offtanks in a single package. 



M are the ranged damage dealers in World of Warcraft, These masters of elemental fire and cold have studied the 
arcane arts for years, dedicating themselves to the destruction of their enemies. Though fragile in melee combat. Mages are 
able to make themselves known on the field of battle. Strong enough on single-target DPS, the Mage offers even greater 
AoE options, ihe ability to sbw/disrupt many targets, and the utility of in-battle crowd control as well. We didn't even 
rmention that they can create free food and water ffor health and mana), did we? 


T he cries of battle carried over the forest like a ntelody. 1 felt so many pre- 
cious souls being brought again into the world: new, fresh, dedicated to a 
different cause The rif^ht concocrioii of plague, violence, and temporary un¬ 
pleasantness was always a gwd way to make people see things in a new light. 

Wailing for our Warriors to bring the ranks of human invaders together, I 
poked my head up {ever so slightly) and saw that the time was approaching. 
The humans and several of their Alliance vermin were closing in for the kill: 
that is how' they saw it at least. Visibly, our Warriors below were in a bad 
place. As they feigned disorder and feigned retreat, I readied the true attack. 
Looking over at Ishriaron, my Warlock ally, 1 nodded. He knew what to do. 

Calmly we strode to the top of the hill. Ishnation's Void Walker glided through 
the staadows and laid into the humans, distracting thent. Our Warriors turned 
and began to fight with renewed vigor, and I summoned the power of frost to 
lock therfr in place before I began a mighty blizzard The humans called out to 
one another, lost in the sudden storm. 

With my storm of cold finished, I too turjied to the strength of flame, and a 
wave of rippling fire tore through the tangle of living and dying men. They 
called to rheir healers for salvation, not realizing that those feeble creatures 
had died moments ago. The battle had been over befoie it ever began. 
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ITEMS AND EQUIPMENT 


Armor doesn't make the same difference 
for Mages that it does for Warriors; after 
all, you are wearing cloth garments, not 
mithril plates! The spells you use and 
the specialization you choose determine 
your effectiveness most of the time. 1 hai 
said, the attribute given by high-end gear 
help Mages to cast more spells, survive 
longer, and deal somewhat higher dam¬ 
age as well. 




/ 


Intrqducbon id 



Mages love to bring damage to the table, 
whether to individual targets or entire 
groups. Using a massive amount of mana, 
this is a class with burst damage galore. 
Though Mages are sometimes glass 
cannons Ull damage and no defense), 
the truth is that Mages can survive quite 
well as Jong as they temper their casting. 
Using spells at the right time can make 
all the difference between unsurvivable 
aggro imd being in the dear. 


The first defense of a Mage comes through range. Mage Sf>dls are cast at long range 
and are very deadly. Beyond I he range itself, there is some use to the delay between 
a successful cast and the spell's impact. Most long-range Mage spells are bolts, so 
there is time to start casting a second spell before your first boll impacts {against 
mojisters, this is a great boon). Cast at maximum range for almost everything you do 
and allow as much reaction time as possible when seeing if there are adds. 

Speaking of adds. Mages have an ability that they love while soloing and while, 
playing in groups for crowd control-Polyntorph, I urning enemies into sheep prevents 
then) from doing any dan)age to you or your friejids for a considerable duration. 
Unlike some fonos of ctov.d control, PolYmorph can be cast whether you or the 
crealure are in battle, and even while you are being attacked directly. Though dimin¬ 
ishing returns prevent Mages from hitting the same target with Polymorph loo many 
limes, it is quite possible to shift between Polymorph targets {getting dose to the full 
duration for each). 


Mages also get a powerful Intellect buff {for themselves and allies, meaning that all 
tasters are quickly your best friends). Mages can a]s<) summon free food and drink so 
that everyone in the group recovers quickly during downtime. Later on. Mages sum¬ 
mon Mana Gems for themselves {for fast Mana recovery during combat). 

Using arej’of-effect magic, Mages are able iu do horrendotis damage to large groups 
without delay. This gives a major place to Mages in large-scale PvP and when fight¬ 
ing in groups tailored Ibr besting monsters with AoL tactics. 


Available Races 
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Instead of looking for DPS, weapon 

speed, improved Armor Rating, and similar values^ Mages try to collect items that 
improve Intellect, h- spell damage. Spirit, and sometimes Stamina as well. This is 
done to keep the casters casting as much as possible. Spirit equipment won't help 
your total casting or Critical hits, but it sure improves Mana regeneration. Intellect is 
a heavy attribute because Criiicals and maximum mana come from that attribute. 

Mixed equipment choices are very good. It's common to find good cloth items that 
add to both InteMect and Spirit. Solo Mages and those engaged in small group activi¬ 
ties benefit more from Intellect than from Spirit. Yet, raid Mages and those with the 
right cquipment/specialization are able to gel a fair amount of mana restored even 
while casting. Under those circumstances. Spirit does make a huge difference in your 
total casting potential. 

Items that add +Damage for Fire, Frost, or Arcane spells are certainly an option for 
Mages. If you are trying to raise your ljurst-damage potential, these are even better 
than some of their rivals. 



CHOOSING YOUR PROFESSION 


Mages have a number of solid profes¬ 
sion choices. Taking Tailoring is useful 
for creating modest gear earlier on in 
your career (to help with staying up-to- 
date before tackling tougher enemies). 
Because Tailoring doesn't have a Gath¬ 
ering profession, you are free to take 
Enchanting with it. Bciwoun the two, 
you are able to make and enchant your 
own items. Tailoring is a good sister- 
trade to Enchanting anyway, because 
Tailors are able to gather materials, make their own items, then break them for 
Enchanting reagents! 

Herbalism and Alchemy allow Mages to create a number of potions to boost their 
spell damage and Resistance against enemy spells. Combined with Fishing (to gain 
certain rare ingredients), this is a solid combo. 

Cooking isn't the most useful skill to grab on the side; Mages have such immediate 
access to food and drink that making additional sustenance isn't as impressive. 




































The three types of magic available to this class are Arcane, Fire, and Frost. Arcane spells offer crowd control, short-range AoEs, 
foodAvater creation, and an Intellect buff (usable on self or allies). 

Fire magic provides long range, wonderful damage efficiency, harder-hitting AoEs, and only a light amount of utility. This is 
where you find damage and more damage. If you want a Mage for the killing, this is where you will find many spells to fall in 
love with. 

Frost magic Is made for slowing and disrupting enemies while hurting them. These spells deal enough damage to get by while 
contributing Snare or Root effects. For FVP or group support, Frost Is a very reliable choice. 


Arcane Spells'^ 



Arcane Power 


Rank 

Prerequisites , v 

Effect 


1 3 Points in Arcane inslobility, 30 Points in Arcone 

When octivoted, your spells deal 35% more domoge while cosimg 35% more mono to cost. This effect losts 15 sec. 


Rank Level Mono Range Casting Time Cooldown Cost to Train Effect 


Arcane Brilliant 


Rank 

Level 

Mono 

Reagent 

Range 

Casting Time 

Effects 

□□ 

56 

3400 

Arcone Powder 

40 yd 

1C 

Increases the Intellect of your porty by 31 for one hour. 


I #80 9 


3 #80# 


Increase the target's Intellect by 2 for 30 min. 


Increoses the lorget's Intellect by 7 for 30 min. 


Increoses ttie target's Intellect by 15 for 30 min. 


's Intellect by 22 for 30 min. 


Inaeoses the torget's Intellect by 31 for 30 min. 


Arcane Inteli^ 


Arcane Intellect Is cast on yourself and just about any mana-us- 
ing person you see. This spell greatly helps anyone with mana 
because It increases their total casting ability while additionally 
raising their chance for a Critical with magical spells/effects. 



Conjure Food 


Conjure Food and Water Is a blessing, but everylx)dy wants some of your free stuff. 


Rank 

Level 

Mono 

Range 

Casting Time 

Cooldown 

Cost to Train 

Effect 1 

1 

6 

60 

Inventory 

3 sec 

— 

1# 

Conjures 2 muffins, providing the moge and his olHes with something to eot. Conjured items disoppeor if logged out for rrMre then 1S minutes. 

2 

12 

105 

Inventory 

3sec 

— 

6# 

Conjures 2 loaves of breod, providing the moge ond his ollies with something to eot. Conjured items disoppeor if logged out for more thon 15 minutes. 

3 

22 

180 

Inverrtory 

3sec 

— 

30# 

Conjures 2 loaves of rye, providing the moge ond his allies with something to eot. Conjured items disoppeor if logged out for more than 15 minutes. 

4 

32 

285 

Inventor/ 

3 sec 

— 

1# 

Conjures 2 loaves of pumpernickel, pro’i/iding the mago ond his allies with something to eot. Conjured items disoppeor if logged out for more thon 15 
minutes. 

5 

42 

420 

Inventory 

3 sec 

— 

1 # 80 # 

Conjures 2 loaves of sourdough, providing the moge and his ollies with something to eot. Conjured items disoppeor If logged out for more thon 15 

1 minutes. 

6 

52 

585 

Inventory 

3 sec 

— 

3 #50# 

Conjures 2 sweet rolls, providing the moge ond his allies with something to eot. Conjured items disoppeor if logged out for more Ihon 15 minutes. 

7 

60 

705 

Inventory 

3sec 

— 

3 #50# 

Conjures 10 cinnamon rolls, providing the moge ond his allies with something to eot. Conjured items disoppeor if logged out for more Ihon IS minutes. 

■ 

1 ^ 

\ Conjure Waterml^ 

Rank 

Level 

Mona 

Ronge 

Casting Time 

Cooldown 

Cost to Train 

Effect 

1 

4 

60 

Inventory 

3se( 

— 

1# 

Conjures 2 bottles of water, providing the mage ond his ollies with something to drink. Conjured items disoppeor if logged out for more than) 5 minutes. 

2 

10 

105 

Inventory 

3sec 

— 

4# 

1 

Conjures 2 bottles of fresh water, providing the moge ond his ollies with something to drink. Conjured items disoppeor if logged out for more thon 1S 
minutes. 

3 

20 

180 

Inventory 

3sec 

— 

20# 

Conjures 2 bottles of purified water, providing the moge ond his ollies with something to drink. Conjured items disoppeor if logged OUt fOf mote thon 15 
minutes. 

4 

30 

285 

Inventory 

3sec 

— 

80# 

Conjures 2 bottles of spring water, pro’ifiding the mage and his allies v/ith something to drink. Conjured items disoppeor if logged out for more than 15 
minutes. 

5 

40 

420 

Inventory 

3sec 

— 

1«50« 

Conjures 2 boittes of mineral woter, providing the moge and his allies with something to drink. Conjured items disoppeor if logged our for more thon 15 
minutes. 

6 

50 

585 

Inventory 

3 sec 

— 

3# 20# 

Conjures 2 bottles of sparkling water, providing the moge ond his ollies with something to drink. Conjuted items disoppeot if logged out fw more than 15 
mimiies. 

7 

60 

780 

Inventory 

3 sec 

— 

— 

Conjures 10 bottles of crystol water, providing the moge and his allies with something to drink. Conjured items disoppeor if logged out for more than 1S 
minutes. 








































































Arcane^Missii^'^ 


kdne Mtsdes when used with th& oppropiiiire \akn% con cosl wilfiMjt ony cbiite erf being inteer jpled. 


Ronk 

Level 

Mono 

Ronge 

Casting Time 

CooldoiAm 

CosttoTmin 

Effect 


1 

8 

®S 

30 yd 

Qianneled 

— 

2^ 

Launches Arcone Missfes at the enemy, causing 24 Arcone damage each second for 3 seconds 

2 

U 

140 

30 yd 

Cliunneteil 

— 

15# 

Lamichas Arcane Issiles ot Ik enemy awsing 34 Arcane damage eoth second tor 4 sec. 

3 

24 

235 

30 yd 

Chonneled 

— 

40# 

Launches Arcone feiles at tfie enemy causing 54 Arcane damoge each second for S sec. 

4 

32 

320 

30 yd 

Channeled 


109 

LoEincliES Afoone ^Afssiles ot the enemy causing 33 AKme damage encfi second fai 5 sec. 

5 

40 

410 

30 yd 

Chatineled 

— 

1#50« 

lounthes Arcane Missiles cjt the eneiny, cousing 115 Arcane datnuge each second for S sec 

6 

4S 

500 

30 yd 

Chattneled 

— 

2 9 SD9 

Launches Arcane Missiles at the enemy cousing 159 Arcane damage each second fur S sec. 

7 

54 

5?5 

30 yd 

Channeled 

— 

3 9 809 

loundffis Arcone Missiles at the enemy ctiusfiig 202 Arcane damage eoch second fen S sec. 

-$ 

54 

455 

30 yd 

Channeled 

Channeled 

— 1 

Lcunclies Arcane Missiles at Ihe enemy [oustiig 230' Arcane damage ecteh second for 5 sec. 

B 

1 i> 

Rank 

Level 

Mann 

Range 

Costing Hme 

Cooldown 

Cost ta Train 

' Effect 


1 

8 

-1 

40 

30 yd 

li sec 

— 

2# 

Transforms Iha enemy into o sheep, forcing it to wander around for up to 2D sec. VVhile wondering, the sheep cunnet attack or cast spdls hut wfl regenerate 
very quickly. Any domoge wil transform Ihe target hock into its normal form. Only one tmget con be potymorphed aro time. Only wwks on Beasts, 

Kumonoids ond Critter 

2 

20 

90 

30 ytf 

IS sec 

— 

20# 

Transforms the ORemy into o sheep, forcing il to wander urounct for up to 30 see While wandering, the sheep connot uttock or cost speBs but wilf logenerato 
very guickfy. Any damage vdll transform the target hack into its nuimol form. Only one loiget con he polymorphed ert a time. Only works on Beasts, 

Homanmds and Critters. 

3 

40 

120 

30 yd 

I.Ssec 

— 

1 ^50 9 

Trpnsfarms the enemy into a sh^p, fenting it to wander around for up to 40 sec. White woidering, the sireop comwt attack or cost spells but will regenerate 
very gaickly. Airy damage will tmnsfoim the target bock into its normal form. Only one forget con be polymorphed at a rime. Only v/orks on Beosts, 

Humanoids and CriHeiS. 

4 

40 

150 

30 yd 

1.5 sec 

— 

4 'f 209 

TfonsTomns the enemy into a she^, forting it fo woisder around for up ro 50 sec. While wamforing, the sheep connat ollock or cast spells but will regenerate 
very quickly Aity damage wiSi transform Jlie target back into Its normal foim. Oitly one target con he poSymorphsd at o time. Only works on Beasts, 

Humanoids and CdHtors. 



Polymorph: Pi^ 


Rank 

Level 

Mciiia 

■ Range 

Costing Time 

Cooldown 

Cost loTroin 

{ffeti 

1 

40 

150 

30 yd 

1.5 sec 

— 

— 

Transforms the enemy into o pig, forcing it to wander around for up to 50 secortds. While WMidsrifig, the pig cannot attack or cost spelts hut will regenerote 
very gvickty, Any domage will transform the foiget back into its noinwl form. Only one target con k polymoiptied at u time. Only works on Beasts, 
Humaroidsondtnncis. 


O. Damperf^a^i^ 


Dompan Mogic is wonderful when you oie king caslec and lack inagital heolirg suppoft from allies, 


Rank 

Level 

Mona 

Ronge 

Casting Unte 

Cooldown 

Cost to Train 

Effect 

1 

12 

100 

30 yd 

1C 

— 

6# 

Qompom magic used tpinsi the latggteij patly member, decreasing domoge token fram spells by 10 ond healng spells by 20. Ljsts 10 rain. 

2 

24 

200 

30 yd 

1C 

— 

40# 

Dampens mo^ used oguinst the torgeteil porty member, decr 0 asiii!| dottxrge token fram spells by up to 20 and heoling speBs by up to 40. Lasts 10 min. 

3 

36 

300 

30 yd 

1C 

— 

1 #30# 

Dampens mngic used ogainst the torgctoii parly member, decreasing damage token fram spells by up to 30 and healing spells by up to 40. lasts 10 mio. 

4 

48 

400 

30 yd 

IC 


2 80 9 

Dampens magic used against the targeted potty ntombat, decreasing damoge taken from speils by up to 40 and healing spells by up to SO, lusts 10 min. 

5 

40 

500 

30 yd 

1C 


4 9 209 

flampans mogk used oguinst the Itorg®^!^ twftV member, decreosing damage tok^ fram spdls by up.to 50 ond healing spalk by up to 100, lusts 10 min. 




Amplify^agic 


. Amplify Mogk nlom the primary rank Irt receive grealei tieoling for feu mirutes witli only d hnef expense of mona but □! Most of more magic damoge! 


Rank 

Level 

Mona 

Range 

Cssfingltme 

Cooldown 

CosttoTroln 

Effect 


1 

18 

150 

30 yd 

iC 

— 

18 9 

Anaplrfies rncqlc used ngotostthe targeted party member, tocreosiii^ damage takeir from spells by 1 5 ond healing spells by 30. Lusls 10 min. 

2 

30 

250 

30 yd 

IC 

— 

80# 

Ampliftfis mogic used against the toigetod party member, increosing dorna^ token from spdb by up to 25 surd hading spells by up to 50. Lasts 10 mift. 

3 

42 

350 

30 yd 

IC 

— 

I #80# 

Amplifies magic used ngoinst Ihe toigetod party mamhef, inaeosing damage token hum spdls by up to 35 turd heding spells by up to 70. Lasts 10 min. 

4 

54 

4S0 

30 yd 

tc 

— 

3 60 # 

Amplifies magic used ugainst the taigated party member, inaeosing damage token from spdis by up to 45 ond healing spells by up to 90. Lasts 10 min. 

B 

Slo W Fair CostoWe or youifself, it allows Mages to leap safely from 


Rank 

Level 

Monti 

Range 

Costing Time 

Cooldown 

Cost to Train 

Effect 


rvTi 

nr- 


Self 

IC 

— 

[ 4 # 

Slows foiling speed for 30 set. 



Arcane Ex ploSioS^^ Ejfplasion is o point blank AoE spell. Geewse ft is used so quidly, Ifii^ Is on M ijf choice tof fost hursts of damoge agolnst many light targets. 


Ronk 

Level 

Mnnoi 

Ropge 

Cabling Time 

Cooldown 

Cost to Train 

Effeci - r — 

1 

14 

7S 

— 

— 

— 

9# 

Causes ua explosiDn af arcane magic orautid the castor, coring 32 to 36 Arcone damage to all targets within 10 yoids. 

2 

22 

120 

— 



30# 

Causes ao explosion of arcane magic around the cosfoc, causing 57 ta 63 Arcane damage to oil torg 0 }s svitbin 10 yards. 

3 

30 

195 

*- 

— 


88 9 

Causes an exphnsion of arcana mogic around the castor, (airsing 97 to 105 Arcoite damage to all torgets within 10 yards. 

4 

38 

250 


— 

~ 

1 #20# 

Cousas an expfosioa af arcoiie magic araund the castor, causlag 139 to 151 Arcaue damage IP all targets within 10 yards. 

5 

46 

^315 

— 

— 

— 

2 #40# 

Causes 00 explosion of arcane magic around the costor, causing 186 to 202 Arroiie damoge to otl largeis wrtbin 10 yards. 

6 

54 

390 


— 

— 

3 #60# 

Causes an osqAasiern cl arcana magic oiowid the caster, causing 243 to 243 Aroana damoge to all torgets within 10 yards. 
















































































































Detect M^ic 


Detect Nlngfc is onottier spell thot is underused. Cost this te Imd out wlint posiiwe effects oes 
— on Oil enemy teget. 


[ Ronk 

level 

Waoa 

Range 

Casting Tfiue 

Cooldown 

Cost toTroin 

Effed 

1 "/* 1 

LifJ 

35 

40 yd 1 

JC 

— 

15# 

1 Detects heflefidal mogic effects an the target for 2 min. | 


RemOVe '^ufse^ wondeiM. Mages mad Druids are able to take off these 

_ — - —i — negolwe effects! 


Rank 

Level 

Mono 

Ronge 

Costing lime 

Cooldown 

Cost to Train 


1 1 

18 


1 30vi 1 


— 

18# 1 

Reinoves 1 Curse from o ftrendly furger. | 



Blink 


BliiA is a fHoteciiw ohdity that teleports o Mage foiword a modesr distance. 


I Ronk 

Level 

Mann 

Range 

Costing Ttme 

Cooldown 

Cost loTrtrirr 

Effect 

1 

1 20 

11 

Self 

1C 

ISsecands 

20# 

Teleports the coster 20 yards forword, unless something e in tha wuy. Also frees the raster from any bonds. | 



P VO ca n Evocation is an oMity for rmsshiB moral regeneration over d skrt period. Ihougfi the cooldown is suhstuntiol tten minutes), Ewcotian should be used to 
get 0 ke rramn bor when it is needed the most. 


1 Rank 

Level 

Mona Range 

Castfrrg Tmia 

Cooldovm 

Cost to Troin 

Effect 

1 

20 1 

1 - - 

1 Channeled | 

8 minutes 


While chonnelifni rhts spdb your mono regen^tian ts active and increosed by I5D0%. Losts fi SK. 


Presenc^^fWmi 


Rank 

Pcerequisites 

Effect 

QJ 

1^20 Poiftts in Arcana 

When atiWDled, your next Mage spell with a costing lim of less Ibon 10 sec becames on instant cast speU. 


M/in/i ^ hi^l /f Ikiaisehres ogoinst darttoga at the expense af motto. Adlvole this before deolb AaE runs (when yora motw totol 

XYijina onw iu_ suivivubifiiy). 



Ronk 

Uvel 

Marta 

Raitge 

Castirtg Time 

Cooldovim 

Cost to Train 

Effed 

i 

20 

40 

klf 

1C 


20# 

Ahsotb 120 physical damage, draining matin instead. Drains 2,0 mma per damoge absorbed. Lasts 1 min. 

2 

28 

60 1 

Seif 

fC 

— 

70# 

Absorbs 210 pbysicol damage, draioing mono iiKteod. Dmins 2.0 mono per damage absorbed, tets 1 iriin. 

3 

36 

80 

Self 

1C 

— 

1 #30# 

Absorbs 300 physical damage, draining moiw ins^eod. Droiirs 2.0 mona pet damoge absorbed. Lasts 1 min. 

4 

44 

lOO 

Self 

1C 

— 

2# so# 

Ahsarbs 390 pliysicel damage, dratniirg mono iirsteml. Drains 2.0 mono per dnnnage ohsorbed. bsts 1 min; i! 

5 

S2 

120 

Self 

1C 


3 #50# 

Abscibs 480 physical damage, draining mana mstead, Drains 2,0 mana per damage obsoibed. Lflsts 1 ran. 

■ ^-^1 

60 1 

140 

Self 1 

1C 


A #20# 

AtHcrbs 570 j4iysical doraage, dminiing mana insteod. Drains 2.0 raarMi per damage absorbed, lasts 1 min . 



r'n f£> Counterspell is o life or death abifity agoinst enemy casters. Wait until they are costing g spell (whether it he heoling or damoge), then Countetspelf to Silence the foe hi several 

—1 — seconds and stop the specific schod of mogk they weie using for erran longer. 


1 Rank 

Level 

Mono 

Ronge 

Casting Time 

Cooldown 

Cost to Train 

Effect 

ra 

hiJ 

100 

30 yd 

fC 

30 seconds 

40# 

Cotmters the enemy's spell, preventing him any spell ita ihot school of magk being cast for 10 sec. Geitenrtes a high amount of tat. 



Cpnim e^^^ e_ ^ 


0 reserve for their mono. 


Rank 

level 

Mono 

Range 

CastfngTnne 

Cooldown 

CosttoTfaln 

Effect 

1 

23 1 

530 

1 Inveritory 

1 3 sec 


70# 

Conjures a Mana Agate thot con be used ta instantly restore 37 S to 425 mane. Coniured iteras dbappear if logged out for mare than 15 minutes. | 



Conjure^ana^G^ihe 


1 Ronk 

level 

Mflftff 

Range 

Costing Tme 

Cooldown 

Cost to Train 

Effect 

W/A 

48 

1130 1 

1 Inventory 1 

L 1 


1 2 # 30 # 

Conjures a Moflfl Cilrfria Ifwt con be used to mstantiy restore 775 to 925 mano. Coniured items disoppear if fagged out for more than 1 S minutes. [ 


1 Conjure^MM^^^e 





— 


-- 

Rank 

Level 

Mnna 

Range 

Costing Time 

Cooldown 

Cost to Train 

Effect 

N/A 

38 

800 

1 inventory i 

1 3 SBC 1 


ll#4Q# J 

1 Conjures a Mana jade that con be used to instnnffy lestare 5S0 to 650 mona, Coniuied items dtsoppetir i! loggod out for mcMe ihon 15 minutes, | 

L 

1 Coji/ure iMariofRu&y 

Rank 

Level 

Mtina 

Range 

Costing Time 

Cooldown 

Cost to Train 

Effect 


sa 

147D 

InvefitDFy 

3 sec 


4# 

Conlures a Matw Ruby that can be used to iastantly restore 1000 to 1200 moncr. Conjured items disappear if logged out for more than t S mtnuies. 





























































e Armor 


Moge Armof doesn't hove the some survivobilhy os the Ice A/mor buff, and you con only use one at o time. However, ogoinst costers who stay at ronge, Moge Armor is better. 


Rank 

Level 

Mona 

Range 

Casting Time 

Cooldown 

Cost to Train 

Effect 

1 

34 

270 

Self 

1C 

— 


Increases your rcsistonce to oil magic by 5 ond allows 30% of your mono regenerotion to continue wh4e costing. Losts 30 min. 

2 

46 

380 

Self 

1C 

— 


Increoses your resisfoiKe to all mogk by 10 ond oHo'ws 30% of your mono regeneration to continue while casting. Losts 30 min. 

3 

58 

490 

Seif 

It 

— 


Increoses your resistance to dl mogic by 15 and allows 30% of your mono regenerotion to continue while costing, losts 30 min. 


Fire SPELLS«wi»®i^" 



Combustion 


Rank 

Prerequisites . V ;: 

Effect i 

1 

3 Points in fire Power, 30 Points in Fire 

When octivoted, this spell couses eoch Fire domoge spell you cost to increase your critical strike chance with Fire damage spels by 10%. This effect lasts until you hove 
caused 3 criticoi strikes with Fire spells. 


Fireball 


Fireball is the quintessential fire spell. This offers a long-range bolt with high damage and very high mana 
efficiency. 


Rank 

Level 

Mono 

Range 

Costing Time 

Cooldown 

Cost to Troin 

Effect 


1 

1 

30 

30 yd 

1.5 sec 

— 

— 

Hurls 0 fiery boll thot couses 14 la 22 fire damage ond on odditionol 2 domoge over 4 sec. 

2 

6 

45 

3$ yd 

2 sec 

— 

1« 

Haris 0 fiery boll thot causes 31 to 45 fire damage ond on odditionol 3 domoge over 4 sec. 

3 

12 

65 

35 yd 

2sec 

— 

6# 

Hurls a fiery boil tbot causes 55 to 75 fire domoge and on odditionol 6 domoge over 6 sec. 

4 

18 

95 

35 yd 

2.5 sec 

— 

18^ 

Hurts a fiery boll thot causes 84 to 116 Bre domoge and on odditionol 12 domoge over 8 sec. 

5 

24 

140 

35yd 

3.5 sec 

— 

40 9 

Hurls a fiery boll thot causes 139 to 187 fire domoge and on odditionol 20 domoge over 8 sec. 

6 

30 

185 

35yd 

3.5 sec 

— 

80# 

Hurls 0 fiery bell that couses 199 to 265 fire domoge and on addih’oool 28 domoge over 8 sec. 

7 

36 

220 

35 yd 

3.5 sec 

— 

1#30# 

Hurls a fiery boll thot causes 255 to 335 fire domoge and on additional 32 damage over 8 sec. 

8 

42 

260 

35 yd 

3.5 sec 

— 

1#80# 

Hurls Q fiery boil thot couses 318 to 414 fire domoge otMl on odditionol 40 damage over 8 sec. 

9 

48 

305 

35 yd 

3.5 sec 

— 

2#80# 

Hurts a fiery ball that causes 392 to 506 fire domoge ond on odditionol 52 domoge over 8 sec. 

10 

54 

350 

35 yd 

3.5 sec 

— 

3 #60# 

Hurls 0 fiery boll that couses 475 to 609 fire domoge ond on odditionol 60 domoge over 8 sec. 

11 

60 

395 

35 yd 

3.5 sec 

— 

4#20# 

Hurls 0 fiery boll that causes 561 to 715 fire domoge ond on odditionol 72 domoge over 8 sec. 

12 

60 

410 

35 yd 

3.5 

— 


Hurls 0 fiery boil thot causes 596 to 760 fire domoge ond on odditionol 76 domoge over 8 sec. 


1 Fire Blast is an instant spell that deals a fair amount of damage but loses some 

1 Fire Blasi^' efficiency. Use this when enemies are almost dead and need to be finished 


Rank 

Level 

Mana 

Range 

Costing Time 

Cooldown 

Cost to Troin 

Effect 

>1 

1 

6 

40 

20 yd 

IC 

8seco(x)s 

1# 

Blasts the enemy with fiie for 24 to 32 fire domoge. 

2 

14 

75 

20 yd 

IC 

8 seconds 

9# 

Blosfs the enemy with fire for 57 to 71 fire domoge. 

3 

22 

115 

20 yd 

IC 

8 seconds 

30# 

Blosts the enemy with fire lor 103 to 127 fire domoge. 

4 

30 

165 

20 yd 

IC 

8 seconds 

80# 

Blosts the enemy with fire foe 168 to 202 fire domoge. 

S 

38 

220 

20 yd 

IC 

8 seconds 

1#40# 

Blasts the enemy with fire for 242 to 290 fire domoge. 

6 

46 

280 

20 yd 

1C 

8 seconds 

2«i0# 

Blosts the enerPiy with fire for 332 to 394 fire domoge. 

7 

54 

340 

20 yd 

IC 

8 seconds 

3 #60# 

Blosts the enemy with fire for 431 to 509 fire domoge. 



Flamestri^ 


Flamestrilce is an AoE that doesn't have a cooldown but does have a casting time. This spell becomes mana efficient when 
there are three or more enemies clustered together. 


Rank 

Level 

Mono 

Range 

Casting Time 

Cooldown 

Cost to Train 

Effect 

1 

16 

195 

30 yd 

3sec 

— 

Il5# 

Colls down 0 pillor of fve, bunung oil enemies within the area for 52 to 68 fire damage ond on odditionol 48 domoge over 8 sec. 

2 

24 

330 

30 yd 

3 sec 

— 

40# 

Colls down 0 pillar of fire, burning oil enemies within the area for 96 to 123 fire domoge and an odditionol 88 domoge over 8 sec. 

3 

32 

490 

30 yd 

3sec 

— 

1# 

CoHs down o piflor of fire, burning ol enemies within the area for 154 to 192 fire domoge ond on odditionol 140 domoge over 8 sec. 

4 

40 

650 

30 yd 

3sec 

— 

1#50# 

CoBs down a pillar of fire, burning oil enemies within the oreo foe 220 to 272 fire domoge ond on odditionol 196 damage over 8 sec. 

5 

48 

815 1 

30 yd 

3 sec 

— 

2#80# 

Colls down Q pilbr of fire, burning all enemies within the oreo for 291 to 359 fie domoge ond on odditional 264 domoge over 8 sec. 

6 

56 

990 

30 yd 

3 sec 

— 

39 809 

Colls down 0 pillor of fire, buiring oil enemies within the areo for 375 to 459 fire domoge and on odditionol 340 domoge over 8 sec. 



Fire Ward is a useful spell in certain circumstance. Cast this 
ahead of time on yourself before fights with known fire enemies. 


Rank 

Level 

Mono 

Range 

Costing Time 

Cooldown 

Cost to Train 

Effect 

1 

20 

85 

Self 

IC 

30 seconds 

20# 

Absorbs 105 fire domoge. Lasts 30 sec. 

2 

30 

135 

Self 

IC 

30 seconds 

80# 

Absorbs 185 fie damage. Lasts 30 sec. 

3 

40 

195 

Sdf 

IC 

30 seconds 

1#50# 

Absorbs 300 fire damage. Lasts 30 sec. 

4 

50 

255 

Self 

IC 

30 seconds 

3#20# 

Absorbs 430 fire domoge. Losts 30 sec. 

5 

60 

320 

Self 

IC 

30 seconds 

49 209 

Absorbs 585 fire domoge. lasts 30 sec. 





































































































Pyrobla^ 


Pyroblast is a Talent-(earned ability that is very sfow to cast. Outright damage and mana efficiency from Pyroblasi are extremely 
high, and Mages can start fights with this to give themselves a major burst against a target that isn't coming toward them. 


Sank 

Minimum level 

Mona 

Range 

Casting Time 

CooWown 

Cost lo Train 

Effect 

1 

20 1 

12! 

35 vd 

6 sec 


— 

Hyds m imuiense fieiy boulder that ta«ses 148 to 195 Fire domoge and an additional 56 Firo dmmge owr 12 sec. 

2 1 

24 

150 

35 yd 

6ssc 

— 

10« 

Htifc an imntense fiery bouM^ tfiot causes 180 ta 236 ftre doiMge ond ao adtfitjOMl 72 domage om 12 sec. 

3 

30 

I9S 

35vtf 

6 sec 

— , 

20 « 

Hurls on iftimense fiery boolder iliot touses 255 to 327 fire domoge end on eddilfonol 96 damage aver 12 sec. 

4 

36 

240 

35 yd 1 

6se< 

— 

32 9 SO 9 

Hurls ay immense fiery Iwulder Ifiat causes 32? to 419 fim damage cad on addriioirol 124 damage ever 12 sec. 

5 

42 

2SS 

35 yd 

6 sec 


45# 

Hurls un immense fiery boulder ttiot couses 407 to 515 fife damage ood w oddilkinol 156 damoge ow 12 sec. 

6 

48 

335 

3SvJ 

hm 

- 1 

70# 

Hyrb an iiMiEnse fiery boulder Jlwt causes 503 to 631 fire damoge and on adcitiona! 1S8 domage over 12 sec. 

7 

54 

385 

35y() 

6s€C , 

1 


Hurk on immense fiery boufdw thot causes 600 fa 750 fire damage and an oddifionol 228 damage over 12 sec. 

S 

60 1 

440 j 

35 yd 

6 sec 

— 

1 # 50 # j 

Hurts on immerr^ frery boulder that causes 716 fo 890 fire damage and an odditiunal 268 domoge over 12 sec. 




Scorch 


Scorch IS another spell with massive damage efficiency. With a shorter cast¬ 
ing time than FirebaiJ, Scorch has more windows of opportunity^ especially 
during intense hghts/PvP situations. 


Rank 

level 

Mena 

Range 

Costing Tme 

Cooldown 

Cos! lo Troin 

Effect 

1 

22 

SO 

' 30yd 

lisec 


I 30 # 

korcfi the enemy for 53 Je 65 lire damage. , 

2 

28 

65 

30 yd 

1.5 sec 


70# 

Scorch jftB enemy for 77 le ?3 fire damage. 

3 

34 

80 

30 yd 

1.5 sec 


1 9 20 # 

Scortli the enemy for lOO Id 122 fire damage. 

4 

40 i 

100 

30 yd 

1.5 sec 

— 

1#50# 

Scorch tfie Gfiemy for 133 to 159 fire damage, 

5 

46 

115 

30 yd , 

1.5 sec 

— 

2 9 609 

Scorch Ibe enemy for 16? lo 192 fire domog*. 

6 

52 

135 

30 yd 

1.5 sec 1 

— 

3#50# 

5corcfi the enemy f(v ZOO' fo 23 9 fuc damage. | 

7 

5fl 

150 

30 yd , 

1.5 sec 

H 1 

11 _ 1 

Scorch the enemy for 233 to 275 fire tfumage. 



BldSt Wave is a Talentdearned ability that gives Fire Mages another AoEl This one is can be used instantly, is a point-blank AoE sped, and 

— — Dazes the enemies as we If as dealing damage to them. 


Rnnk 

Minimum level 

Motie 

Range 

Casting Tme 

Cooldown 

to5l fo Train 

Effect 

1 

1 

30 

215 

j 

1C 

45 seconds 

— 

A wave of flame radiates outward from tfie coster, damaging oil enemies caught within the blast for 160 Id T92 ftc damage, and doling them 
for 6 sec. 

2 

36 

270 

— 

1C 

45 secands 

32 # 50 # 

A wave of fiame indintes outwwd froni the caster, damaging all enemies caught wrlhin Ifio hlosi (or 201 to 241 fire domaga, and dazing them 
for 6 sec 

3 

44 

3S5 

— 

fC 

45 seconds 

S? # 50 # 

A wave of fiome rodreles outward from lire coster, darnaging all enemies caught williin the Most for 277 to 329 fire damage, and duzitig them 
for 6 sec. 

4 

52 

450 

— 

1C 

45 seconds 

S7 9 5G 9 

A wove of feme radiates Duhvard from the caster, dam&ging all enemies cougfil within Ihe blast for 365 ID 433 fire dantage, and dazing them 
fin 6 sec. 

5 

60 

460 

— 

1C 

45 seconds 

1#S# 

A wove of flame radiates outwaid from Ihe caster, domaging all enemies caught within the bfost for 462 to 544 fire dontage, ond dDiilig Ifem 
for 6 sec. 


Frost 





Rank 

level 

Mnna 

Range 

Casting Tone 

Cooirfown 

Cost to Train 

Effect 

t 

30 

240 

Sett 

1C 

1 

80# 

Increases armor fey 290 arid fmst teslslDfice by 6. if on enemy strikes the tusler, they irwy feve their movemc-nl slowed Id 70% ond nfeeb slowed by 20%. 
Lasts 30 min. 

2 

40 

320 

Self 

1C 

— 

1#S0# 

Inoeoses ormor by 380 and frest resistunte by 9. If an cnenry sinks the cnsier, they mny have (he« movement sfovred Jd 70% and attacks slowed by 20%. 
Ldsts 30 mfii. 

3 

SO 

510 

Self 

IC 

— 

3 # 20 # 

Increases aimor by 470 and Irc^ resislonce by 12. If cm enemy stiibs ihe coster, they may harve Their movement slowed to 70% and o^tDcks slowed by 

20%. Losrs 30 imin. 

4 

60 

500 

Self 

1C 

— ^ 

4 #20# 1 

InaufiEes mmai by 560 and ksf tesislafice by 1S. If on enemy Shikes \k cosier, they moy Irflrre there movement slowed Jo 70% ond flttatJs Shjw^ by 

20%. Lflsls; 30 min. 



Cold 



Rank 

Prerequisites 

Effect 

1 

IQPoinis in Frost | 

When odivared, this spell finishes tfir; cooldown on alt of your frost spells j 


















































































— FrostbolV 


Fnostbolt is not made to delivering damage as well as Fireball, but if js a faster spell, still has high efficiency, and 
Snares targets. 


■Jjofik 

■ level 

Mang 

Range 

Caslifigliitie 

Cooldown 

CosttoTrorn 

Effect 

1 

4 

25 

30 yj 

1.5 sw 


1# 

bwiiches 0 boll d Irost u\ the enemy, tmising 13 lo 20 frost dametp ond slomng movemen t speed to 60% of notmal fw 5 sec. 

2 

8 

35 

30 yd 

l-Ssffl 

— 

2# 

tounches o kit of iicist ot the enemy coosing 31 to 35 frost damoge ond slowing movement speed to 60% of mtml fa 5 sec. 

3 

14 

50 

30 yd 

2.2 set 

— 

9# 

kiwichgs 0 kli of frost oi the enemy causing SI to 57 frost domego ond slowing movement speed ro 60% ol normol fa 6 set. 

4 

2Q 

65 

3QvJ 

2.6 5«c 

— 

20# 

Launches a bit of fasf ot Itie enemy, ousing 74 to 82 frost damage and slewifig mmernent speed to 60% of noFmal for 7 sec. 

5 

26 

100 

30 yd 

3set 


50# 

Lautidies o W of frast at the eriemy, cousing 126 to 138 frost domoge ond slowing movemenf speed Jo 60% of normal far 7 sec. 

6 

32 

130 

30 yd 

3s^ 

— 

1 f 

Lflundres o bolt of frost ot die eneroy causing 174 lo 190 host damage end sfavutg movement speed to 6{)t% of nomol for E sec. 

7 

3a 

160 

30ytt 

3 sec 

— 

1#4D# 

Lflunches 0 bolt rrf frost ot the enemy causirrg 227 to 247 host damage and slowirrg movement speed lo 60% of normal for B set. 

a 

44 

125 

SOytl 

3 sec 

— 

2»3D« ! 

Icuncfies o boh of frost at the enemy causing 292 to 316 frost domage and slowing movement speed b 60% of normal for 9 sac. 

9 

50 

225 

30 yd 

3 SBC 

— 

3 # 20# 

toonches o boh of frost ot the enemy causing 353 lo 383 frost doroage and slowing movement speed to 60% of normal for 9 sec. 

10 

56 

260 

30 yd 

3 sec 

— 

3 9 93$ 

Ijoanches o boll of frost ot the enemy causing 429 to 463 frost damage and slowing movement speed to 6D% of normal for 9 sec. 

11 

60 

290 

30 yd 

3 set 



Launches u kli of host ot the enemy causing SI 5 lo 550 Frost damoge ord slowing mevemgnt speed to 60 % of normal for 9 sec. 


Frost Armor 


Frost Armor adds major survivability against melee forces to your Mage. Enemies that strike you when this buff is active are usually 
Snared, giving you a much easier time getting away from them. 


Rank 

Level 


Range 

Cosling Tttne 

Cooltfown 

Cost to Tram 

Effect 

1 

1 

60 

Self 

1C 

— 


IrrcroQse armor by 30. If on eirenry sliites tbc coster, they riwy have their meveroent slowed hy 70% ok oitods slowed by 20% foi 5 sec. Lasts 30 nnln. 

2 

10 

no 

Self 

1C 


4# 

kfjooses DEiitor by 110. II on enemy sJiics fhe tosrer, liioy moy bo'ro Ihcir nrovement slowecf to 70% und ottotks slowed by 20% fa S sec. lasts 30 mhi. 

3 

20 

17Q 

Seff 

EC 

— 

20# 

Incieases armor by 200. If air enemy sJiles the cosfa, Ihey ntny twve their movement sbwed to 70% ond ottacks stewed by 20% fa 5 sec. Lasts 30 min. 


Frost Nora 


Frost Nova is an AoE to stop enemies immediately. A full Root is in effect for the duration of the spell. 


Rook 

Level 

Mana 

Range 

CnstfEigHnie 

Cooldown 

CosttoTrcEEi 

Effect 

1 

10 

55 

— 

IC 

25 sec 

4# 

Blasts enemies neor the caster for 19 to 22 Frost domoge ond heezes them in pfoce fa up to 8 sec. Damage coused may inlorropf the effect. 

2 

26 

^ B5 

— 

1C ! 

25 sec 

50# 

Blasts enemies near she coster for 33 to 37 Frost damage and freezes them in plocc fa up Id B sec. Domoge caused moiy interrupt the effect. 

3 

40 

115 

— 

IC 

25 SM 

1#50# 

Blasts enemies near the cosier for 52 to 53 Frerst damage «od freezes them in pfoce fa ujr fo 8 sec. Damage caused moy iuFerruptfhe elfect. 

4 

54 

145 

— 

1C 1 

25 sec 

3 #60# 

Blasts enemies near the creter for 71 to 79 Frost damage end freezes liiem in place faup In 8 sec. Drimoge caused may interrupt the effect. 


Blizzard ' 


Bliztzard is a channeled AoE that deals moderate damage over eight satonds. For 
Frost-specced Mages, this spell has the potential to slow enemies as well as injure 
them. 


Rank 

level 


Ronge 

Casting Trtne 

Cooldown 

Cost to Train 

Effect 

1 

20 

320 

30 yd 

Chofineled 

— 

20# 

Ice shards pelt the laroet area doing 200 damage ever 8 sec. 

2 i 

23 

520 

30 yd 

• Channeled 

— 

70# 

Ice shards pelt the target urea doing 352 damage per 8 sec. 

3 

36 

720 

30 yd 

Chanirolaij 

— 

1#30# 

Ice shards pelt Ihe Icuget area doing 520 damage Per 6 sec. 

4 

44 

?35 

30 yd 

Channeled 

— 

2#30# 

Ice fiords pelt the lorget oreo doing 720 damoge over 8 sec. 

S 

52 

1160 

30 yd 

Chonneled 


3# 50# 

Ice shords pelt the target arei] dalng 936 cfajioge over B sec. 

6 

60 

1400 

30 yd 

Chonnejed 

— 

4# 20# 

Ice shards pefr ihe large! area doing 1 1 92 damage over 8 sec. 


Frost Ward 


Freest Ward acts like Fire Ward, but covers Frost Damage. 


Rank 

level 

Mann 

Range 

Casting Time 

Cooldown 

CosttoTroFn 

Effect 

1 

22 

85 


tc 

30 sec 

30# 

Absorbs 105 frost domrtge. Imsls 30 sec. 

2 

32 

135 

Sflh 

tc 

30 sec 

1# 

Absorbs 185 Fast damoge. Losts 30 sec. 

3 

42 

195 

Self 

IC 

30 SK 

I99[I9 

Absorbs 300 frost damage, lasts 30 sac 

4 

52 

255 


[C 

SOssc 

3#50# 

Akorbs 430 fiasl dorngge. LkIs 30 sec. 



Cone of Gold 


Cone of Cold is an AoE that focuses on targets in front of the caster. Use this to deal damage to an incoming group 
and slow them for eight seconds. 


Rank 

Uvol 

Malta 

Range 

CnslingTime 

Cooldown 

CosI to Train 

Effect 

1 

26 

210 

- 

IC 

lOset 

50# 

fargeJs in a cane in fani of Ifie caster take 98 la 103 frost damage ond oro slowed to 50% of normal speed far 8 sec. 

2 

34 

290 

— 

IC j 

lOsac 

1#20# 

Targets in a cane in front of the casEei: tab 146 to 160 frost domage and are slowed to 50%- of normc] speed far 8 sec. 

3 

42 

360 

— 


10 set 

1#B0# 

Targets in a cane in front of the coster toke 213 to 234 frost dornage and ore slowed to 50% of normal sped far S sac. 

4 

1 50 

465 

— ; 

IC i 

10 set 

3 #20# 

Targets in o car® in hoot of the coster tub 377 to 304 frost damage and ore slowed to 50% of nomid speed for S sec. 

5 

S8 

555 

- 

IC 

10 set 

4# 

Targets in a cane in Iroat of the castoi take 335 to 365 frost dornage and are slowed to 50% of notmcll spad for S sec. 


r Ttl Block comes from the Frost Talent line and is used to block enemy damage. At later levels, this allows a Frost Mage to block damage and 

— . ■ ■ ■ . — avoid interruptions to casting as long as the Barrier Fasts. 


Rank 

Minimum level 

Mona 

Range 

Costing Time 

Cooldown 

Cost to Train 

Effect 


30 

E 

Self 

IC 

5 minures 

1 ■ 

— 

hBCome encased in n black: of ke. protecling you from nii physical attach and spells fa 10 sesc, buf dunng that time you mnnat ottad. 

1 move or cost spells. 






























































































































Ice Barrie^ ' 


Icc Barrier comes from ihe Frost Talent line and is used to block enemy damage. 


' Rank 

Minimum Level 

Mona 

Range 

Costing lime 

Cooldown 

Cost to Train 

Effect 

1 

40 

305 

Self 

1C 

2 minutes 

— 

Instantly shields you, obsorinng 455 damage. Losts 1 min. While the shield holds, spells will not be intenupted. 

2 

46 

360 

Self 

1C 

2 minutes 

65# 

Instantly shields you, obsorbing 549 domogc. Lasts 1 min. While the shield holds, spels will not be intenupted. 

3 

52 

420 

Self 

1C 

2 minutes 

87# 50# 

Instantiy shields you, absorbing 678 domoge. lasts 1 min. While the shield holds, speRs will not be intenupted. 

4 

58 

480 

Self 

1C 

2 minutes 

I* 

Instantly shields you, obsoibing 818 damage. Lasts 1 min. While the shield holds, spefls vnll not be intenupted. 


TALENTS 

Mage Talents have changed a great 
deal over the retail period of World of 
Warcraft. Taking Arcane as a primary 
or secondary tree was almost a given in 

the old days. Elemental builds and even 
iri-Taleni builds are becoming possible. 
Take a long look at your preferred 
playstyle before dedicating to any build, 
and don't be afraid to respcc and try a 
few things out in the long run (it's worth 
the money). 

Arcane Line^ 

Arcane Talents are wonderful for raising Mana efficiency, Damage, and base 
functionality for the class. With an improved Intellect buff, Presence of Mind (for 
essentially a massive, Instant cast), and occasional free spells, this line has a bit of 
everything. If forced to declare a focus, however, Arcane Talents would likely be 
classified as burst damage. Arcane Power and Presence of Mind are both late Talents 
In the line that create solid burst potential. 

Fire Line- 

Fire Talents make Mages into even more powerful casters at range (with longer-range 
bolts, a chance for Stuns, and major Fire Talents are extremely functional. Added 
abilities Improve the Fire line's power to bring AoE's Into a battle (Blast Wave) or 
deal huge damage from surprise attacks (Pyroblast). This is the most common choice 
for damage over lime, and Fire's burst damage is pretty darn wonderful too. 

Frost Line-^ •• 

Frost Talents are there to frustrate and hall enemy advances. Though lacking in the 
power to immediately bring down enemy troops in the same way, this specialization 
improves the Chill Effects of almost all Frost magic. Also, Root effects are added to 
additional spells, making it even harder for melee enemies to advance on groups that 
have Frost Mages at the ready. Mages who place utility above DPS gain the most 
from Frost Talents. 

Portal Magic • 

A time-saving feature of the Mages is that they are able to Telep»ort themselves (and 
later their group as well) to major cities across Azeroth. This power is gained at 
Level 20, and it limited to the two central cities of your faction at that time. Later, at 
Level 30, the more distant capital is added. At level 40, the initial group portals are 
learned, then the distant targets are mastered at level 50. 

It costs a light amount of money to use these. You buy the reagents for the spells 
from specialty vendors. Before discounts, Mages use 10 silver for a Teleport, and 20 
silver for a Portal. Thus, a tip is absolutely essential if you want a Mage to Portal you 
somewhere and they aren't in your group. 


STRATEGIES 

Mages are all about keen strategy and 
tactics. This is one of those classes that 
dies easily If you aren't fast on your feet 
and good with your keys, because your 
Armor Rating Isn't going to stay close to 
decent. In fact, Mages and damage miti¬ 
gation only go together in the sentence. 
Mages have no damage mitigation. 

So, avoid the damage entirely and stay 
mobile. 


The key Is to find ways to maximize the spell line(s) you enjoy the most. On the 
whole, Mages use a primary spell line with small pieces from the other two, and this 
is more than a Talent Issue. Indeed, the spell lines have entirely different purposes, 
and your strategy should reflect the spells you prefer using (or vice versa). 

Ewe Can’t Live Without Polymorph 

As early as level eight, you receive the Polymorph spell. To practice its use, save up 
your full supply of mana and intentionally take on two monsters at the same time. 
Normally, this is a very bad situation, because Mages cannot mitigate damage in any 
positive way. So, use your best Fireball on one target and "Sheep" the other oppo¬ 
nent to prevent them from adding Into combat immediately. Use kiting tricks li) blow 
down Ihe initial target then choose whether to proceed with the second foe (who will 
soon come out of Polymorph) or run away. 

Master Polymorph and learn which targets are best to hit with it. Let your group's 
configuration determine a great deal in the higher instances. If your group is good 
at fast killing, Polymorph the most dangerous target. If your group can last a long 
time but kills slowly, Polymorph the less-damaging targets that take a longer time to 
destroy. This way, you are always taking a target out of the fight that would cause the 
most problems for your given group. 

Fast Soloing • 

With Mages and Priests alike, soloing is a very important issue. These are classes that 
are soft and exposed when brought into direct combat unprepared, and their heavy 
use of mana means that downtime is high unless you know what you are doing! 

For Mages, the key is to avoid the lure of free damage. In a life-or-death struggle, a 
Mage can pull out instant after instant. The issue here is that these instants have a 
high cost, and you won't be able to take down four or five enemies in a row without 
drinking while relying on Instants. A mana-efficient style can do that (and nrore). Use 
spells like Fireball, Frostbolt, and Scorch to deal damage. Rely on the spell that is 
efficient and within your specialization. Fireball, Fireball, Frost Nova, back off from 
melee range. Fireball, Scorch. Without a single critical that would take down a mod¬ 
est target. With Mage Armor on, this would keep a sober going for several targets in 
a row without any problems. 

Use a strong wand to finish off enemies that are down to low health. Instead of 
wasting a boatload of mana, rely on the free attacks that wands provide. Whether the 
enemies are close by or running away, they are doomed! 

Only use mana gems to save yourself during intense battles. Creating these isn't an 
efficient process. Consider them backups, not a standard part of your casting ritual. 

Obviously, a mixture of very high Intellect and high + damage gear are essential for 
soloing as well. Stamina (while of great importance for PvP), is a tertiary stat while 
leveling. Your Mage won't need a lot of it, because enemies spend most of their time 
at range. Create a stack of food and use that to restore the dings that your Mage takes 
from time-to lime, and you won't have any problems. This is done while drinking 
anyway, so it doesn't even lake extra time. 

Ideal Use of Food and Water 

Remember that your food and water are almost free (just a minor use of mana and 
brief casting periods). Don't ever resort to standing around. If you have free time and 
need health or mana, eat or drink. Five seconds free, and that is all because your 
group is about to pull? Drink anyway. It is freel Faking sips between pulls in a group 
Is a wonderful way to keep your DPS high without constantly annoying the group by 
requesting med time. 

You don't even have to engage in combat immediately when in a group. Tanks are 
not overly enthusiastic about the Idea of you tossing a Crit Fireball half-a-second 
after they charge into combat. So, make sure you get that final tick of health or mana 
before standing up and joining In on the fun. Encourage others to do this as well! 

Fland food and water out to groups like candy. If you arrive at a quest area, dungeon, 
or whatnot ahead of time, start making food and water. Toss two stacks of free water 
at every caster, and a stack of food at everyone. If you need to make more later, fine. 
It is amazing how much time is saved by free goodies. And. any time you are group¬ 
ing. this is going to be a wasted minute here or there (waited for the zeppelin, boat, 
odd character, disconnected person, etc.). 





















ARCANE SUETLETY _ J. 

Reduces your target's fesistance lo all your spells by S (Per Rankj 
and reduces threat o^ Arcane spells by 20% (Per Rank), 

ARCANE FCKUS _5 

Reduces the chance that the opponent can resist your arcane 
spells by 2% (Her Rank), 

IMPROVED ARCANE MISSILES_5 

Gives you a 20% chance (Per Rank) to avoid interruption caused 

by damage while channeling Arcane Missiles 

WAND SPECIALIZATION_ 2 

Increases your damage with Wands by 13%. Progression: 

MAGIC APSORTTION_5 

Increases all resistances by 2 (Per Rank) and causes all spells you 
resist to restore T% (Per Rank) of your total mana. 

ARCANE CONCENTRATION_5 

Gives you a 2% (Per Rank) chance of entering a Clearcasting 
Slate after any damage spell hits a target. The Cleartasting slate 
reduces the mano cost of your next damage spell by 100%. 

MAGIC ATTUNEMENT_ 2 

Increase the effect of your Amplify Magic and Dampen Magic 
spells by 25% (Per Rank), 

IMPROVED ARCANE EXPLOSION_3 

Increases the critical strike chance of your Arcane Explosion by 
an additional 2% (Per Rank). 

ARCANE RESILIENCE_1 

Increases your arrnor by an amauni equal to 50% of your 
Intel lect- 

IMPROVED MAN A SHIELD_ I 

Decreases the mans lost per point of damage taken when Mana 
Shield inactive by 10% (Per Rank). 

IMPROVED COUNTERSPELL_2 

Gives your Counterspell a 50% (Per Rank) losilen-ce the 

target for 4 sec, 

ARCANE MEDITATION_ 3 

Allows 5% (Per Rank) of your Mana regeneration to continue 
while casting 

PRESENCE OF MIND_ \_ 

When activated, your next Mage spell with a casting time of less 
lhan 10 sec E>ccfime5 an instant cast spell, 

ARCANE MIND _ 5 

Increases your maximum Mana by 2% (Per Rank). 

ARCANE INSTABILITY _3 

Increases your spell damage and critical strike chance by 1% 

(Per Rank), 

ARCANE POWER__1 

When activated, your spells deal 3S% more damage while 
costing 35% more mana to cast- This effect lasts iS sec. 




IMPROVED FIREBALL _5 FROST WARDING ___ 2 


Reduces the casting time of your Firebail spell by 0,1 seconds 
(Per Rank). 

IMPAa 5 

Increases the armor and resistances given l>y your Frost Armor 
and Ice Armor spells by 15% (Per Rank). In addition, gives your 
Frost Ward a 10% (Per Rank) chance to reflect Frost Spells and 

Gives your Fire spells a 2% chance (Per Rank) to stun the target 

effects while active, 

IMPROVED FROSTBOLT 5 

IGNITE S 

Reduces the casting time of Frostbolt spell by 0.1 seconds (Per Rank). 
ELEMENTAL PRECISION 3 

Your critical strikes from Fire damage spells cause the target to 
bum for an additional B% of your spelTs damage (Per Rank) over 

4 seconds 

Reduces the chance that the opponent can resist your Frost and 
Fire spells by 2% (Per Rank), 

ICE SHARDS S 

rLAFVlL LMKJLJWSlNU / 

Increases the critical strike damage bonus of your Frost spells by 
20% (Per Rank), 

Increases the range of your fire spells by 3 yards (Per Rank). 

IMPROVED RRE BLAST 3 

FROSTBITE 3 

Reduces the cooldown of your Fire Blast by 0,5 seconds - 
Progression; 0.5/1/1,5 

Gives your Chill effects a 5% (Per Rank) chance to freeze the 
target for 5 sec. 

INCINERATE 1 

IMPROVED FROST NOVA 2 

Increases the criticail strike chance of your Fire Blast and Scorch 
spells by 2% (Per Rank). 

Reduces the cooldown of your Frost Nova spell by 2 sec (Per Rank). 
PERMAFROST 3 

IMPROVED FLAMESTRIKE 3 

Increases ibe duration or your Chill effects by 1 sec (Per Rank) 
arvi reduces the targets speed by an additional 4% (Progression: 
4%/7%/iO%). 

PIERCING ICE 3 

Increases the critical strike chance of your Flamesirike spelt by 

S% (Per Rank), 

FYROBLA5T 1 

Hurls an immense fiery boulder that causes 143-195 fire damage 
and an additional 56 fire damage over 12 sec, 

Increases the damage done by your Frost spelb Ijy 2%i (Per Rank), 
COLD SNAP 1 

BURNING SOUL 2 

When aaivated,, this spell finishes the cooldown on all of your 

Gives your fire spells a 35% (Per Rank) chance to not lose 
casting time when you lake damage and reduces the threat 
caused by your Fire spells by 15% (Per Rank), 

IMPROVED SCORCH 3 

Frost spells- 

IMPROVED BLIZZARD 3 

Adds a chill effect to your Blizzard spell. This effect lowers I he 
target's movemeni speed by 30% (Progression; 30^/S0%/65%) 
Lasts 1,5 sec, 

ARCTIC REACH 2 

Your Scorch spells have a 337^ (Progression: 33%/bb%/1 007 d) 

chance to cause your target to be vulnerable to Fire damage. 

This vuEnerabiJily increases the Fire damage deal! lo your target 
by 3% and lasts 1S sec. Stacks up to 5 limes. 

IMPROVED FIRE WARD 1 

tncreases the range of your Fnostboll and Blizzard spells and 
the radius of your Frost Nova and Cone of Cold spells by 10% 
(Per Rank). 

FROST CHANNELING 3 

Causes your Fire Ward to have a 107o (Per Rank) chance to 
reflea Fire spells while active. 

MASTER OF ELEMENTS 3 

Reduces the Mana cost of your Frost spells by 5% (Per Rank) and 
the threat caused by yr>ur Frost spells by 10% (Per Rank). 
SHATTER 5 

Your Fire and Frost spell crrticials will refund 10% [Per Rank) of 
the mana cosi, 

CRITICAL MASS 3 

Increases the critical strike chance of your Frost spells against 
frozen targets by 10% (Per Rank). 

ICE block I 

Increases the critical strike chance of your fire spells by 2% (Per 
Rank). 

BLAST WAVE 1 

You become encased in a block of Ice, protecting you from all 
physical attacks and spells for 10 see, but during that time you 
cannot attack,, move, or cast spells. 

A wave of flame radiates outw'ard from the caster, damaging all 
enemies caught within the blast for 160 to 192 Fire damage, and 
dazing them for 6 sec, 

RRE POWER S 

IMPROVED CONE OF COLD 3 

Increases the damage dealt by your Cone of Cold spell by 1 S%. 
Progression: 15%/25M5% 

WINTER S CM it L 3 

Increasjps the damage done by your fire spells by 2%j (Per Rank). 
COMBUSTION 1 

Gives your Frost damage spells a 20% (Per Rank) chance fo 
apply the Winter^ Chill effect, which increases the chance a 

Frost spell will crilrcally hit the target by 2% for 15 scc- Stack-i 
up to 5 time.' ■ 

ICE BARRIER 1 

When activated, this speJf causes each Fire damage spell ytxi 
cast to Increase your critical strike chance with Fine damage 

spells by 10%. This effect lasts until you have causes 3 critical 
strikes with Fire spells. 

Instantly shields you, absorbing 4ZB damage. Lasts 1 min. While 
the shield holds, spells wilt not be interrupted. 



































































































Fun in PvP-^- 

You might be wondering if Mages are fun in PvP? The answer is a resounding, yes! 
You have to be a little crazy to bounce around with your fragile cloth being your 
only protection. However, fast-reacting Mages are still lough to kill. 

In Warsong Gulch, Mages make strong defenders, good people for midfield, and use¬ 
ful assistants to a flag carrier. Only in rare cases should they carry a flag themselves, 
but a skilled Mage can even carry a flag successfully using a number of tricks. 

For Arathi Basin, Mages can oddly serve a similar function to Rogues. They are very 
good at taking poorly-defended sites. If the enemies leave an area with only one 
defender, a Mage has many chances to win. First off. Polymorph the defender and 
take the flag. This prevents reinforcements from arriving with Rez cycles. After that, 
you only have one person to solo (and you can always call for assistance now that 
you have your foot in the door). 

On defense, Mages Polymorph healers or other casters. If the other side has a clear 
leader (someone who kills well, acts intelligently, and so forth), keep (hem sheeped 
all the time. Chain Polymorph, even with the diminishing returns; this act takes the 
person out of the battle for quite some time, and it also upsets them. It's not fun 
to be controlled for that long. Your actions might throw off the enemy's calm and 

controlled state of mind. 


Use higher ledges and recesses to give yourself as many chances for casting 
ambushes as possible. You aren't a tough character, no matter how much Stamina 
your Mage finds. Thus, start fights! Don't let other people see where you are until it's 
too late. Stay on the balcony above the flag room in Warsong Gulch if you hear that 
enemies are coming in by the tunnel. Move to the roof if you hear that they are using 
the ramp. Or, if they are coming in from all sides, hide in the cubby to the side of the 
flag and wait for your opportunity. 

Use every tool you have to stay alive (don't laugh, many people forget how many 
toys they have). The first lime you are engaged while running off or fighting, use 
Blink. If the enemies close the gap again, use Frost Nova. If they are coming in again, 
try Cone of Cold. Check your timers; Blink is almost up again! 

In PvP, Ice Armor is a very wise choice. Mana efficiency isn't nearly as important in 
the Battlegrounds. Survival is! And Ice Armor is one of the better tools for keeping 
enemies from engaging multiple times in melee. 

When large packs of enemies gather, sell your life dearly. Raise Mana Shield, drop 
every instant AoE you can, and keep up the pressure until your Mage drops. Against 
four or more packed enemies, this deals so much damage that the healers are in 
deep trouble. Any allies that come to help you are likely to have a much easier fight, 
even if you go down in the process. 



Paladins are the high-survivabilily melee fighters of the Eastern Kingdoms. With their heavy armor and robust 
physique, they have the ability to absorb an enemy's attacks, making them strong secondary tanks. It is in difficult 
situations that Paladins truly shine, and their use of Holy magic allows them some of a Healer's powers, including 
the ability to heal themselves, others, and to resurrect the fallen. Because of their mixture of healing and tanking, a 
Paladin makes a wonderfully self-sufficient soloer, as w'efi as an asset in any good group. 


^ Eie 'i 

I 

DuskwcHxf used lo be a forest of brightly lit glades and shining leaves. Now, j 
the sunlight doesn^t reach the woodland floor, and everything is colored with | 
a bluish haze. The townsfolk of Darkshire evefi whisper that their allies have j, 
forsaken them, as the Undead infest the graveyards and vv'-ander the land, at- [ 
tacking any unwary traveler. But the Light never leaves any place or anyone^s j 
heart fully, and 1 had come to give what a id [ could in defense of the people. I 

That morning, death came to the streets of Darkshire as an abomination | 

stalked through the town itself. I heard the calls of the town crier as the Night \ 
Watch, the citizen's militia, rallied. Other brave defenders of the Alliance 
came to the cry as well' a strong Warrior, a dedicated Priest, and a slim night 
elf Rogue. Standing beside them, basking in an Aura of Devotion, I knew that 
we could outlast whatever the darkness brought. | 

We smelled the creature before we saw it, but as it came out of the fog it was 
obvious that this was no natural beast. Cobbled together of sickly pale flesh 
and putrescent organs, it immediately set upon us. My first attempt to exorcize 
the creature met with llttie success, so E slammed my mace hard into its mid¬ 
section, whispering a prayer under my breath as I did so. 

We fought well and hard that day. Using the strength of the crusader, the Priest 
and J attacked wilh Holy magic and strikes. The Warrior and Rogue did their 
parts as well, and I healed them as the monster's blows pummeled down. But 
this creature w^as strong, very strong. At one point, 1 was Forced to call upon 
the Light to protect me from the creature's attacks, and its fist rained down 
without effect upon a shield of Light itself. This gave the Priest the time needed j 
to save our group, and as I watched, the Warrior finally gave the strikes 
needed to collapse the abomination. 

Together, we had all stood against one of the worst horrors ever to walk i 

Azeroth. One day, we w ill feclaim Duskwood, and all its citizens can roam in [ 

tranquil gardens and bright glades again. Until that day, may the Light protect [ 

and guide us, and give us all the strength to stand agalnsi the darknes.sl f 

\_^ __ _ ' 

iKTKQDucnoN ID PigyiN<^ me 

Playing a Paladin requires getting into a 
different mindset from many of the other 
classes. Instead of getting joy from each 
kill, there is great enjoyment from keep¬ 
ing yoiir&eif and other group members 
alive despite all manner of problems. 
Settle in for slow fights (especially while 
SoJoingJ, and laugh at the feeble monsters 
that try to take your character down. 

As with Warnorii, it's visry useful to have 
several equipment pieces for varying 
occasions. Use a two-handed weapon white soloing and rely on the best damage 
abilities at your disposal. Bandage after fights, donT use as much mana for healing, 
and try to keep wading through enemies as much as possible. Then, when a group 
needs you in an instance, break out the one-hander and shield for survivability. 

These choices can even be made during a single fight (use a two-hander w^hen your 
Paladin doesn't have aggro to do more damage, then pull out the shield if too much 
starts coming your way). 

Though unable to easily or predictably gather aggro through direct attack, Paladins 
can assist the main tank on a target and use their holy spells in conjunction wilh 
Judgement of Righteousness to regain aggro if the creature gets onto a softer person. 

If the Priest gets aggro, a Paladin can immediately start healing the Priest to both 
protect them and try to gather extra aggro 

Because Paladins are not major killers In PvP, some people are less interested in 
using them there. Yet, Paladins can accomplish certain tasks extremely well! in 
Warsong Gulch, Paladins escort flag runners incredible weEL Blessing of Freedom, a 
healer in plate, and Cleanse are amazing together. In Arathi Basin, Paladins defend 
points forever (it takes $o long lo kill them, and they can always use Divine Shield or 
other such abilities to save themselves). As long as the Paladins fight a few feet away 
from the flag, it lakes the enemies too long to capture the flag before you come out 
Of your protected state and hit them, it’s so nice. 


in raids. Paladins use their Greater Blessings ro provide the gatherefi classes with 
major benefits. Greater Blessing of Wisdom really help^ lo keep casters going in 
those longer fights. Blessing of Salvation is wonderful for keeping the aggro off of 
targets that are dealing high damage or doing the most healing (just don't cast it on 
the tanks please). Resistance Auras are also a powerful tool for the late game, where 
being able to add another 60 points of Resistance can make all the difference! Pala¬ 
dins are relegated to supporting rofes for these end-game encounters, but they are 
truly wonderful at filling that slot. 


Availahh Riiees i 

EW * 

Human 


What do Attributes Mean to Me^ 

1 

Strengfli 

Increases Mdge Doittoge QrHt Amouiit Aijsefbetl by Shield Blocb 

Stffluino 

RulsasKeDlH] 

AgSity 

High Doifjeaiiij Crilioil ftete 

luteJIett 

Increases Mflitt, Spell Crit% 

Spirit 

Mdd Heollli/ManD Regenerofion 


ITEMS AND EQUIPMENT 

Paladins are t^uipment dependent 
To do their best in ihe field and the 
dungeon, they need to have up-to-date 
armor and weapons, the best that they 
can afford or acquire. Also, to keep 
aggro and do damage, you want as 
powerful a weapem as you can get, and 
that means investing time and money 
into your equipment. 

What should you put the most time and 
money into first? Having a good set of 
chest and leg armor is one of the best investments that you can make. This allows 
you to absorb the most amount of hits and keeps you in the fight the longest. Having 
that good set of armor aliows you to conserve your mana to use for either healing or 
damage work (tasting Seals, Judging enemies, Stuns, etc.). 

Jf you really want to be the ultimaie in survivability, use a shield, one-handed 
weapon, and spec for Protection. A shield can add large amounts to your Paladin's 
Arn>or Rating- Next, put a Shield Spikt! on it to add some offensive power. Keep your 
eyes open for quests that give shield rewards or look in the Auction House lor one 
that suits you. 

Tiy' lo keep that Arnnor Rating as high as you can. Don't be w'orried about being 
spendy with armor, because the survivability makes up for it a dozen times over. For 
an extra boost, try lo get very good pieces enchanted with extra Stamina. At higher 
levels, adding Crusader to your weaponry is not only appropriate, but this adds to 
both DPS and survivability. 

!n terms of what attributes to look for, Stamina is always appreciated. There is never 
anything wrong w'ith more health. If you find that you are soloing a lot, concentrate a 
bit more on Strength and Agility to raise your damage and shorten the length of fights. 
On the other hand, if you group more, lean a bit more on Intellect. This gives you the 
ability to do more healing work. Major Paladin healers need quite a slice of Intellect, 
both for the extra healing and for the increased chance to score Critical heals. 

Jf you are playing more of a support Paladin, be careful to avoid weapons with proc 
abilities instead of attribute bonuses. Support Paladins nuqd all of the Intellecl and 
Stamina they can get, and w^eapons with proc abilities often have fewer points in 
attributes (or none at all). Mana regeneration gear and + to spell damage and healing 
are also very important for raiding Paladins. 

































CHOOSING YOUR PROFESSION 


Knowing how to make your own equip¬ 
ment i$ a wonderful thing for Paladins, 

If you want to invest in crafted armor, 
move irio Mining and Blacksmithing. 
PaJadins are very good with the whole 
sdf- 5 ufficier>cy ibing, and making your 
own armor/weapons follows that perfect¬ 
ly. In addition, its rather enjoyable to 
be oui gathering usable materials while 
exploring [he world at the same time. 

For a PvP Paladin, or one interested in 
doing a great deal of soloing. Engineering is a wonderful [hing (o pick up. Paladins 
have fewer interrupts and possess almost no ranged abilities. This makes it amazingly 
powerful to rely orr Engineering to deal AoE damage, light Stuns, and hit targets at 
range Using Bombs to interrupt an enemy's spell can be very helpful, sometimes 
making all the difference in difficult fights where magic is being tossed at you. 

A Pabdin's biggest downtime problem is running out of mana. Alchemy and Herbal¬ 
ism can keep that in check by allowing a Paladin to make mana potions, which can 
help in a fix. As long as a Paladin has the mana, they are ready to fight, and more 
fighting means more experience. Beyond that, the bonuses gained from various 
potions help Paladins increase both their DPS and survivability. Spare herbs can be 
sold as well, adding to your funds for equipment upgrades. 



First Aid, as for almost all melee or hybrid cb.sses, comes in handy a great deal. 

Though you tan always heal your character during or between fights, the use of 
bandages conserves m^rnaf FspeclaPy when fighting hitmannid moh.s. that drop the 
cloth you need for First Aid, this cuts down on drj'wntime treniendously, fooking 
isn't as powerful for r^toring health quickly, hut its potential benefits for ?itamina 
and Spirit are both noticed by soloing Paladins, 



Paladins gain their anti-Undead abilities, 
healing, and Holy damage from the Holy 
skill line. Primarily, these abilities exist 
to keep your Paladin alive and to assist 
groups. When fighting Undead, the abili¬ 
ties become more combat oriented. 

Protection abilities center around stop¬ 
ping enemies from killing or harming the 
Paladin and various allies. Stun enemy 
attackers, reduce Threat for soft allies in 
the group, and allow tanks to take those 

hits better. 



Retribution neither heals nor protects; it is there to deal whai damage a Paladin cart 
master. Damaging Seals are found here, aggressive Auras, and the ludgement ability 
(to break Seals and cause potent effects on enemies). 


Holyj 



Holy Light is one of the major healing abilities for Paladins, 
rr j T * L j. Though slower than Flash of Light and less efficient, this spell 
- ^ ^ heals a great deal more per casting. 


, Rank 

Level 


Range 

: Costing lime 

Cooldown 

Cost to Train 

Effed 

1 

1 

35 

40 yd 

2.5 sec 

— 

N/A 

Heals D hiendly larger for 3 9 to 4 7. 

2 

6 

60 

40 yd 

2,5 sec 

1 “ 

1# 

Heols D friendly togel for 76 to 90. 

3 

14 

110 

40 yd 

2.5 


20$ 

Heals p Iriendty longetlDf 1S9 to 1B7. 

4 

22 

190 

40 yd 

ISs&i 

— 

40 9 

Heols n friendly laigetfor 310 to 3S6, 

5 

30 

27S 

40 yd 

2.5 


1 #10$ 

Heols D friendly target for 491 lo 553. 

i 

38 

365 

40 yd 

2,5 set 

— 

I 

Heals D friendly target far 698 Fo 780. 

7 

4A 

465 

40 yd 

2.5 sec 

— ^ 

2#40# 

Heals a friendly Inigetfpr 945 to 1053. 

8 

54 

5SQ 

40yd 

2.5 sec 

— 

4# 

Heals 0 friendly loiget far 1246 lo 1388. 

9 

60 

660 

40yd 

2.5 sec 

— 

— 

Heals D fiiendfy target fori 590 lo 17 70. 1 



Seal of El^hie{^n'ess 


Seal of Righteousness deals Holy damage to targets during a Paladin's melee attacks. When combine with Seal of the Cru¬ 
sader + Judgement, this can do a fair bit of damage [that doesn't get m itigated by Armor Rating or Resistam es). 


Ronk 

Level 

Maoa 

fltinge 

Casting Time 

Cooldown 

Cost to Train 

Effed 

1 

1 

20 

Self 

1C 

— 

I 

Fills ike Pdodm with holy spirit for 30 sec, giving each melee attack on additionpf 1 to 4 Holy damage. Only one Seal am he active en the Patodin at any one 
time. Ojileosliing this SeaTs energy will cause 12 Holy damage to an enemy. 

2 

10 

40 

Self 

IC 

— 

3# 1 

Fills the Paladin with haly Siplrit lor 30 sec, giving eoch melee attack on arWilronDl 2 to 8 Holy dnmoge. Only rme Seal ODn he active on Ifie Palodin at any one 
lime, lirileasliing this Seal's energy will coise 25 to 2 7 Holy damage to an enemy. 

3 

18 

60 

Self 

tc 

— 

35# 

Fills tlw Paladin wilh holy S()iril (or 30 sec, giving eodi melee oltodc an oddiiional 4 to 14 Holy damage. Only one Seol m be aclive on Ihe Polodiir ot any 
one time. Unleashing tht; Seol's energy will rouse 39 to 43 Holy doimage to an enemy. 

4 

26 

90 

Self 

tc 

— 

60 » 

Fills Ifie Polodin wilh holy spiriHof 30 sec, giving eodi meJee attack m addSHonol 6 to 21 Holy damage. Only one Seal can he oefe on Ihe Paladin or ony 
one time. Unlecehing this Seal's ertergy will cause 57 to 63 Holy damage to cm enemy. 

5 

34 

120 

Sell 

1C 

1 

— 

1 ■% 30 9 

Fills the Paladin with holy spirit for 30 sec, gfviog each melee ottock an additional 4 10 31 Holy damage. Only one Sd con he active on the Paladin at any 
one time. Unleosliing this SeoPs en&igy wi cause 78 to 86 Haly damage to an enemy. 

6 

42 

140 

Sell 

IC 

— 

2 10# 

Filk the Priladin with holy spirit for 30 sftc, giving each melee attack an oddltionDl 1210 43 HoFy domage. Only one Seol con be active on the Priludin ot any 
one time. Unleashing this Seal's energy wtH cause 102 lo 112 Hrily damage ta an enemy. 

7 

50 

170 

Self 

! 

l[ 

— 

2 T 30# 

Fils the Pahdin w’lih holy spirit for 30 sec, giving eoch melee oltock on addilionat 16 to 56 Holy damage. Only one Seal con be active on the Pokidin at any 
one time. Unkoshlirg Ifiis Seol's energy wilt cause 13M43 Holy damoge to an enemy. 

1 

8 

58 

200 

Self 

IC 

— 

4>:40# 

Fills the Palodin wilh holy spiril far 30 sec, giving eorh metee aflatk an ad^oiml 20 to 71 tbiy daowge. Only ojie Seal con be active on the Pnfadin ot any 
one time. Unleashing this Seal's energy will cause 162 to 178 Holy danmge to an eiiMry, 


G 

1 Purify 

0 

- Purify removCB one poison and one disease effect from a target. 

Rank 

Level 

Mann 

Range 

Costing Hme 

Cooldown 

Cost to Trail) 

Effect 

UlLi 

FT 1 

LC 

30 yd 

IC 

-- 1 

ill 

Partfies Ihe friendly forget, removing 1 disaee effect and I poisan effect, | 


















































Lav on Hamls Uy on Hands is on a one-hour tooldown without Tafents, but this ability has tremendous power. Your Paladin uses alf of their 
— — remaining mana to instantly heal one target. 


fionk 

Level 


Range 

Caslfng Time 

Cooldown 

Cost toTroin 

Effed ' ’ j 

1 

10 

lOOfli 

20yd 

1C 

60 min 

3# 

Heols Q hiendly tvrgel lor an nmounl et^d b the Palqdin"s metamum hsalHr, Draiins all of thg Polndrn's remaining tnouQ wlian used. 

2 

30 

]m 

20 yd 

1C 

60 min 

1 ^10# 

Heols D kiendly Inrgetfor on amowiil equal ta the Fnlodin's moMmum healtfi ond restojes 250 ef their mann. Dinins ol af the Polodin's remaining: mana 
wti^n used. 

3 

50 

m% 

20 yd 

1C 

l 

60 irin 

2#SD# 

Heob a frfejidly target for art amoeiit equof to llie Paladin's moKnrum fiedth and feslores 550 of their moiiD. Drains ol of Itie Poiad'in's remaining mann 
whemtsed. 



Redemption is a costly, oiJt-of<ombai Resurrection spell. 


Rank 

Level 

Mono ;, 

Range 

Cflsfing Time 

Cooldown 

Cost 10 Train 

Effsel 

1 

12 

60% qf Dose tkm 

30 yd 

10 sat 

— 

— 

Brings o dead pitryei back to life wiHi 65 health and 120 mona. Cajin&t be cast when in cnmbal. 

2 

24 

60% of Ease Atann 

30 yd 

10 sec 

— 

so# 

Brings a ctend ployei back to life wiih 150 health and 260 mona. CfienDt be ca^ vfhen in comlMif. 

3 

36 

60% of Base ta 

30 yd 

10 sec 

— 

l#40« 

Brings o dwd player bock lo tfe with 250 health and 420 marw. CmudI be tasl when in combot. 

4 

48 

60% of Bose /Adiw 

30 yd 

tOsoc 


2# 60 0 

Brings o dead player bad la Ife wilh 400 health and 600 mano. CaiMKii he tmsl when in combot. 

S 

60 

60?'5 of Bose Mona 

30 yd 

lOset 

— 

4#i0# 

Brings o dead player hnd to Ife with 600 heoltit and 800 mono. Cannot be rast when in combat. 


Blessing/Wis^^ 


Blessing gf Wisdom restores mana every five seconds for the target. 



Rank 

Level 

Mana 

Ronge 

Ca&tirtg Time 

Cooldown 

Cost la Troin 

Effecl 

1 

14 

30 

30 yd 

! 1C i 

— 

‘ so# 

Places Q Blessing on the Inendly target, restoring 10 monn ewry 5 setonds for 5 min. Players may only hove one Blessing an them per Pialodin al any one Ifnie. 

2 

24 

45 

30 yd 

iC 

— 

500 

Places a Blessing on the friendly turget, restoring 15 mm eveiy 5 swonds for 5 min. Players may only hav^ m Blessing nr» them per Pufathrd ol any one licne. 

3 

34 

65 

30 yd 

1C 

— 

10 300 

PtocBs a Blessing m rhn frient^ torget, restoring 20 nraiw every 5 seconds far 5 min. Players rncry only hava one Btessng on therrj per Paladin al any one time. 

4 

44 

90 

30 yd 

IC 

— 

20 200 

Places a Blessing on the friendly torgot, restoring 25 raaiw every 5 secorsds for 5 mh. Players moy only have one Blessing on them per Paladrn atoivy one time. 

S , 

- , 1 

54 

115 

30 yd , 

[C 

— , 

40 

Places a Blessing m the friendly target mstoring 30 moro every 5 saconds for 5 miri Players moy only have one Blessing on them per Paladin at oey ojie time. 


60 : 

125 

30 yd I 

tc 

— 

— 

Pfoces a Blessing art the friendly target, teslaring 33 Moew every 5 seconefc for 5 mk Flayers irifly only have on Blessing on them ptr Poladin trtany oJte time. 


iRriesLj 


Igogu^ 


■Shaman . 





Greater Si^fmgl^ffWisdoin 


Rank 

Level 

MflriQ 

Reagent 

Range 

Casting Time 

Coaldewn 

Cos! to Train 

Effect 

1 

54 

230 

Symbol of Kings 

30 yd 


- 

4 0 600 

Gives nil memims of Jh& loid or group thol shore ihe same class as ihe torgk'lho Greater Blessing of Wisdom, resioriug 30 ireino every 5 
sec for 1S min. Pltryeis con only hove nro Blessing on them per Poladin al any one lime. 

2 

60 

250 

Symbol of Kings 

30 yd 

iC 

— 

4 0 600 

Givris alt membeis of the raid or group that sham ilse same dass os the forget the Greotor Blessing of Wisdam, restoring 33 mona every 5 
s<!c for 15 min. Players con only have one Bbsing, on them per POladin ol qny one hrae. 


tWafrior 



Consecr^dn 


Consecration is Talent learned low-damage AoE ability. Paladins drop the AoE on the ground around themselves, instantly 
damaging nearby foes with Holy magic. This is extremely mana-inefficlent unless there are many enemies nearby. 


Rank 

' Minimum Level 

Marta 

Range 

Costing Time 

Cooldown 


Cast lo Train 

Effect 

1 

20 

135 

— 

1C 

8 seconds 

— 


Consecrales the lond beneath the Paladin, doiirg 64 Holy Damage over 8 sec to etimies who enter the areo. 

2- 

30 

335 

— 

1C 

8 seconds 

— 

20 

Consecrates die land beneath the Paladin, doing 120 Holy Damioge over 8 sec to enemies who enter the area. 

3 

40 

320 

— 

IC 

8 seconds 

— 

100 

ConsKirilos ihe land bejiBOih the Polodin, doifig 1 ?2 Holy Domoge over 8 sec to enemies iidro entw the qibq. 

4 

50 

435 


IC 

8 seconds ! 

— 

140 

Consecrates the lond beneath the Paladin, doing 280 Holy Ootnme aver 8 sec to enemies who enter fhe arEa. 

s i 

60 

565 

— 

IC 

8 seconds 

— 

23 0 

Consecrates ihe bind beneath the Polodin, doing 384 Holy Oompge over 8 sec to enemies who enter the area. 


Exorcisrh" 


Exorcism deals instant, ranged damage to Undcad or Demon targets {Forsaken 
players do not count, though Warlock pels do). 


Rank 

Level 

Mana 

Ronge 

Costing Time 

Cooldown 

Coslb Train 

Effecl 

1 

20 

85 

30 yd 

1C 

15sec 

40 0 

Causes 84 lo 96 holy domago to an Undeod or Oemcm target. 

2 

28 

135 

30 yd 

It 

15 sec 

:9O0 

Causes 152 te 172 holy damage to an undead taigel or demon. 

3 

36 

180 

30 yd 

!C 

IS sec 

1#4DS 

Couses 217 to 245 holy dnmqtp to on Undead or Demon lamet. 

4 

44 

23S 

30 yd 

IC 

ISs^ 

7# ZO# 

Couses 304 to 342 holy damage to arti Undead Of DeniOJi target. 

5 : 

52 

265 

30 yd 

IC 

ISSK 

3 0 400 

Causes 393 to 439 holy damage to on Undead of Oemcm target. 

6 i 

60 

345 

30 yd : 

IC 

ISsec 

40M)0 

Causes 505 to 563 lialy damnge to on Ufldead nr Demon target. 
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Flash ofM^ht 


Ffash of Light is an amazingfy efficient healing spell (nothing in the game 
can really touch this, especially if your Paladin specs for Holy Talents). 
The problem is that the I IPS oulpul (health per secortd) is very low. 


Hank 

Level 

Maoa 

Roj^e 

Casting Titne 

Caaldown 

Cost io Train 


1 

20 

3& 

40 yd 

1C 

— 

40# 

HBcik D fiieiidly torgef foi b 72. 

2 

n 

SO 

40ya 

1.5 set 

— 

909 

HeDlSQfiie[5dlytDfgelkM96tD 110. 

3 

34 

70 

40 /d 

1.5 SBC 

— 

1 #30# 

Heels Q (lifindly Inrget fm 145 b 163. 

4 

U 

90 

40 yd 

1.5 sec 

— 

2#10# 

Heals a Jiifendly iDtget !ar 197 to 221. 

5 

SO 

ns 

40 yd 

1.5 sec 

— 

;«8oe 

Heols 0 friendly loiget for 267 b 299. 

6 

S8 

140 

49 yd 

1.5 sec 

— 

4#40# 

Heels»friendly lotgei for 343 lo 383. 




V 0 ^^. 

\ Iffc-:' 

,-0; 



Turn Undedd 


Turn Undead is a very inexpensive Fear spell that works against Undead (not Forsaken). 


Rank 

Level 

Mann 

Range 

Cttsfincf Time 

. Coayawn . 

Cost to Tram 

Effect . _ .. . ...... . 

1 

24 

35 

20 yd: 

1.5 sec 

— 

so# 

Tire targeted umieoil eiieinv vrill he compeiy to flee for to 10 sec Utumoge ceuserf may inteinjjit Hie eHad Only m target can be turned ot a time. 

2 

38 

50 

20 yd 

1.5 set 

30 sec 


Ik trargeled imlead enemy will be compelled to flee for op to 15 set^ Dontuge caused laDy iniamfptthe etiaa Only one torget con be tuned at a time. 

3 

52 

75 

90y(i 

1.5 sec 

3D sec 

3 *20# 

Tie torgeted umfood enemy will be tompelletf to flee (or vp to 20 set Ooimsge caused moy inteinipt the effect. Only one target can bo turned ot o time. 


Sense Undead 


Sense Undead allows Pafadins to Track Undead, as per the Hunter abShtyfdoes not work on Forsaken). 


Rank ; 

level 

Mano 

Raifgfr 

r&jngTme 

Cooldewn 

Cost to Train 

^Effect 

M/A 

20 

, - 1 

— 

rr^ 

— 

— 

Shows the locnfion of dl nearliy yudeed on the minimop until catirelied. Only one type of tracking can ha ised or o Kme. 


D/v/np Fmmr Favor is a Talent-learned ability on a two-minute cooldown. This guarantees that the next Flash of 

- - Light Holy Light or Holy Shock that is cast will be a Critical. 


Hank 

Minimum Level 

Mana 

Range 

Casfir^g Time r Cooldown 

Cost to Train 

■ Effect 

LlJ 

30 

6C 

— 

1C 2 minutes 

— 

When Qciivated, gives your next Flash of Ughl Of Holy liglit speH o 100% crilfd effect cIttBKe. 


3 Seal of Li^ht ^ chance to gain health on melee attacks. When used with Judgement this puts the effect on the enemy giving your 

B — 1 ^ teammates iri melee a chance to gain health after a successful hit. 


' Rank 

level 

Mara 

Range 

Casting lime 

Cocildnwn 

CersftoTroin 

Effect 

1 

30 

no 


1C 

— 

1 ^10# 

Fills the Foladin with divine light for 30 sec, giving each melee otto o chance to heal the Ppladin for 39, Only iwie Sen! can be octive on Ibe Paladin at any 
atie time. Udeashing this SeaFs energy will jodgs on eaiemy for 30 sec, granting melee amcks mode ogoinst the judged enemy o chonce (H heoling rhe 

Dttader for 25. Only one Judgment pei PObdiri am he active at ony one time. Your melee strikes will rehesh the spell's duration. 

2 

40 

140 

— 

IC 

— 

2# 

Fills the Paladin wilh divine light for 30 sec, giving each melee atterrk a chance to heal the Paladin for 53. Only one Seol can be Active on Ibe Pabdin ot any 
one time. Ur4eashing this Seal's energy vrill judge an enemy for 30 sec, gianlifig melee uttacb made nguinst rtie judged enemy a chance of heoliiig the 

Dilocbi for 34. Only one Judgment per Pebdin can he active at any ene time. Your melee strikes will refresh the spell's duration. 

3 

50 

180 

— 

It 

— 

2#3[)# 

Fills Ihe Pdadiu wilh dhrine light far 30 s(c, grivinp each melee attock a chance to heal the Paladin far 76. Only one S^ol con ho rKtive on the Paladin ot any 
one lime. Uiilenshiing this Seal's energy vrill judge nn enemy for 30 sec, granting melee nUnds made against Ibo judged enemy u chance of healing the 
altacbr for 49. Only one Judgment per hjludin can be activn nt ony one time. Your melee strikes will refresb the spell's duration. 

4 

1 

^ 60 

t 

210 

— 

IC 

— 

4#60# 

Filb the Pofediri wilh dwine light for 30 sec, gmng each ndee attock u chnnee to heal (be Paladin for 94. Only one Seal con be active on the Piibditi ot ony 
one time. Unleashing this Sears energy w^l fudge on enemy for 30 sec, granting mdee auacb mode against the Mgsd enemy 0 chance of heoling the 
attacker lor 61. Only one Judgment per Fafudin can he acHve at arty mb time. Your melee strikes will refresh the jell's duration. 


1 

1 _ Sealof Wisddin _.k: r/ __ ti ■ . ... . 

_ 


— 

— 

— 


■ I ■ V1 aicj' 

a LTj icgaiM iiidu^ WILH 4-dLii dudLK. vviieu luqgeu, rni5 ertecc wQfKS TOf ail cnaraciers rigming, 

Rank 

Level 

Mono 

Range 

Cabling Ime 

Caddowrt 

Cost laTmin 

Effect ; 

1 

38 

135 

S«tf 

IC 

— 

1 ^60# 

Fills the PaltMbn with divine wisdom for 30 sec, ghririg each meiee attack 0 chance lo restore 50 of the Palatfin's mano. Only one Seal can he active on the 
Paladin at any one time. (Jjilcashfng this Seal's energy wilf judge on enemy for 10 sec, granling attacks and spelb used against the judged eoeiny a chance to 
iiestorB 33 marw to the altader. Yoiu melee attacks will lefresh the siwril's duraliou. Orly one Judgment per Pobdin cor b active at any one time. 

2 

48 

170 

Self 

IC 

— 

2 #60# 

Fflls the Paladin with divine wisdom for 30 sec, giving eoch malae attack n ebnee la restore 71 of the Paladin's tiwna. Only one Sept cun he aclhe or the 
Pulodm of any ane time. Unleashing this Seal's energy will judge an enemy for 10 sec, cruntirg attacks and spells used agaiJisf the [ndged enamy a cbonce b 
restore 46 maro to the attacker. Yogr mebe ottacks will refresh the spell's durotian. Only one Judgraeinl per Paladin ca e b octive at ary chks time. 

3 

S3 

200 

Self 

IC 

— 

4 40# 

Fills Jbe Paladin wiib divine wisdom for 38 sec, giving eoch meb attack a cbunce fa restore 90 of Ihe Puladin's morw. Only one Seal can be oebb an the 
Paladin at any one tinve. Unleoshing this Seal's energy w3l fudge on enemy hir 10 sec, granting ctltucks and spells used c^oirst the judged enemy 0 chance to 
restore 59 mano to the attacker. Your melee aflacks will refresh the spell's dtntttion. Only one Judgment per Paladin can be octivu ot ony one time. 


BleSSine^^lAeilt '-■e*'' '^creases Ihe power of h loly Light and Flash of Light on the target. If there are multiple Paladins working with the 

■ ■ ft ^ - * - same tank, this is an amazing ability. 


Rank 

Level 

Mono 

Ranp 

Cosllng lime 

Cecrldown 

Cosf la Train 

Effecl 

1 ; 

40 

85 

30 yd 

IC 

— 

2# 

Races a Blessing on lb friendly target, iiMieossng Ibe effects cf Holy Light spells used on the torgat by up tu 210 and the effect of Flush pi light spebs used 
on the target by up to 60. Lasts S min, Ployors may only hovo one Blessli^ on tbm per Pafatfin ert ony one lime. 

2 

50 

110 

30 yd 

IC 

— 

2 #80# 

Places 0 Blessing on Ihe friendly target, increasmg the effects of Hoiy Light ^lls used on Ihe target by up la 300 and ibe effect of Flash of Lighr spelfe used 
on the torgsl hy up lie 85. Lasts 5 min. Ruyers may only hove one Blessing on Ihem per Pabdfn at any one time. 

’ 3 

60 

135 

30 yd 

IC 

~ 


Places 0 Blessing on the friendly target, iiicreosing the effects of Hoh light spells used m the target by up I 0 400 and the effect of Flash erf Uglrt spells used 

on the target by pp to 115. lasts 5 min. Players may only have on« Blessing on them per Poladin at any one time. 



































































































GreateF^Blessin^lof^Likht 


fiflnk 

level 

Mena 

Retrgenf 

Ronge 

Casing Tirie 

Cootiiown 

Cos! fo Wn 

Effect 

1 ■ 

60 I 

m 

Syinbol Kings 

30^ 

1C 

— 

4 #60# 

Ghras all mfimbers of the roid or group Itiot shore tlie snme cEoss with tk forget fhe Greater fibsing of liglit increasing lb effects of 

Holy bght spdis mA on 1b forget by up lo 4(H) und fbh of light spells used m the forget by up to 115, Losts 1S mm. Ptayeis may 
only have one Glessing on Itiem per Pdodtn otuny one Hme. 


TJnlj/ ^hnrh^ Shock is a Talent-learned ability with a 30-second cooldown. Paladins can use this to either deal Holy damage c 
- instantly heal a target (depending on whether the target is a friencf or foe)^ 


Rank 

Minimum Level 

Mann 

Range 

Casing Time 

Cooldown 

Cost to Train 

Effert 

] ; 

40 - 

255 

20 yd 

IC 

30 sffijsnds 


Ebts the target with Holy energy, causing 204 to 220 Holy dtimage to on enemy, or 204 to 220 healing lo an pBy. 

2 

43 

275 

20 yd 

It 

30 seconds 

— 

Bbts llte target with Holy energy'- causing 279 to 301 Holy damage to nn enemy, or 279 to 301 kaRng lo on ally. 

1 

40 

255 

20 yd 

IC 

30 seconrfs 

— 

Blasts the lorget with HerJy energy, OJusing 365 to 395 Holy damage to on enemy, or 365 to 395 beoliiig lo on ally. 



Cleans^ 


Ronk 

Level 

Mono 

Rortge 

Casiijig Time 

Cooldown 

Cost to Train 

EffecI 





30 yd 

1^ 

— 

29109 

Cennsfls a frffiadly larget, removing ] poison effect 1 dbeose effect, and 1 iturgit effect. 

s 

{ Hainmer^of 

Hammer of Wrath dc?afs Holy, ranged damage by throwing a hammer at tho wounded target. This can only 
be used on foes that are at or below 20% health, and the damage is substantial for a short-casting time. 


- 

Rank 

level 

Mono 

Ronge 

CastrngTime 

Cooldown 

CbltoTmm 

Effect 

1 

i 44 

295 

30 yd 

1 SK 

6sec 

2 #20# 

Hurts a hammer that strikes m enerny tor 304 to 336 Holy Damage. Only useoble on eneiraes that hove 20% or bs heoltir. 

2 

52 

360 

30 yJ 

Isoc 

6sje£ 

3# 40# 

Hurts Q hammer that strikes an enemy for 399 to 441 Holy Oamoge. Oaly useable on enemies thnt liave 20% or bs bMith. 

3 

60 

425 

30 yd 

1 sec 

6sec 

4 #60# 

Hurls a hammer thol strikes an enemy Jor 504 to 556 Holy Doinaye. Only useable on oflarnb that bove 20% or less beolth. 


TJnJv Wriifh Wrath deals AoE damage to Undead and Demons (as usual, not to Forsaken). The one-minute cooldown timer keeps 

— Paladins from being able to spam Holy Wrath. 


Rank , 

Uvol 

Mano 

Range 

Casting Ime 

Cooldown 

CosMoImm 

EffecI .. 

1 

50 

645 

— 

2 sec 

1 min 

2#fi0# 

Sends bolls of holy power in oil direclions, causing 362 lo 423 Holy damage fa oil liirieod and Demon forgets within 20 yards. | 

2 

60 1 

305 

— 

2 sec 

1 min 

4 # 60 # 

Sends baits of liely power In all direcJions, causing 490 to 576 HaJy riomoge to all Drdead and Demon targets within 20 yards. 



Protection i 

Devotio^iSra 


Devotion Aura provides an armor increase for everyone in the Paladin's group. 


Rank 

Level 

Mona 

Range 

Costing Fime : 

Cooldown 

Cost lo Trofo 

Bfert 


1 

1 

H/A 

30 yd 

tc 


10 [c] 

Gives 55 addHkmal armor to poity members within 30 ytnds. Ptuyeis may only have one Aura on them par Polndin atony octe time. 

2 

10 i 

N/A 

30 yd 

1C 

; — 

3# 

Gives 160 additional armor to party members wiin 30 yank. Players may nnly have one Aura an them jtor Paladin otany m time. 

3 

20 

H/i 

3D yd 

IC 

— 

40# 

Gives 275 additiotrnf armor to party members wilhin 30 yards. Players may only have one Aura an them per Fatadin trt atry one time. 

4 

30 

W/A 

30 yd 

IC 


1 « 109 

Gives 390 o-dditienal armor to poriy members within 30 yards. Pbyers may oafy hove one Aura on them per Poled in m eay one time. 

5 

! 40 

K/A 

30 yd 

iC 

— 

2# 

505 additionfll ormor to parly members within 30 yards. Players may only Jiava one Aum on them per Paladin at ony one time. 

6 

i ” 

H/A 

30 yd 

1C 

— 

2 9 809 

(jivos 620 oddilkmal ujoior to paly membefs within 30 yords. Players tMy only Itovo one Aura on them per Paladin at (iiy one flme. 

7 

60 

N/A 

30 yd 

1C , 


4 9 609 

Gives 735 oddifonol armor to parly members within 30 yards. Players raoy only how one Aoru on them per Polndin at nny one time. 

Q 

■ n ' ' Divine Profedion shields a Paladin from harnn for a brief period. ThEs i$ usable every five minutes and places a Forbearance 

Rank 

level 

Mona 

Ronge 

: Casting Time 

Cooldown 

:G)stloTmm 

Effel 


1 

1 

6 

15 

Self 

IC 

5 min 

1 

1# 

You ore prolecteil from all physical attacks ami spsis far 6 sec, but during thol rime you oannof ottack m ose physical abilities yourself. Once pratocted, ihe 
target cannot he made invulnerable by ffiviuB ShieW, Divine Protection, or Blessing of frotectioii agoin for 1 min. 

2 

la 

35 

Sdf 

IC 

5 min 

35# 

You are protected km all physical o-nacks aed spells for fi sot, but during thot lime you eoonol attock oi use physical ohalities yourself. Once prutectod, Ihe 
torgat cannot he mads invulnejable by Divine Shield, Divina Protection, oi Blessing at Pratocriotr again for 1 mirr. 



tt Hammer of Justice offers a short-range, 

Hammer^Mustice ^ 


Ronk 

level 

Momt 

Ronge 

MngTime 

Cooldown 

Cos! to Train 

EffecI i 

1 

0 

30 1 

10yd 

; IC i 

1 min 

2# 

.Stuns the target for 3 sec. 

2 

! 24 

50 

10yd_ 

1C 

) min 

50 # 

Stuns Ik forget for 4 sec. 

3 

40 

75 

10yd 

IC 

1 min 

2# 

StonsrtKtotgetkSsec. 

4 1 

54 

100 

10 yd 

IC 

1 min 

5 #80# 

StonstbetargetfordseL 






























































































































Rank 

Uvei 

WoFia 

Range 

Costing Ime 

Cooton • 

Cos! to kin 

Effect 


1 

10 

28 

30 yd 

IC 

Emin 

3# 

h targeted party mamber is protected ham tl physicol ottncks tor 6 set, but duiiag that Ime tlwy connoT ottack or use physkd ohiftias, Hoyeis rmy only 
have ono flbssing an them per PbEodin at any one time, (ke prateood, the taigei cannot be imda invutoHobla by Divine ShisM, Divine Piotadon, ar 

Bla$$iii^ of (Variation again far 1 ovn. 

2 

24 

4S 

30 yd 

1C 

Smia 

50# 

A targotod party meniber is protected fmtti all physkol attods for S sec, but during that ttmn ttiny cnriutottnck or use physical abililes. PlayoFS may only 
hovie ane Dlessing dii them pet Fdladm at any one lime. Once protected, the larget connat be made invulnerable by IMte Stiield, Divire Prateclion, or 

Blessicio of Protection ogain for 1 mim 

i 

3 

38 

65 

30 yd 

iC 

5 [Tin 


A taigetfld party inember is protected from all physical attacks for 10 sec, butdunrg that Fme they connot attock or use physical abilities, Pfoyois may only 
have one Blessing on Ifiem pet Paladii at any one time. Once protected, the target cannot be mode invulneniMe by Divine Shield, Divine Pralectfon, or 

Bless^ of hotertion ngain for 1 mh. 

^ ury Piphtpmit Fury inrr^aacPt iKp ThrPiit PPnpr^tinn of :S P.ThHin^ HnJy jjftsrk hy ^0% for 30 miniitri-: 


Rotik 

level 

Mona 

Range ' 

i Costing lime 

Cooldown 

Cost io kill 

■Ek'd / ' 


N/A 

□r 

4? 

“ 

IC 

— 

309 

Inaeoses the ibreor g^n^ated by your Holy omcks by M. Lash 30 min. 


a Bcjrt Blessing of Freedom edds immunity to movement-impairing effects for a short time. This is amazingly powerful for escaping 

. & / from areas, for running the flag in Warsong Gulch, and for helping others to do the same. 


Rank 

Leyel 

Moeio 

ftanga 

Cosling Itmo 

Cooldown 


CosltoTroin 

Effect 

N/A 

6 

35 

30 yd 

IC 

2D sec 

n 

35# 

Places 0 Blessing on the friendly target, granting immunity to mavement impairing effects for 10 sec Players moy only have arte Blessing on them 
per POladin nt any one time . 


^Jessing of Kings is a Talent-learned ability that is mainly usefui on hybrid classes. This Blessing increases all of the targets at- 
tributes by 10%. 


1 Rank 

Minfmom level 


Range 

Costing Ifnie 

Cooldown 

CostfoMti Effect 

DJ 

20 

75 

30 yA 

1C 

— 

— Places a Blessing on the hietidiy tnrget, inciembg total stats by 1 0% for 5 min. Players moy hove erw Blessing on them per Poladin at any one tirne. 



Greater^Iessin§!Sl^Kings 


Rank 

level 

MtIFlQ 

Range 

Cnsltng TiFne 

Cooldown 

CosttoTmrn 

Effect 

1 

60 

150 

30 )d 

1C 

— 

23 9 

Gives all members of the aid or gimjp that share lira some class with the target the Greaiet Blessiiig of Brigs, increasing told stats by 10% for tS min. 

Players moy only have one Bluing per Pirlodin at any one time, Requires Symbol of Kitgs 


CoitC&HirSiioi^^^Td a 3S% chance to avoid disruption from damage, Flealers and Aot casters are going to be very happy 




Level 

Mann 

Rqnge 

Casting Time 

Cooldown 

Cost to kin 

Effect 

ti/A 

22 

H/A 

POfty 

1 

IC 

— 

jdo# 

Gives a 35?i dwnce of ignoring spell ir-tenuptioEi whan damnged to oil party members within 30 yonfe. Players may onJy hove one Aunj on them per Paladin ■ 
at any one time. 


Seal of Justice ^ Justice gives your Paladin^s melee attacks a chance to Stun the target for two seconds. When iudged, this Seal prevents enemies 
—— from fleeing in FVt combat (and has no use in PvP) 


Rank 

Level 

Mona ^ 

Rflngiri 

ICckiig Ime 

Cecldown 

Cost to Train 

Effect 1 

N/A 

22 

21 

— 

IC 

— 

40# 

Fills the Pblodin with the spiit of |ustii;e for 30 sec, giimg each melee attack a chance to stun for 2 sec. Only one Seol can be active one the Ptdiidin at any 
one lime. Unfeashlng Itiis Sd's energy will judge an enemy for 10 sec, preventirg them from Heang. Only one Judgment per Palodin can be octive atany 
one lime. 






- ^ - 

= gets ( 

?ven better ir 

1 the high-end game. 

Rank 

Level 

MqriQ 

Range 

[listing Time 

Cooldown 

Cost to Train 

Effed 

N/A 

26 

13 

1 30yd 

IC 

— 

60# 

Ptoces a Blessing m the party member, reducing the amouit of al threat generated by 30% for 5 min. Playms may only have ane Blessing on them per 

Paladin ot any oie time. 



l^ssi&t^nce Auras (Shadow, Fire, Frost} are either worthless for a given fight or essential. Adding up to 60 to a specific 
SAddoiy^R^StSSSe^i'ura without any upkeep is enough to add both damage mitigation and avoidance of dangerous effects during 

" ■ — scary fights. 


Rank 

Level 

Mantt 

Ronge 

Casting Time 

Cooldown 

Cos! to Train 

Effect 

1 

2B 

H/A 

Parly 

IC 

— 

90# 

Gives 30 adrfitional Stindow resisluiKe to all party members within 30 ywds. Players may only have one Auiu on them per PPkidir nt ony one line. 

2 

40 

N/A 

Party 

IC 

— 

2 # 

Gives 45 athfitionol Strodow resistoiice to all party members wlthii 30 ynids. Players moy only hav^ one Aina on them per Poiadin at any one tim. 

3 

52 

H/A 

Party 

IC 

“ 

3 # 40 # 

Gives 60 additional Stiodow resistance to all party memheis withm 30 yonls. Players may only hove one Aura on them per Pdbdir ot ony one line. 



















































































































Rank 

Level 

Mana 

Range 

Cflsliiig Time 

Cooftlown 

Cast to Trofn 

Effect 

1 

36 

— 

Forty 

1C 

— 

t #40# 

6i^ 30 QtldiftMiaf fire resislonce to oil party memb&/s wtliiin 30 yards. Pbyers may only liove one Aura on Ihem per Prtindin at any oie time. 

2 

48 


forty 

1C 

— 

2#60# 

Gives 45 addifonal Fire resbtorKe lo all party memhers witliin 30 yards. Hoyeis may only liavc one kta en tbrn per Polndin at any m lime. 

3 

60 

— 

Porfy 

It 

— 

4# 20# 

Gives 60 oddiliant^ Fire msisJonce to oil party members wiltiin 30 yards. Players may only have oae Aura an tfiem per Paladin atony one time. 



Prosf Resistat^emata 


Rank 

Level 

Maiva 

Range 

Cttsting Time 

■Coollown^ 

Cost to Train 

Effect 

1 

32 

— 

Fflrfy 

1C 

— 

1«209 

Gives 30 QtfdiliQitfnI Frost res'rstorice la all porty mQrnbets williin 30 yards. Players may only hovQ one Ajuiq on ifism per Paladin at any me ftne. 

2 

44 

— 

Party 

1C 

— 

2# 20# 

Gives 45 acftTrlioenl Frost resistance to oil party members within 30 yards. Hoyers moy o^rily hove one Auro on Ifiem per Madin at ony orie lime. 

3 

56 

“ 

Forty 

1C 

— 

4 9 20# 

Gives 60 odditiona] Frost resislonco to all porty membeis witliin 30 yards. Pfoyois may only hove one Aura m Ibem per Pobdln at any one time. 


Blessin^of of Sanctuary is a ralent-feamed ability used to increase the damage done during a block (through a Holy damage 

- ■ — ■ ■ JL ^ proc). This also reduces the damage done to the targetJ Main tanks benefit immensely from Sanctuary. 


Rank 

Mlnimurt! Level 

Mnno 

Range 

Costing Time 

CDoEdown 

Cost to Train 

Effect ] 

1 

30 

60 

30 yd 

1C 

— 

— 

1 PltKes 0 Blessing on the ftiendly toiget, redtrting tfomoge dealt from oil sources by up to 7 for S miii. tn oddifion, when the target binds o mdee 
oHock Ihe ottoder w4l lake 14 Holy domege. Ployers moy only hove one Blessing on them per Paladin ot any one time. 

2 

40 

85 

30 yd 

1C 

— 1 

109 

Ploces a Blessing an the fri^ target reducing damege dealt from all sources by up to 14 for 5 mm. In additioiv when the Jorgei blocks n 
melee ottock, ihe uttocker will take 21 Holy damage. Players may only bve one Blessing on them per Fdadm ul any given lime. 

3 

50 

110 

30 yd 

ft 

— 

149 

Places 0 Bfcssifig on the friendly torget^ reducing damage deolf from all scujrtes try up to 19 tor 5 mil). In odditior, when the target blocks a 
mdee oltock, the ottucker will toke 28 Holy damoge. Players moy only have one Blessing an them per Paladin ot any given time. 

4 

60 

135 

30 yd ; 

1C 


23# 

Ploces D fifes^ng on ibe friendly torget, rodociag damage dealt from oil soaroes by up to 24 for 5 min. In addition, when the target Bocks a 
melee ottock, the ottockEr will toke 35 Holy domoge. Players may only bave one Blessing cm them per Paladin ot any given time. 



Greater*^r" 


W^banctuary 


Rank 

Level 

jUtpna 

Range 

CdslingTIme 

CooEdown 

Cosl to Train 

Effect 

1 

60 

270 

30 yd 

IC 

~ 

23# 

Gpss oil member of The raid or ^up (hot share the some doss with llie target ttie Greater Btesirg ot Soncluary, reducing damage dealt from gI sources 
by up to 24 for 15 min. In oddifoir, when the target blocks o melee ottock Itie flllocter will toke 35 Holy damage. Ffdy&JS moy rraly have one Blessing per 
Poladirr ut any one Irma. Requires Symbol of Kings. 


Divine Intervention is a wipe prevention ability on a one-hour cooldown. Use this to sacrifice your Paladin's life and remove a 
Divine fnWr^^ltwn battle. This removes all aggro from the person and makes them invulnerable for three minutes, though they 


; cannot act during this lime. 


Rank 

Level 

Mana 

Reogertt 

Range 

Costing Time 

CoofdoWE) 

tost !q Train 

Effect 

N/A 

30 

n 

Symbol of 
Divinity ' 

20 yd 

IC 

60 min 

t# 10# 

' Ilia ixrlodln sooifices bfiiself la remove ifie Tameted porty membor from barm's woy. Enemies will stop attacking rti® protected parly 
member, who will be immune to all harmful attocks but cannot loke any octiarr for 3 min. 



n ■ ' W Divine Shield is another bubble ability that shields a Paladin from all harm for a short period. Paladins under the effect of Divine Shield 

———— are still able to attack, though at 50% of their normal speed. 


Rank 

level 

fdontt 

Range 

CasHngime 

Coolctown 

Cost loTrorn 

Effect 

1 

34 

75 

Self 

IC 

— 

1#3Q# 

ProtEcls rtiB Pahidin from dH domoge ond spells for 10 sec, hot reduces ottact s^^ecd by 50%. Once protected, the torget connat be mode invuSneiable by 

Divtie Shield, Divine Pioteclion, or Blessing of Fieitectiara ogoit5 for 1 min. 



110 

Self 

[C 

— 

2 9e09 { 

Protects the Polodin ham all damoge and spells for 1 2 sec, but reduces utlacb speed by 50^. Once profKted, the Eaiget cannot be made invulnerable by 

Oivine Shield, Divine Prateciion, or filessirg of PtofecEton agom tar 1 m. 


TT I QUiai/i Shield is a Talent-learned ability that increases the chance to block by 30% and deals Holy damage 
- blocked. This lasts for up to ten seconds (or the four charges), and has a ten-second cooldown. 


to the next four enemies that are 


Rorrlc 

Minimutm Level 

Mona 

Range 

Casting Tltne 

Coafdcwa 

Cost to Train; 

Effect 

1 

40 

175 

— 

IC 

lOsecoEids 

— 

Raguires ShfeH. Incroascs chonce to bbek by 30% lor 10 sec and deals 5D Holy damage tor each oHack hloded wliala iitrtve. Pacb btock 
expends odiorge. 4 charge. 

2 

50 

225 

— 

IC 

10 sec 

14# 

Increases chance to block by 30 9 d for 10 sec and deols 95 Hoty Ocmugslor eacb ottack blockedi while active. Damage caused by Holy Shield 
causes 20% odditianal threat. Each block expends o charge. 4 charges. 

3 

60 

280 


IC 

lOsftc 

239 

Iittrfloses cboncfl la block by 30 ^ for 10 sec and deals 130 Holy Damoge for each attack blocked while octive. Domoge caused by Holy Shield 
causes 20% addiEional Ib reot. Each block expends o charge. 4 charges 


Rf , .' jiis■ Blessing of Sacrifice allow Paladins to spread out the damage done lo their group. Use this on a main tank so that some of the 

■ - is?bdCTlJlCe ^ tjpne against them is transferred to your F^aladin, 


Rank 

level 

Mena 

Range 

Costing Time 

Coeldown 

CosHoTrmn 

Effect 

1 

46 

80 

I 

30 yd 

IC 

— 

2#40# 

Ptaces 0 Blessing on the party member, traidafriiig 45 damage taken per bit lo die coster. Lasts 30 sec. flayers may oily hma ane Blessing on them pw 
Pobdin at ony one time. 

2 

54 

1 

100 

30 yd 1 

EC 

— 

4# 

Places Q Bbsslng on tfru party member, tiarsfBFturg 55 domoge taken par hit la the costar, lusts 30 sec. Pltiyeis moy only bnva one Bbsing on them per 
Pobdin at any one TimeL 



































































































































Retrjbution^ 




of Might adds lo ihe Melee Attack Power of the target Use (his on Rogues and other physical DPS characters for the 


great- 


1 

i 

20 

30 yd 

1C 


1 # 

PlDces a Blesang oti tfe friendly target, irKtetKlng attock powar by 20 for 5 mil. Playeis mny only tiove oite Blessing on them per Palndii at ony nne time. 

2 

12 

30 

30 yd 

1C 

; — 

ID# 

Pieces a Blessing on the friendly torgel, iiKHMsing nttuck power by 3S for S inin. 1%^ laoy only li(we riibe Btessiny on tbem jner Polodio ot ony one fim&. 

3 

22 

4S 

30 yd 

1C 


40# 

Places D Blessing on the frietidly target, itirratsing attack po'wer by SS for 5 min. Pfayers rtsay anly twwie Odw Blessing m them j>er Palatfin at any one time. 

4 

3? 

60 

30 yd 

1C 

— 

1 20# 

Ploces 0 Blessing oa the ftigtnlly torget, increasing ottack pswer by 85 for 5 min. Players may only have one Blessing an iheiti: per Paltprlin at any one time. 

5 

42 

85 

30ytf 

1C 

— 

i«10« 

Places 0 Blessing mi the fnendly Eorget, increasing attack power by 115 lor 5 min. Players mny nnly how one Blessiig on them per PoWin ot oiry one lime. 

6 

52 

no 

30 yd 

1C 

— 

3y 40# 

Places 0 Blessing on iho fitOJidly locgob jncrensirig attack jHiwcr by 155 fw 5 min. Players moy only have one Blesang ort Ihsm per PPlodin at any one fe. 

7 

60 

130 

30 yd 

1C 

— 

— 

Places a Blessing on the (riendly target, increasing attack power by IBS for S min, Players may only hava one Blessing on tfrem per Ptifladin ot any one time. 



Greater 


Rank 

level 

Mona 

Range 

Costing lime 

Cooldown 

Coil to Train 


1 

52 

220 

30 yd 

1C 

i 

4f5i60# 

Owes dl mambas of the raid or group thar share the same class wiiti the rargei the Gveater BJessiiig of inerwsing attcKk poww by 155 for 15 min, 

Pltjyers may only hove a«ie Blessing per Pofcidin nt ony one lime. 

2 

60 

260 

30 yd 

!C 

— 

4 60 # 

Gives ell metnbers of Ihe raid or group that share the same doss with the target die Groomr Blessing of Wight, intreasing ottock powor by 185 for 15 irun, 
flayers may cmly how one Blessing per Prlmlin at any one linie. 


1 

I Judgment 

judgement h a curious ability. Aflur a Paladin casts a Scat judgement Is used to break that Seal (ending its 
- effect) and produce a differeru judgement effect. Hach Seal has a different power when judged. 

Rank 

Levei 


Range 

Casllnglima 

Cooldov^ii 

CosItoTrdn 

Effed . _ ^ ._. ■^ 


4 

9 

10^ 

1C 

15 sec 

1# 

llnfeoshes Ihe erergy of o Seal speO upon the oiremy. Refer to tjidividuaf Seek for Judgmeiit effect. 



fCrusader increases the Attack Power and speed of Pculadin attacks (though lowers their damage per hit to negate the 
me i^rusaaer improvements of the speed ftseff). 


Rank 

Level 

Mano 

Ronge 

Casting Hme 

Cooyown 

Cost fo Troin 


1 

6 

25 

Self 

tc 


1# 

Fids Ihe hjlndin wilh the spirit of a crusader fot 31) sec, granting 31 ottack power. The Paladin ako allocks 40% foster, bat (teals less damage wilh eadi 
attack. Only one Sod can be active on tk Nadio otany one time. Unleashing this seal's onergy will judge on enemy for 10 sec, increosing Holy damage 
taken by up id 20. Vouf melBe siries will refresh Ibis spell's duration. Only one Juc^ment per Faladht can be actmr ot cny one tiirie. 

2 

12 

1 

Self 

i 

— 

10# 

1 

1 

Fills the Poladin with the spirit of a crusader lot 3D sec, granting 51 oltack power. The i^ladirt ako aHoeb 40% foster, but cteds fess damage wilh eacb 
ottad. Only one Sed can be active on the Nadin at any one time. Utdeoshing this seol's energy will judge an enemy for 10 sec, inttensing Holy damage 
taken by up ta 30. Your melee stokes wl refresh tbrs spelPs dutation. Only one Judgment pet PoIndKi tan he active nt cay one time. 

1 

3 ’ 

22 

65 

Self 

1C 

— 

40# 

Fills ifie Folodin with the spirit of a emsoder for 30 sec, granting 94 attack power. The Paladin olso oHods 40% faster, but deals less domoge with eadi 
attack. Only one Seal can be active on the Paladin at any quo time. Unleashing Ihk seol's energy wBI pudge an eiieniy for 10 sec, increasing Holy damage 
tabu by up to 50. Yauu melee strikes will refresh this spell's duration. Only one Judgment per Paladin can be odive atony one time. 

4 

32 

90 , 

Self 

1C 

— 

IT.: 20# 

Fills rtio Polddii with tk spirit of a coKodef for 30 sec, granting 145 attack power The Palodio olso ottmeks 40% faster, but deals tess damage wiifi eod 
attack. Only one Seal can be active on the Polotlia at any atte time. Urtleashing Ihs seol's energy will jiudBe an enemy for 10 sec, rncreasing Holy damfige 
taken by up la 60. Your melee strikes will refresh this spell's dyrotiOfi. Onfo erne Judgment per Polodin can b odive otany one time. 

5 

42 

125 

Setf 

1C 

— 

2^10# ; 

F3ls the Palndin wilh the spirit of o ciusuder for 30 sec, granting 221 ailack power, Ihe Palndin olso attocks 40% faster, hut denis less damage wilh each 
attack. Only one Seal can be active an tk Polodh at any one time. Unleashing ihs seal's energy wfll [udge on enemy for 30 sec, iivcrtosing Holy damage 
tobft by up to 110. Vfflir rmelee strikes dl refresh this spell's duration. Only one Judgment per Paladin can bo oclive atony one time. 

6 

52 

165 

Seff 

1 C 

— 

3 ^ 40 « 

Fills the Paladn with the spirit of o ernsjodef for 30 sec, grenhng 306 attack power. The Polndici olso ottueb 40% faster, hot denis less damnge wilh each 
attack. Only one Seal can be actwe an the Polodin oE any one time. UirleDshiig ths seal's energy wfll judge on enemy for 10 sec, increasing Holy damoge 
taken by up to 140. Yaur malee strikes dl refresh this spall's duratiait. Only cmk Judgment per Paladin con be octive atony one time. 



Retribution Aura damage to any creature that strikes a group member. This Aura is ntosl effective against large groups of 

. " ' fast-attacking monsters that are non-elites. 


Rank 

level . 

Maria 

Range 

: Casting Trtiie 

Cooldown 

Cost la Train 

Effect 

1 ! 

16 

N/A 

Party 

1C 

— 

30# 

Causes 5 holy danwga (o tmy creoture Hiut stokes a party membef within 30 voids. Players may only hmre ore Auro aa them per Paladin at ony one lime. 

2 

26 

;M/A 

Party 

1C 

— 

609 ! 

Causes 3 holy damage to any creature ihof strikes a party member within 30 yards. Players moy only have one Aura on tfiem per Pabdin at any one lime. 

3 

36 

’n/a 

Parhy 

It 

— 

1#4D# 

Causes 12 holy damage to any creature dial strikes n party member within 30 yards. Playets may only have one Aura an iiiem per Polodin at any one iimo. 

4 

46 

H/A 

Party 

1C 

— 

29 409 

C0ase516 holy damage to any creature that stnices a party inember within 30 yards. Players moy cmly have ane Aum on them per Pafodin ot ony one lime. 

S 

56 

H/A 

Party 

iC 

— 

4#20# 

Cdeisss 2Q holy damage to any creature thal strikes a party member wfthin 30 yards. Players moy oaty have one Auro on them per Pabdin at ony one time. 




























































































Seal of CuiSluStJ of Command is a Talent-f earned ability that procs additional Holy damage on some melee attacks. Judging Seat of Command 

. deals instant Holy damage (and docs even more than usual if the target is under a Stun effect). 


Hoik 

Aflmimum Levef 

Monc 

Range 

CasringTime 

Cooidown 

CosttoTretn 

■Effect 1 

1 

20 

6S 

— 

1C 

— 

— 

Gives tti 0 Poladin a chance to deol eddifionol Holy damage equal to ?0K of the damoge of Itie ottock. Only oae Seal con be active hi fc Pobdipi 
ot any m time, Losis 30 sec. Unleashing this Sed's energy will jedge on weray, insluntfy coutsitig tS to 74 damage, 137 to 147 if the toi§et 
is stonitHl. 

2 j 

30 

1!0 

— 

[C 

— 

5# S09 

Gives tke Potodir a chofice to deol addilioaal ttoly Dofliage equal to 1% of tiie domoge of Ihe otlock. Only one Seal cdei be ocfive on ilie Pofadin 
otany one time. Losft 30 sec, Unleosliing the Seal's energy will judge on enemy, instontiy cousmg 73 to &0 Ndy Domoge, 146 to 160 if the 
target is stonned w incapocitoted. 

3 

40 

140 


1C 1 


10# 

Gives the Paladin o thonce to deal oddilional Holy Damage equol to 70% of rtie damoge of the ottock. Only one Seol con be active oa the Pdodi™ 
at wiry one time. Lasts 30 sec. llnleasbing the ShiI's energy will fudge ort enemy, insfanily cousing 102 to 112 Holy Domoge, 204 to 224 if Ihe 
target is stonned or incapocitotod. 

4 

50 

ISO 

— 

It i 

— 

14# 

Gives the Pafadin a dwnce to dd addtionol Holy Damage equal to 70% of Ibe damage of the attack. Only one Seol cen be octive m Ifie Ffllodiii 

Dt any one ifjiw. Lasts 30 sec. Ujileoshing die SeoTs energy will fudge m e^iemy, instonliy causing 130 lo 144 Holy Damage, 261 to 287 if the 
tDiget is sluaned or tocopociiared. 

5 

60 

210 

— 

IC 

— 

23# 

Gives the Paladin a dionca to dd odditianol Holy Damage equal to 70% 4 Ihe donwge of die otlmk. Only one Sent con he odive cn the Foladin 

Dt any m lime, lusts 30 sec. Uideosbiag the Seoi's niecgy will judge on Hiemy, imtonilv ca using 16? to 187 Holy Damage, 33? to 373 if the 
torget is siututod or intapacM. | 

y 

1 Sanctity§i^rd 

Sanctity Aura is a Talent-learned ability that increases group Holy damage. 

■ ■ 

Rank 

Level 

; Mena 

Range 

Casting Time 

i Caaldown 

CoslIoTrnm 

Effect 


3D 

1 — 




1 increases Holy dotiwge done by party members within 30 yards by 10%. Hayers may only hove one Aura or tkem per Paladin at cmy one time. 

p ^ Repentance is a Talent-iearned ability that disables Humanoid targets for six seconds. Any damage taken by the target during that time 

HWfcL 

1 Rank 

Winitnum Level 

Malta 

Raiige 

Casting lime 

; Cooldown 

! CosHoTroin 

; Effect Wmm 

n 

4(] 

60 

20 yd 

1C 1 mimie 


Puis the enemy toiget in u stoto at medilalton foruip to 6 sec. Any damage caused wii nwcken Ibe target. Only vrarks ogflinst Humonaids. 


TgfiNB 



Paladin Talents fall mostly into a 
two'way split: support and damage. 

Holy and Protection Talents heavily 
supplement each other, and both serve 
to create a Paladin that supports groups 
and raids with incredible power. The 
DPS output of such Paladins is awful. 

However, their effectiveness is keeping 
members alive, throwing aggro where if 
t>Eflongs, and assisting with heals more 
than makes up for this. On the other 
side, Retribution is a tree for damage. With the correct gear, use of Retribution abifi- 
ties, and a speciaiization in the Retribution Talents, a Paladin can become a DPS 
class. This comes at the sacrifice in group capabilities if taken very far Decide which 
type of Pafadin you want to play, and don't iet others make that choice for you. 


Holy 


Divine Intettect, Spiritual Focus, Illumination, Divine Favor, and Holy Power define 
the healing potential of this line. Paladins with this lineup are able to heal efficiently 
and supplement primary healers at an amazing level. Though unabie to get the heals 
of immense size that a Priest would look fonvard to, a Holy Paladin can cast for days 
on end, even when other classes have worriedly called '"OOMl" 


Protection*^ — 

Protection is rarely taken for the sheer joy of its Talents, and for a soloing Paladin 
it is a lesser choice for fast XPing and questing. However, groups stand to gain im¬ 
mensely from the hidden beauty of Protection Talents. Improved Devotion Aura, 
Guardian's Favor, Blessing of Kings, Improved Hammer of Justice, Improved Concern 
tration Aura (amazing in AoE groups), and Blessing of Sanctuary all have their place. 


Retribution 


STRATEGIES 



Paladin game play fs greatly defined 
by their choice of survivability. The 
difference between a fast Pabdin fight 
and d drawn-out Paladin fight can be 
measured in minutes, not in seconds. 
Learning when to take risks leads to 
faster leveling and treasure gathering, 
while mastery of survivability is critica] 
for PvP and dungeon delving. 


General Tips 

A Paladin should always keep as many toys and goodies around as possible. Though 
all classes benefit from potions, bandages, trinkets, and other goodies, for Paladins 
they are a must. Paladins often are forced into niches by their Talents and playstyle, 
and having items to round out their characters prevents trouble on the road ahead. 
For example, a Retribution Paladin is able to wade through monsters at a much 
greater rate than a Holy Paladin. But, they use their mana for damage and have more 
downtime to deal with after healing themselves. Food and bandages make up for 
that. 

Keep one of your rear bags filled with various treats. Always have a full stack of 
bandages, food that gives bonuses, perhaps material for making fires, sharpening/ 
weightstones, potions for Strength or Attack Power, spare Trinkets, and so forth. Use 
it all! Anything that increases a Paladin's kill rate or downtime is addressing the bne 
obstacle on the way to victory. 


As menijoned earlier in the section. Engineering is a wonderful choice for Paladins. 
The lack of consistent, ranged firepower is curbed by the addition of bombs and 
other Engineering toys. Trinkets that deal ranged damage also aid Paladins greatly. 

For Paladins with lower DPS, remember to quest heavily whtie leveling. All low DPS 
classes benefit immensely from quest e>cperience. 


Retribution is a fast and enjoyable soloer line, with the ability to turn Paladins into 
successful burst damage characters. Though less productive in largo groups and 
raids, where many classes can become strong DPS dealers, none would argue that 
there is a lot of fun to be had here. Even for group-friendly Paladins, it's certainly not 
a bad idea to try leveling with Retribution and respect to another tree later on, if raid’ 
ing catches your fancy. Benediction, Improved Seal of the Crusader, Conviction, Seal 
Of Comimarcl (so good). Improved Two-Handed Weapons, Sanctity Aura, Vengeance, 

and Repentance all work exceedingly well together. 








































DIVINE STRENGTH_5 

Increases your Strength by 2%. 

PMNE INTELLECT_5 

Increases your total Intellect by 2%. 

SPIRfTUAL FOCUS_5 

Gives you Flash of Light and Holy Light spells a 14% chance to 
not lose casting time when you take damage. 

IMPROVED SEAL OF RIGHTEOUSNESS_5 

Increases the damage done by your Seal of Righteousness and 
Judgement of Righteousness by 3%. 

HEALING LIGHT_3 

Increases the amount healed by your Holy Light and Flash of 
Light spells by 4%. 

CONSECRATION_ \_ 

Consecrates the land beneath the Paladin, doing 64 Holy 
damage over 8 seconds to enemies who enter the area. 
IMPROVED LAY ON HANDS_2 

Gives the target of your Lay on Hands spell a 15% bonus to their 
armor value from items for 2 mins. In addition, the cooldown of 
your Lay on Fiands is reduced by 10 mins. 

UNYIELDING FAITH_2 

Increases your chance to resist Fear arxJ Disorient effects by an 
additional 5%. 

ILLUMINATION_5 

After getting a critical effect from your Flash of Light, Holy 
Shock, or Holy Light spell, gives you 20% chance to gain Mana 
equal to the base cost of your spell. 

IMPROVED BLESSING OF WISDOM_2 

Increases the effect of your Blessing of Wisdom spell by 10%. 
DIVINE FAVO_IR 

When activated, gives your next Flash of Light, Holy Light or 
Holy Shock spell a 100% critical effect chance. 

LASTING lUDCMENT_3 

‘Increases the duration of your judgment of Light and judgment of 
Wisdom by 10 secs. 

HOLY POWER_5 

Increases the critical effect chance of your Holy spells by 1 %. 
HOLY SHOCK_ I 

Blasts the target with Holy energy, causing 204 to 220 Holy 
damage to an enemy, or 204 to 220 healing to an ally. 



IMPROVED DEVOTION AURA_5 

Increases the amior bonus of your Devotion aura by 5% 
REDOUBT_5 

Increases your chance to block attacks with your shield by 
6% after being the victim of a critical strike. Lasts 10 secs or 5 
blocks. 

PRECISION_3 

Increases your chance to hit with melee weapons by 1% 
GUARDIAN S FAVOR_2 

Reduces the cooldown of your Blessing of Protection by 60 secs 
and increases the duration of your Blessing of Freedom 3 secs. 
TOUGHNESS_5 

Increases your armor value from items by 2%. 

BLESSING OF KINGS_1 

Places a Blessing on the friendly target, increasing total stats by 
10% for 5 mins. Players may only have one Blessing on them per 
Paladin at any one time. 

IMPROVED RIGHTEOUS FURY_3 

Increases the amount of threat generated by your Righteous Fury 
spell by 16%. 

SHIELD SPEQALIZATION_3 

Increases the amount of damage absorbed by your shield by 10%. 
ANTICIPATION_5 

Increases your Defense skill by 2. 

IMPROVED HAMMER OF lUSTICE _3 

Decreases the cooldmvn of your Flammer of justice spell by 5 secs. 
IMPROVED CONCENTRATION AURA_3 

Increases the effect of you Concentration Aura by an additional 
5% and gives all group members affected by the aura an 
additional 5% chance to resist Silence and Interrupt effects. 
BLESSING OF SANCTUARY _1^ 

Places a Blessing on the friendly target, reducing damage dealt 
from all sources by up to 7 for 5 mins. In addition, when the 
target blocks a melee attack the attacker will take 14 Holy 
damage. Players may only have one Blessing on them per 
Paladin at any one time. 

RECKONING_5 

Gives you a 20% chance to gain an extra attack after being the 
victim of a critical strike. 

ONE-HANDED WEAPON SPEQALIZATION _5 

Increases the damage you deal with one-handed melee weapons 
by 2%. 

HOLY SHIELD _ 

Increases chance to block by 30% for 10 secs and deals 50 
Holy damage for each attack blocked while active. Each block 
expends a charge. 4 charges. 



IMPROVED BLESSING OF MIGHT_5 

Increases the Attack Power bonus of your Blessing of Might by 4%. 
BENEDICTIQN_5 

Reduces the Mana cost of your judgment and Seal spells by 3%. 
IMPROVED lUDCMENT_2 

Decreases the cooldown of you Judgement spell by 1 sec. 
IMPROVED SEAL OF THE CRUSADER_3 

Increases the Attack Power bonus of you Seal of the Crusader 
and the Holy damage increase of your judgment of the Crusader 
by 5%. 

DEFLECTION_5 

Increases you Parry chance by 1 %. 

VINDICATION_3 

Gives the Paladin's damaging melee attacks a chance to reduce 
the target's Strength and Agility by 5% for 10 sees. 

CONVICTION_5 

Increases your chance to get a critical strike with melee weapons 
by 1%. 

SEAL OF COMMAND_[ 

Gives the Paladin a chance to deal additional Holy damage 
equal to 70% of normal weapon damage. Only one Seal can be 
active on the Paladin at any one time. Lasts 30 secs. 

PURSUIT OF [USTICE_2 

Increases movement and mounted movement speed by 4%. This 
does not stack with other movement speed increasing effects. 

EYE FOR AN EYE_2 

All spell criticals against you cause 15% of the damage taken to 
the caster as well. The damage caused by Eye for an Eye will not 
exceed 50% of the Paladin's total health. 

IMPROVED RETRIBUTION AURA_2 

Increases the damage done by your Retribution Aura by 25%. 
TWO-HANDED WEAPON SPEQALIZATION_3 

Increases the damage you deal with two-handed melee weapons 
by 2%. 

SANCTITY AURA_I, 

Increases Holy damage done by party members within 30 yards 
by 10%. Players may only have one Aura on them per Paladin 
at any one time. 

VENGEANCE_5 

Gives you a 3% bonus to Physical and Holy damage you deal 
for 8 secs after dealing a critical strike from a swing, spell, or 
ability. 

REPENTANCE _ 

Puts the enemy target in a stale of meditation for up to 6 secs. 
Any damage caused will awaken the target. Only works against 
Humanoids. 






















































































Seal List 


Scot Name Effeci 


Jdgement 


Best Used For 


xm 


Crusader 


R^sesAttttdfower.Altaii 

Speed 


liBlturHof^Doino^ {Ei^q 
More tf Enemy is Shjnned) 

[tio^rjes Holy Dttinege Taken 
byTm^et 


Oedioy Onnmige, Setting up 
Sed of Comnrand 


juslkfi 


Qwnce b Slun Target in Melee 


herenis larger from Fleeing 


Add Minor Mitigation opinst 
Costers and Runners 


Righreousness 


Adds Holy Damogie te Eocfi 
MdeeAllod 


Deals Inslont Haly Damage 


Moderate DPS for Hon- 
Retrlnrtiori Pallies 


wisdom 


QiantetofiesfeneMorwion 

Melee 


Oimce for Afl ARies to KeslorE Assists Hyhnd rntd Ouster Parlies 

/^nn w/ Spdis/Meteo ogoinst 6ood Jcu Sdrsing 

Totgst 


Seats are one of the more complex toy^ that Paladins gain as they level. These abili¬ 
ties have two forms. Each one Is used initially as a buff for the Paladin; many of the 
Seals increase combat potential directly, with ways to restore health, niana, or deal 
damage. 


Then, for a moderate mana cost, these Seals can be Judged [ With this second skill, 
the Seal is converted to the judgement form of the ability. The result is often either 
more damaging or enables an entire group to gain the benefits of the ability. The 
effect of a Seal is removed when Judgement is used, though the Seal can always be 
recast. 


Commard 


Add^Holy Damage to Mdee 
Altocks 


Cbpticfi to H&al PUbdifts during 
Mnlae Attacks 


(bonce to Heol Allies When They Graqis WiEb Marry Melee 
Strike Tniget Eosmy Cbaracters [t^peciolly Roguss/ 

DfuirbJ 


Seals Too?*»^^ 

Seals Are Used to Buff the Casting Paladin 
Only One Seal Can Be Active Ai a Given Point 

Seals Can Be Judged to End the Effect Prematurely And Enact an Instant 
Effect 


Many of the Seals are meant to work well together, WeVe already mentioned one of 
the classic Retribution combos: Seal of the Crusader, Judgement (to make them lake 
more Holy damage), then Seal of Command [io add Holy damage to attacks). From 
there, Paladins that need even more stopping power can Stun the enemy with Ham¬ 
mer of Justice and use ludgement of Command to deal instant, heavy da mage , 


PdadliiDPSMixJe 


Paladm 


Using-Auras^*®*^ 

Auras Last Until Changed 

3 One Aura Per Paladin Can Affect a Croup at a Given Time 

3 Auras of Different Types Can be Used in Multiple Paladin Groups 

Each Paladin can maintain a single Aura, These affect the entire group and don't 
need to be messed with unless your Paladin is shifting to a different Aura. Group 
members need to be within 30 yds. to the Paladin to gain the benefits from these. 

When there are multipEe Paladins in the group, use multiple Auras, All of them add 
iheir bonuses to group members! 



Aura Name 

Effect 

Best Used For 


Redutes Cboace of Sjjell latemiption 

Groups wilb Many Hoalors or AoE Costors 

DavatiM) ; 

.Ifio^Arraar Rating 

IncEoosed Mitigotton Agoinst NofrMagKal EnereiK 

Resistinnea (Fire, 
Fiost, Shadow) 

lifl^aues One Specfc Re^istaiKe 

Bottles Agoinst Elemenlol talos, Worlotks, Documk, 
etc. (Choose tbe Ap^jiopriole Rosisiowe Type) 

Reiiftnrtloci 

Deals Holy Damage to All AtekeisSi 

Melee 

figbliog Lorge Cmups of Enemies 

Sanctity 

Improves holy Damage 

Soloing with Rehfajtion Abilities; Groups of PriesEs and 
PolodlnsDPSaig 


Understanding^ Blessings 

3 Blessings Have a Relatively Short Duration, Compared to Other Buffs 

3 One Blessing per Paladin Can Be Active on a Given Character 

Onfy Different Blessings from Multiple Paladins Work Together (eg. You 
Cannot Stack four Blessings of Might on One Rogue!l 

Normal Blessings are different from Auras; these are used on specific characters. 

Each Blessing is basically a short-term buff with a fairly substantial influence of 
character power. It takes quite a bit of doing to keep an entire group running with the 
proper Blessings, but it's worth the effort. 

Choose from your available Blessings and tailor each one lo the target's performance 
within the group. When Blessing everyone, pick the one for your character first. This 
way, you know when your Blessing falls and when the others will need their Bless¬ 
ings renewed. 

At higher levels. Greater Blessings become available. These require inexpensive 
reagents, and the spells are used on entire class types in raids. Thus, a Greater Bless¬ 
ing of Sanctuary could be cast on a Warrior to give the benefit to a/f Warriors in the 
raid with your Paladin. 


Blessing list 

B!essit>g ^Qine 

Effect - 

Best Used For 

Freedom 

Immuiily lo Movement-lnpiring Effects, Losis 
Ten Seconds 

Flag (iimes in WSG, Fleeing fnemies. General Pvf 

ITtfigs 

focreoses Target's AtlriEiiffe hy 1 (Ki 

ClossK Tkt Use Four oi Fire Attiihaies 

b'ght 

Impmves Fkisb of Light and holy Ught 

Graups/Raids with Multiple Pdodin hiadors 

Might 

Adds Meb Attack EWer to tbe lacgel 

Ml Moke Cboractors in Eo^ Arons, Futy Wornors, 
Rogues, Hunter Pels 

Prot?(5t1iQn 

Shields Targot Fidin All Barm, Sbort Durcilion 

Pnmciiy Hwlers, Aol Casrers [n Trovbk 

Socrifice 

Rediiects Damage hom the Target lo lb 
hlotiin 

, bss Fights 

SMon 

Reduces Tlieot fienefoitoii by 30% 

Sopor DPS Gasses in Raid Siiuatiotis, Healeis 

Sanduory 

Reduces Damc^, Adds hnly Damage to Olocb 

Moin or Secondoiy Tattb 

Wisdom 

Restores Mono over Tme 

Holpoig Hoolois and Mngkal DPSors Ir Long 
Encoufiteis 

























































Priests are the ultEimate Healers in World of Warcraft. Without the healing sj>ells of a Priest^ many a Wamor would 
not be able to survEve grabbing five enemies, nor would a Mage live through ibefr finest AoE castingn It is those 
healing spells that make a Priest extremely valuable to groups, and few parties turn dovim a skilled Healer, However, 
a Priest's usefulness is not limited to healing spells. These characters are also offensive casters, doing damage using 
both Holy and Shadow magic. Left to their own devices, Priests are no fading flowers resigned to depend on the good 
graces of others; instead, they are fully capable of defending themselves, performing dam age dealing spells, and 
avoiding some of the worst aspects of an enemy's attacks. 




Wha. Started as a tiny battle was quickly becoming a widespread conflict. It 1 
seemed as though the entire area was embroiled with ores. The din of battle 
washed away the peace of yesterday and the promises of tomorrow. 

We had come to Stonewatch Keep, in the Red ridge Mountains, to defend 
Lake.shire and its citizens. In particular, we were searching for Tharirzun, an 
ore krvown for his cleverness and aggression. Lakesbire would never be safe as 
i long as this creature held command, and we could not rest without hard proof 
' of his den-fise. We would leave Stonewatch Keep only wfth Tharfyzun's head. 

But an ore and his head are not easily parted, and TharEl'zun w'as far from 
alone. All it had taken was one of his retinue to scurry away like a coward and 
warn others. Suddenly, we found ourselves overwhelmed by ores of enormous 
ferocity, strength, and the ability to use dark magic. 

At first, I added what damage I could by using Holy Smite. But our group was 
quickly taking damage, and I rushed to their assistance with healing spells. 

The Warrior, Tielyn, nodded at me in response to the new energy that flooded 
into her and continued her grim task or slicing Into the enemy. Suddenly, 

1 heard Anal, a Mage, cry out. Standing over her, sword raised high, was a 
threk-bodied ore fighter. In mere seconds, that .sword would swing down and 
cut the Mage's life and I would lose my dearest of friends; I shaped through 
great force and will the power of the Light into an unwavering Shield. The 
ore's sword crashed down upon the barrier, but Anat remained unharmed. The 
ore even looked surprised as Anat rallied, focusing her magic into a bolt she 
sent Into the beast's face. 

No longer secure enough to hang back, Tharil'zun himself entered the 
battle. Knowing that I would have to ensure that our little group survived his 
onslaught, 1 used only a small amount of offensive Shadow magic against 
him; enough to ensure a steady decrease of his power through a simple word: 
Pain. After that, my aUention was completely enwrapped in healing our group, j 
keeping Tielyn, Anat, and the others as safe and healthy as possible, Finally, 
with a last strangled gasp, Tharil'zun fell forward, dead. 

We saved many good people of Lakeshiro, I know. And, more importantly, 
none of my friends were lost In the battle. To help your friends and stop your 
enemies is the truest thing that anyone can accomplish, and we did a great 
deed teday. 

X _ _ _ / 


iNTBoDucnoN K) PigyiHf m 

There are several classes with healing 
potential, but none of them outheals a 
Priest, This is a class with a wide range 
of different healing abilities, and Priests 
have the most powerful and efficient 
healing spells of any character in the 
game. 

It is this healing ability that ensures that 
Priests always have a valuable place in 
any group. There are always spots avail¬ 
able for someone who is willing to keep 
the rest of the group dealing damage and killing enemies. 

However, Priests are not always relegated to only healing duties, and they are 
capable of doing damage against monsters on their own. The proper placement of an 
offensive spell can do as much to save a party member as a welhtimed heal. In addi¬ 
tion, this means that Priests are perfectly capable of dispatching their own enemies, 
and they do not need to be constantly shepherded by escorts. 

Keep in mind, though, that being a Priest is a matter of temperament. If you find that 
you enjoy casting large amounts of offensive spells and hate healing, then a Mage 
may be mono your cup of lea. Similarly, if you only want to heal occasionally and 
want to do more melee damage. Paladins and Shamans have some similar abilities to 
Priests and far more survivability. 



What Priests' don't have is the heavy armor to withstand a determined assault. 

Faced with multiple opponents or high-damage enemies, a Priest's cloth armor Is no 
barrier. The use of Power Word: Shield, a temporary spell that absorbs damage and 
keeps a character from being interropted, can only go so far. !l's best for a Priest to 
keep fights short, sweet, and at range as much as possible. 

If you enjoy saving other people and want to throw in a bit of offensive damage on 
your own, being a Priest is a great choice. You can really have a wonderfui time 
with some of the more social aspects of World of Warcraft as well as be a competent 
soloer if you find that is whai you want. 


Available Races 

Dwarf 

Hiimon 

Nigltt tlf 


Dndead 



When Do Attributes Mean to Mei- 

Strength 

Higlier ^elee Domage (Het Se Important) 

Slarnlw 

Kigiter He# 

Ag^ily 

Higher Chorne to Dodge, More Melee Ciitkab (Oily iboful Jo o Few Priests) 

littdEecr 

Higher Mona Pool and Bfeeter Qiflnce kx CriJkol Heals 

Spttir 

Ereoter Mafia oitd Health Regefieration 


ITEMS AND EQUIPMENT 


What you are equipped with is not 
as important as what bonuses your 
character's equipment has. There are 
three major attributes that your character 
should concentrate on: Intellect, Spirit, 
and Stamina. 

The choice between intellect and 
Spirit is a most interesting one. Intellect 
increases the amount of mana that 
a Priest has available to them. More 
mana means that they can cast greater 
amounts of spells before resting (both more healing and damage spells). In addition, 
Priests with high Intellect have a higher chance of landing Critical heals and attacks 
with those spells. 

On the other hand, both healing and damage spells are magic intensive. It is very 
easy for a Priest to cast away all of their mana, leaving them to rely on their melee 
damage or magical wands. This is not a good situation for a Priest to be in, and 
Priests with little mana are very vulnerable. If you have a high Spirit, you can cast 
your spells more freely, knowing that your character can regenerate mana while 
doing some fighting. This also decreases your downtime, and that's very useful for a 
Pries!. 

Choosing between Spirit and Intellect Is a very personal decision, and there are 
benefits to each Try and experiment so that you can find the set of armor that works 
best for what you want to do. If you find that you run out of mana frequently and 
cannot cast the nurtiber of sjDells that you want, concentrate more on Intellect, if your 
casting Is high but you can't regenerate magic as well (say, in a group where the few 
heals that you have to make are very expensive), invest more in Spirit gear. 

fhe only other attribute to look for m equipment is Stamina, Stamina is lied to how 
much health a Priest has. Because Priests don't have heavy armor (or even modest 
armor), even FErtle improvements in Stamina are useful. If at all possible, increase 
your amount of health or armor by supplementing your equipment with enchant¬ 
ments. 

Investing irt a weapon is also a personal decision. Keep an eye out for ones that raise 
the attributes that you want. Maces, Daggers, and Slaves are all valid choices, and 
some of them give very nice bonuses to Spirit and Intellect (Staves in particular). 
Staves are often focused more toward caster attributes, so they are a sound invest¬ 
ment for many Priests. 




























Wands are jmportant to purchase for doing damage when yoor rrtana is depleted. 
These ranged weapons cost nothing to activate [a huge plusL and allow your charac^ 
ter to plug away at targets, not accruing very much aggro, while regeneration mana. 
It is very nice tO have a melee weapon that gives you the bonuses you need while 
relying on wands for simpie damage 


If those professions aren^t to your liking, try Alchemy and Herbalism; these are 
certainly good for supporting yourself and group members. Or, take Mining and 
tngineermg. Having items that stun enemies is very useful, and most people won^t 
expect Priests to be breaking out explosives. 


CHOOSING YOUR PROFESSION 

Enchanting is an interesting Profession 
to explore as a Priesi. In this professton, 
you break apart equipment pieces into 
usable components. These components 
are your ingredients for enchanting 
armor and weapons. Enchanting gives 
bonuses to attributes or damage (and can 
even be used to add special effects and 
abilities to items). Because Intellect and 
Stamina are easily enhanced through 
Enchanting, this is a solid choice! 

As a cloth wearer. Tailoring allows a 
Priest to create their own armor. The early Tailoring recipes create equipment that 
doesn't have any major bonuses to attributes, but later products are quite powerful. 
As a Tailor, Priests use the cloth materials that drop from humanoid mobs, so gather¬ 
ing the majority of the crafting ingredients is simply a matter of fighting enemies. 

In addition. Enchanting and Tailoring work well together (Tailoring can be used to 
create items that are broken down into Enchanting pans). 




Discipline 



.. . > V 

Power Worid:'Fortitude 


Power Word: Fortitude is a buff that is castable on your Priest and other 
characters as well. This lasts for 30 minutes and raises Stamina. At later lev¬ 
els, Priests search for books to learn Prayer of Fortitude, a spell that buffs the 
entire group with a one-hour version of this spell (this costs a reagent). 


Rani 


Mono 

Range 

Cd&ting fime 


Co5ti0 Train 

Effect 


1 

m 

30yd 

1C 

— 

10# 

Power infuse j Itie toptkwftsing thdr Stamina by 3 for 30 mm. 

2 

lJJ 

1S5 : 

30 yd 

1C 


3# 

Power infuses Itts target iricfertsing tkirStamino by 8 for 30 mil. 

3 

24 

400 

30 yd 

1C 


SO# 

Power inftjsK the target kreosiEig their Stumina by 30 for 30 min. 

4 

3A 

745 

30 yd 

IC 


1#40# 

Power irluscs the Sargct increasing llieif Siamwra by 32 for 30 min. 

& 

48 

1)70 

30 yd 

1C 

— 

2 9 80# 

Fcfwer irriuses the lorget increasing iheir Stomha by 43 for 30 min. 

6 

iO 

16^5 

30 yd 

IC 

— ! 

4 #60# 

Power mfuse j the luiget inueosiirg iheir Sluinino by 54 tar 30 miti. 



Prayer ofTortitude'iParty) 


Ronk 

Level 

Mona 

Range 

tci^ng Time 

Retigent 

Cost lo Train 

FffBri 

1 

48 

2d00 

1 40 yd 

IC 

Holy Candle 

— 

pDwer infuses ihe* target's party, iicmosing Iheir Stamino by 55 for 1 hour. ' 

2 

60 

j 34W) 

j 40 yd 

IC 

StKf^ Contie 

- 

Power infuses the target's parly, moosing their StamitM) by 70 for 1 how. ^ 


There are three major lines of Class 
Abilities for Priests: Holy, Shadow, and 
Discipline. The use of these abilities 
always has an associated cost in mana. 
There are both defensive and offensive 
effects for Holy and Shadow, and the 
proper mixture of them is important for 
a PriesL 

Below are the tables listing these Class 
Abilities with their associated informa' 
lion. 




Word: Shield is a potent tool for pre-battle protection or for sudden changes in battle. This spell protects the target from a 
- ■ * — moderate amount of damage, and casting is not interrupted by damage while the Shield is rn effectl 


Rook 

Level 

Mona 

Range 

Casiing Time ! 

Cooldown 

CosHoTroiti 

EfTecr 

1 

6 

45 

4Dyd 

IC 

4sec 

1# 

Draws on Itie soul of Ifie party membw to shield them, obstwbing 44 daihige. lusts 30 sec. While the shield hokfc, spell tffiling will nol he interrupted by 
domoge. Oici shielded, the tnrget connat be shioldd again for 1S sec. 

2 

12 

30 

40 yd 

!C 

4se[ 

8# 

Dmws an the soul of the patty member to shieW them, absorbing 88 damage. Lasts 30 sec. Vfhile Ihe shield holds, spell costing wii not be interrupted by 
damage, Onice shielded, !tie target cannot be shieldeij agora for 15 sec. 

3 

18 

130 

40 yd 

IC 

4 sec 

30# 

Drows (hn the soul of the pruty member to shidd them, absorbing 158 damage. Lasts 30 sec. While the shield bolds, spdl costing wdl not k intornipted by 
damoge. Once shielded, the target canr»t be shtdrled agoin for 15 sec. 

4 

24 

175 

40 yd 

IC 

45ec 

50 9 

Draws on U sm 4 of M party nenkf to shield them, ahsottfing 234 domage. Lasts 30 sec. While the shielil holds, spell testing wilf not he interrupted by 
darrwge. Once shielded, the target (nnaar be shielded again tor 15 sec. 

5 

30 

210 

40 yd 

IC 

4set 

1 # 

Draws on the soul of the patly memher to shield them, Dbsorbing 301 damage, losts 30 sec. While Ihe shield holds, spell cosEng wiH not be interrupted by 
domage. Once shielded, the torgEt cannot be shielded again for IS sec. 

6 

36 

250 

40vli 

IC 

4 sec 

il ^^40# 

Dram Ml the soul of the party menrher to shield ihertt, ohiaihHig 331 darngge. Lmts 30 ssc. While the sliield holds, spell castirrg will not be interrupted by 
domoge. Once shielded, the target cannot bE.shsWd again for 15 sec. 

1 

42 

300 

40yd 

1C ‘ 

4£ec 

2 9 209 

Draws on the sonl of the porty member to shield them, nhsorhing 484 domage. bsfs 30 sec. While the shlelil holds, spell costing rmll not be interrupted by 
doimjge. Once shielded, the !nig.$r arnnot he slnoldcd ogain for 15 sec. 

8 

43 

m 

40 yd 

IC 

4scc 

2 #80# 

■Draws on the soul of the party member to shield them, absorbing 605 damage, losts 30 sec. While the shield holds, spell ccslrng win not iw irtterrupled by 
damage. Once shielded, the forgot cannot be shielded ugoin for 15 sec. 

9 

1 

54 

425 

40 yd 

IC 

4 sec 

4# 

Drowj on the soul of the parly member to shield Itiem, gbsorhng 44 763 dortisge. Lasts 30 sec. While the shield holds, sjkII casting will not k tnlemipted 
by damage Once shielded, the largat cannot be shielded ogain for 15 sec. 

10 

60 

500 

40 yd 

IC 

4set 

4 * 60 # 

Diqws an smjI of Ik party mombef to shield them, absorbing 942 dcumoge. Losts 30 sec. While toe shlefrf holiSs, spell ensting will not he iatoTfupted by 
domage. Once shieided, the target connot be Yielded again for 15 see. 



































































Starsha^s^igSt^h 


r/» t k Starshards is a spell learned only by night elf Priests. This channeled Sf>ell deals 

(Night Elfoaly) 


Rank 

level 

lAana 

Range 

Casting Time 

Cooldown 

CosI 1o Train 

Etfed 


1 

10 

50 

30yd 

Channeled 

— 

— 

Rains storshards down on the enemy torget's head, cousing 84 Arcone domoge over 6 sec. 


2 

18 

85 

30 yd 

Chonneled 

— 

1# 

Reins siorshcrds down on the enemy target's heod, causing 162 Arcane domoge over 6 sec. 


3 

26 

140 

30 yd 

Channeled 

— 

3# 

Rains stetshords down on the enemy target's heod, cousing 288 Arcane domoge over 6 sec. 

V' 

4 

34 

190 

30 yd 

Chonneled 

— 

6# 

Roins storshords down on the enemy target's head, causing 414 Arcone domoge over 6 sec. 


5 

42 

245 

30 yd 

Chonneled 

— 

11^ 

Roins stQ5hards down on the erremy target's heod, causing 570 Arcane domoge over 6 sec. 


6 

50 

300 

30 yd 

Channeled 

— 

15# 

Rains storshords down on the enemy torget's heod, cousing 756 Arcone domoge over 6 sec. 


7 

58 

350 

30 yd 

Chonneled 

— 

22* 

Rains storshords down on the enemy target's heod, cousing 936 Arcane damage over 6 sec. 



1 Inner fir^ 

Inner Fire Increases the armor of a Priest for either ten minutes or until all of its charges are used (there are 20 charges, and each time the 
— Priest is hit a charge is used). 

Rank 

Level 

Mono 

Range 

Casting Time 

Cooldown 

CosttoTroin 

Effect 


1 

12 

30 

— 

1C 

— 

8# 

A burst of Holy energy fills the coster, inaeosing armor by 315. Eoch melee or ronged domoge hit ogoinst the priest wil remove one chorge. lasts 10 m’m or 
until 20 charges ore used. 

2 

20 

65 

_ 

IC 

— 

30# 

. 1 

A burst ol Holy energy fills the coster. Increasing ormor by 495. Eoch melee or ronged domoge hit ogoinst the priest will remove one chorge. Losts 10 min or 
until 20 charges ore used. 

3 

30 

105 

— 

1C 


1# 

A burst of Holy energy fills the coster, inaeosing ormor by 720. Each melee or ranged domoge hit ogoinst the priest will remove one charge. Lasts 10 mil or 
until 20chorgesQreused. 

4 

40 

165 

— 

1C 

— 

1 «80# 

A burst of Holy energy fills the coster, inaeosing ormor by 945. Eoch melee or ronged domoge hit ogoinst the priest will remove one chorge. losts 10 min or 
until 20 charges ore used. 

5 

50 

235 

— 

1C 

— 

3# 

A burst of Holy energy fils the coster, ncreositg oimor by 1170. Eoch melee or ronged domoge hit ogoinst the priest will remove one charge, losts 10 min 
or unti 20 charges ore used. 

6 

60 

315 

— 

1C 

— 

4 #60# 

A burst of Holy energy fills the coster, inaeosing armor by 1395. Eoch melee or ranged damage hit ogoinst the priest wil remove one charge, losts 10 mil 
or until 20 chorges ore used. 




rhi^ng>l iVL^ir Magic may appear to be a humble spell, but there is a great deal of power hidden here. This spell 

- -K . — ^ ,^ , o either removes one negative effect from a friendly target, or removes one positive effect from an enemy. 


Rank 

level 

Mono 

Range 

Casting Time 

Cooldown 

Cost to Train 

Effort 

1 

18 

Vorioble 

30yil 

1C 

— 

20 • 

Dispels magic on the forget, removing 1 harmful spell from o friend or 1 beneficiol spell from on enemy. 

2 

36 

VorioMe 

30 yd 

1C 

— 

1#40# 

Dispels magic on the toiget, removing 2 harmful spdl from o friend or 2 beneficial spell from on enemy. 


1 ^^ EIutte’s‘Gru'ce^(N^t'Elf only) 


Elune's Grace is a night elf spell that is on a five-minute cooldown. Cast 
this for 15 seconds of decreased ranged damage taken and Increased 
Dodge. 




Rank 

Level 

Mona 

Range 

Costing Time 

Cooiciown 

Cost to Train 

Effect 

1 

20 

60 

— 

1C 

5 min 

— 

Reduces the ranged damage token by 21 and increases chance to dodge by 10% for 15 sec. 

2 

30 

105 

— 

1C 

5 min 

5# 

Reduces the ranged damage token by 33 and increases chonce to dodge by 10% for 15 sec. 

3 

40 

145 

— 

1C 

5 mil 

9# 

Reduces the ranged domoge token by 52 ood increoses chonce to dodge by 10% for 15 sec. 

4 

50 

195 

— 

1C 

5 min 

15# 

Reduces the ranged domoge token by 75 and inaeoses chonce to dodge by 10% for 15 sec. 

5 

60 

240 

— 

1C 

5 min 

23# 

Reduces the ranged domoge token by 95 and increoses chance to dodge by 10% for 15 sec 





FeedbaCk^tSmSffSnJvfi^ Feedback is a human Priest spell that puts a 15-second mana burn effect on you. When other casters hit your Priest with a 
——.. ' ' spell, they lose a minor amount of mana and take an equivalent DOT. 


Rank 

Level 

Mana 

Range 

Costing Time 

Cooldown 

Cost to Troin 

Effect 

1 

20 

140 

— 

1C 

3 min 

- 

The priest becomes surrounded with ontHnogic energy. Any successful spell cost ogoinst the priest will bum 18 of the ottocker's Mono, cousirig 1 Shodow 
domoge for each point of Mono burned, losts 15 sec 

2 

30 

245 

— 

1C 

3 min 

5# 

The priest becomes surrounded with ontHiwgic energy. Any successful spell cost ogoinst the priest will bum 35 of the ottocker's Mono, cousing 1 Shodow 
domoge for each poiit of Mono burned. Losts 15 sec. 

3 

40 

355 

— 

1C 

3 min 

9# 

The priest becomes surrounded with onlfmogk energy. Any successful spell cost ogoinst the priest will bum 54 of the ottocker's Mono, cousing 1 Shodow 
domoge for eoch point of Mono burned, lasts 15 sec. 

4 

50 

470 

— 

1C 

3 mil 

15# 

The priest becomes surrounded with anfrmogic energy. Any successful spell cost ogoinst the priest will burn 77 of Ihe aflocker's Mono, causing 1 Shodow 
demoge for each point of Mono burned, lasts 15 sec. 

5 

60 

580 

— 

1C 

3 min 

23# 

The priest becomes surrounded with onti-mogic energy. Any successful spell cost ogoinst the priest will bum 105 of the ottocker's Mono, cousing 1 Shadow 
domoge for eoch point of Mono burned. Losts 15 sec. 





Inner Focus ^ Talent-learned ability on a three-minute cooldown. Using this raises the Critical chance of your next spell by 25% and elimi- 

■ — — ■ — ■ nates its casting cost. 


Rank 

Minimum Level 

Mono 

Range 

Casting Time 

Cooldown 

Cost to Train 

Effect 


172 






























































































Shackle Undead is one of the crowd control gems of the Priest cla&S. This is used to take an Undcad target out of the battle a vari¬ 
able period {any damage breaks this, so stay away from the go id-encircled target please). 


Rank 

iml 

Mona 

Range 

Costing Bn^e 

Cooldown 

Cost tolrain 

Effect ' 

1 

20 

% 

30 Vd 

l.Ssec 

— 

30 » 

Shackles the target tiivdead enemy for up iu 30 sec. Ihe shockled unit is unaUe la mm, ottod or cast sfidls. Any donraye caused wll release tfie toilet. 

Only one target ten be skckled ot a time. 

2 

40 

m 

30 yd 

1.S30C 

— 

1#80# 

Stiodles the forget undeod etienry for up lo 40 sec. Itie shackled unrr is unatle b iw, attack oi cost spells. Any damage caused wSI celeose tire f 0 rgeL 

Only me Earyet can k shackfd ota lime. 

3 

60 

ISO 

] 

SOyd 

1.5 sec 

— 

4 #60# 

Sbckles the target undead euerny far ufi to 50 see. The shockled unit is uiahle to move, ollack or cost spelb. Any damage coused Mill tdeose Ihe target. 

Only one bigot con ho shackled at a time. 


Miana Burn sucks the mana right oui of a caster within range and deals haif of the quantity taken as 
Shadow damagel 



Rank 

Level 

Mdtiti 

Range ■ 

Costing Time 

Cooldown 

CosHoTfalti 

Effett 

) 

24 ■ 

95 

SOyd 1 

3se£ 

— 

50# 

Drains 191 to 203 mana from a tniget. For each mtma drained in this way., the target takes 0.5 Shodow damage. 

2 

32 

140 

3D yd 

3 sac 

— 

1#10# 

Drains 309 ta 329 rrana from o target. For each tttana drained in this woy tha target takes 0.5 Stwdow damage. 

3 

40 

185 

3D yd 

3 sac 

— 

1 #80# 

Mm 442 ID 468 mana tram a target. For eodi mono drained h this Moy^ tha target tokas O.S Shadow damage. 

4 

4fl 

225 

SOyd 

3 sac 

— 

2 #80 9 

Drtiias S76 to 610 mana tram a target, for eoch mana drained in this way., the tenget takes 0,5 Shodow darat^. 

5 

56 

2?0 

SOyd 

3sec 

— 

4#2Q# 

Drains 738 to 730 mono from n target. Far each mano drained in this way,, the target lakes 0,5 Shodow damage. 


Divine Spirit 


Divine Spirit is a Talent-learned buff. This provides a long-lasting improvement to Spirit 
for the target. 


Rank 

Minintum level 

Monn 

Range 

Casting Time 

Cooldown 

Casitolroin 

Iffect 

) 

30 

285 

SOyd 

tc 

— 

— ' 

Holy power infuses the target, increasing their Spirit by 17 tor 30 rain. 

2 

40 

420 

SOyd 

tc 

— 

9# 

ttofy power infuses the targel, inaeosing their Spirit by 23 (ar 30 min. 

3 

SO 

735 

30 yd 

1C 

— 

15# 

Holy power inkises the laEgeL increasing their Spirit by 33 for 30 min. 

4 

60 

970 

30 yd 

1C 

ZI 1 

23# 

Holy power infuses the loiget, incrEosing thair Spiril by 40 for 30 min. 



Prayer o pS pirii 


Rank 

level 

Mono 

Range 

CflsIingTime 

Reagent 

Cost to Train 

Effect 

1 

60 

1940 

40 yd 

1C 

Sacred Cardie 

.23# 

Power infuses the targefs paly, increiKlng their Spirit by 40 for 1 hour. 


Levitate 


Levitate requires a reagenr but allows Priests to slowly float to the ground when leaping off of higher edges. 


Rank 

Level 

Mono 

Reagent 

Casting Time 

Cemidown 

Cost to Train 

Effect ' 

N/A 


too ^ 

lighr Feather 

1C 


11 # 20# 

Aibws the esrster to levitate, (toaling a few above the ground. While bitoling, you wifi fall at a reduced 
speed and travel over water-tike surfaces. Any doinoge wil cancel the effect. Lasts 2 mir. 



Pov/er 


Power infusion is a Talent-learned ability that is on a three-minute timer, for 15 seconds, the target gets a 20% boost 
to healing and magical damage. 


Ronk 

WinEmum Level 

Mono 

Range 

Casting Itme 

Coaldown 

Cost to Train 

Effect 

□□ 

40 

182 

30 yd 

1C 

3 minutes | 

— 

Intuses the turget wilh power, inaeasing their spell damage and healing by 20?4. losts 15 sec. | 


Holy 



Su^ 

Lesser Heal 


Lesser Heal is a fast-casting healing spell for the low levels. 


Rank 

L^/^ Mono 

Range 

Casting Time 

Cooldown 

CosttoTroin 

Effetf 

1 

1 ' 

30 

40yd ' 

1,5 SK 

— 

— 

Heol your target far 46 to 56. 

2 

4 

45 

40 yd 

2sec 

— 

1# 

Hdyauriargeib/l fci85. 

3 

10 

75 

40 yd 

2.5 sec ' 

— 

3# 

HealYauftargettor135tol57. 


Smite 


Smite is a hloly spell for dealing damage. For Priests that are talented in 
Spiritual Guidance and have high Spirit, Smite can deai a surprising sum of 
damage. 


Rank 

Level 

Mana 

Range 

CnslingTime 

{joaldown 

Co&t 10 Train 

Effett 

1 

1 

20 

30 yd 

1.5 sec 

— 

— 

Srriite an enemy for 13 to 17 Ifoly damagie. 

2 

6 

30 

30 yd 

2 sec 

— 

1# 

Smile nn en^ for 25 Id 31 HdIv demoge. 

3 

14 

60 

3D yd 

2.5sec 

— 

12# 

Smite on enemy for 54 to 62 Holy dgnMga. 

4 

22 

95 

iQ’yd 

2.5 sec 

— * 

40# 

Stnilu an enemy tor 91 to 105 Holy domogs. 

5 

30 

140 

30 yd 

2,5 sac 

— 

1 # 

Smile on oiemy for 150 to 170 Holy ddmngo. 

6 

38 

18S 

SOyd 

2.5 sec 

— 

1 #60# 

Smite an enemy for 212 to 240 Holy domoga. 

7 

46 

230 

30 yd 

2.5 sec 

— 

2 #60# 

Sffliro an enemy toi 287 to 323 Holy domoge. 

a 

S4 

280 

30 yd 

2.5 sac 


4# 

Smite Dll mm for 3J1 te 415 Holy damage. 





''4 
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Renew 


Renew h a modest heal over rime spell. Though Priests are not the most effec¬ 
tive class for such heals. Renew serves to supplement their heating repertoire. 


fionk' 

Level 

Mo no 

Ranoe 

Costing Time 

Cooldown 

CosHoTroln 

Effetl 

1 

s 

30 

40 yd 

1C 1 

— 

20 

Heals lire target of 45 dwnnge ovier 15 sec. 

2 

U 

65 

40 yd , 

1C 

— 

:i2# 

Heoh the target of 100 domage ove^ 1S sec. 

3 

20 

105 

40 yd 

1C 

— 

30 0 

Neals tfie ta^Gt af 17 5 damage over 1 5 sec. 

4 

n 

140 

40 yd 

1C 

— 1 

60 0 

HeDfs rhe laigel of 245 dpmoge over 15 set. 

5 

32 

170 

40 yd 

1C 

— 

10100 

Heals tfie loigot of 315 damage aver 15 set. 


33 

205 

40 yd 

1C 

— 

i0 6oa 

Heals llie target of 400 damage c/or 15 sec 

1 

4^1 

250 

4Qyd 

iC 

— 

2# 400 

Haols Jfie target of 510 tfamoge over 15 sec 

8 

50 

305 

40 yd 

1C 


30 

Heoh Ifie target of 650 damage over 15 sec. 

9 

56 

365 

40 yd 

IC 



Heals tiia tuirget d 810 damage aver 1 5 sec. 

ID 

60 

410 

40 yd 

IC 

— 

— 

HgdIs ttie target of 970 damaoe over 15 set. 



Desperate Prayer is a spell for human and 

Desperate1pm»^^,H^no^y, SZn^'Z'r^r 


. Rftnk 

Level 

. Mono 

Range 

Ctrslma Time 

CooEdown 

Cost loTrom 

Effect : ' ' 

1 

10 



1C 

10 min 

— 

Insianity heals the coster for 134 to 170. 

2 

IS 

— 

— 

1C 

10 min 

10 

Instantly hoals the cosier (or 263 to 325. 

3 

26 

— 


IC 

lOmin 

30 

InslDotlyfieds rtie cosier b 447 b 543. 

4 

^ 34 

— 

1 ^ 

IC 

lOmttJ 

6# 

Inslondy heab Ihe caster for 5B3 la 708. 

5 

42 

— s 


IC 

10 min 1 

110 

iFBlanrty heols the caster for 834 to 994. 

6 : 

SO 

— i 


IC 

lOmirr 

15 0 

Instanlfy heals the coster for 1101 to 130S. 

7 

58 

— 

— 

1C , 

10 min 

22 0 

Instonfly heals the cosier b 1324 to 1562. 


a 


Resurrection 


Resurrection is an out-of<ombat spell to bring the dead back to life {in a good way). Cast this on 
fallen characters from your faction to bring them back. 


Rank 

levs! 

Mona 

Ronge 

tasirng Ume 

Cooldown 

Cos! to Tfflirt 

Effect 

1 

1 10 

75% 

30 yd 

lOsec 

— 

30 

Brings a deed gloy^r hotIc la life with 70 health and 135 mmiD. Comwf he cost when in combat. 

2 

22 

m 

30 yd 

10 sec 

— 

40 0 

Brings e deod player bock in fife with 160 health and 300 mana. Cannett he cost wfieii in combat, 


34 

m 

30 yd 

10 sec 

— 

10200 

Brings o dead player bock to life with 300 health ond 520 mana. Connat be cost when in comboL 

4 

46 

75% 

30 yd 

lOsec 

— 

20600 

Efings a dead pfoyer back to Iffe wid? 500 hEollfi ond 750 mofia., Cemnat he cost when in c&mbal. 

5 

58 1 

75% 

30 yd 

lOset 

— 

40400 

Brings o deod player hack lo life with 750 beolth and IQOO mono. Cannar k cost when in combat. 






Rank 

: i 

Mana 

Ranj^ 

Costing Time 

Cooidawn 

Cosi to Train 

Effect 

1 "/A 1 


|variabf^ 

iBOydl 

1C 

1 — 

120 

Remove 1 disease frotn Iha friendly target. 



Heal takes over for Lesser Heal. This spell is a medium-casting 


Ronk 

Level 

Mono 

Range 

Cabling Time 

Cooldown 

Cost to Train 

Effect 

1 

in 

155 

40 yd 

3 sec 

— 

16 0 

Heal your target far 295 to 341. 

2 

22 

205 

40 yd 

3sfic 

— 

40 0 

Hedyocirtargetb429to49l 

3 

28 

255 

40 yd 

3 sec 

— 

80 0 

Healyouftiiigetb 566lD642. 

4 

34 

305 

40 yd 

3 sec 

-Z 1 

1 0 20# 

HeaEyaurlQi^forJlZia 804. 



Fear Ward is a dwarven Priest spell, and it is clearly one of the finest PvP and PvC spells of this type. 
Fear Ward^^Dw^^vi ^ 30-second cooldown, a Priest can cast this on a target and protect thenr from the next Fear 

— ' -— effect that lands within ten minutes. 


; Rank 

level 

Mnna i 

, Rnnge 

CflstmglEme 

Cooldown 

Cost to Train 

Effect 


I 1 I 20 I 100 I 30yrf I 


30 sec 


IWflrds ifie friendly target ogai«st Fear. T 



Flash 


Flash Heal is a fast^casi heal spell. Though lacking the heavy 
artillery of Greater Healing, Flash Heal is sometimes neederJ 
just to keep a target going (in a small group or PvP situation). 


Rank 

Level 

Mana 

Range 

Mag Time 

Cooldnwit 

Cost In Troin 

Effect . 

1 

20 

125 

40 yd 

1.5 sec 


30# 

Hecils a friendly target b 193 to 237. 

2 

26 

155 ^ 

40 yd 

1.5 s^ 

— j 

60 0 

Heals a frieitrily target far 253 la 314. 

3 1 

32 

185 

40 yd 

1.5 sec 

— 

10100 ^ 

Heals 0 friendly target for 327 to 393. 

4 

38 

215 

^40 yd 

15 sec 

— 

1 0 60 0 

Heals Q friendly forget for 400 fo 478. 

5 

44 

265 

40 yd 

1.5 set 

— 

2»40# 

ffeols a friendly forget for 518 to 616. 

6 

50 i 

315 

40 yd 

1.5 sec 

— 

30 

Heols a friendly target b 644 fo 764. 

7 

56 

380 

40yd 

l.Sset 

-IT-j 

4 #20# 

Heols a friendly forget for 812 fa 958. 



















































































































Holv N(wS ^ Tillent-learned AoE damage 4 heakEng spell that causes no Threat for the Priest. Though awfully inefficient, the Holy Nova 

^ — heals all group members. 


Rank 

Minimun] Level 

Mana 

Range 

Cabling Time 

Cooldown 

CostloTrelFi 

Effect ■; 

1 

20 

165 

lOyd 

1C 

— 


Causes an explosinn of holy light araund the caster, cnusing 28 la 32 Holy demise to ol enemy taigets wiifiiii 10 yards ard liealing oil fMty 
mcflikfs wltfiin 10 yards for 52 io 60. These efferh coiree no fiMeat. 

2 

23 i 

2?0 

10 yd 

1C 

1 

4^ 

Causes an ejgrlosian of holy 6ght around the coster, cousirig 50 Jo S3 Holy ctamcge to all enemy targets wittiin tO yards md heoliog oil oerty 
niHiibers withio 10 ywrds for 86 Icr 9fl. These effects cause no threat. 

3 

36 

400 

10 yd 

It 

— 

10 

Causes m eipilosien of Eiofy liglit around Itie caster, cousing 76 to 38 Holy damage to oil efienify targets within 10 yonk and healing all party 
members wiltiir 10 yards lor 1211o 139. These efferts cause no ihreat. 

4 

a 

320 

10 yd 

IC 

— 

yi0 

CoiBfts an explosion of holy light around the coster, causing T 06 to 122 Kr^ly d 0 m(iJ 8 e to all enemy largets wirtiEu 1D yards and healing all pOfly 
members within 10 yards for 16T to 187. These efietls arose no threat. 

5 

S2 

635 

10 yd 

1C 

““ 1 

19# 

Cwses en explosion of holy Tight aioutd the coster, causing 140 to 162 Holy (knage b oil enemy targets within 10 yoids otrd heoling alt party 
members within 10 yofds for 23S la 271. Ttiese effects cause no threat. 

6 

60 

750 

lOyd I 

IC 

— 

23# 

[□uses ait explosien ef hoJy lipbt around fe coster, (ooslng 181 to 209 Holy damage to all eoeiny targets within 10 ymds and Iwwfing oil patiy 
members within 10 yords for 302 to 3S0. These effects cause no threat. 



Prayer 


Prayer of Healing needs 3 or more group members to need 1000+ hps to 
become efficient. In raids, this spell can be extremely helpful. 


Rank 

Level 

Mona 

Range 

Casting Time 

Cooldown 

Cosl lo Train 

Effed 

n 

30 

410 

30 yd 

3 sec ' 

— 

1# 

A poworhil proyer henfs parly memlrets wilhirt 30 yords for 301 to 321. 

2 

40 

560 

30 yd 

3 sec 

— 

1 # £0# 

h powerful prayer heab party membefs wilhn 30 yards for 444 Id 472. 

3 

50 

7?0 

30 yd 

3sec 


3# 

A powerful prayer heals party monffhers wilhia 30 yards for 657 to 695, 

4 

60 

1030 ' 

30 yd 

3sk 

— 

4 #60# 

A powerful puyer heals party numbers within 30 yords for 939 to 991 . 

5 

60 

1070 

30 yd 

3 sec 


— 

A powerlul prayer heals party members within 30 yMfe for 1041 to 1099. 


n ..■ - 

lu J w* Spirit opRedemptidh 


spirit of Redemption Is a Talenidearned ability that allows Holy Priests to last for ten seconds after their death, healing with¬ 
out cost as often as possible. No damage or ability can put a stop to this special period of assistance. 



Effect 

1 

20 p«inb in Holy 

Jpera dealb, the priest becoiiies the Spirit of Redenkion lof 10 sec. The Spirit of Redemptian conrKjt move, attack, be attacked or torgeled by any spel or effects. While 
in this foini, the priest can cast any healing spell free of cost. When the effect ends, the priest dies. 


A Abolish Disease removes one disease effect instantly, then cures another every five seconds 

J\D01JSn Uisease^ _ ^ duration of m seconds). 


Ronk 

Level 

HAttnq 

Range ! 

i Casting Time 

Cooldown 

CosttoTrofn 

Effect 

N/A 

32 

Variable 

3Cyd 

IC 

— 

1#]0# 

1 Attempts to cure 1 disease effect on the target end 1 more disease effect every 5 seconck for 20 sec. 


Greater Heal is the final step in the '^Heal" progression. Greater Heal is a 
^ tremendous quantity of damage. Greater 

. ■ I Heal is more efficient than Flash Heal and Renew (by quite a margin}. 



Ronk 

Level 

AAana 

Range 

Costing Time 

Cooldown 

Cost to Train 

Effect 

1 

40 

370 ! 

40 yd ' 

3 sec 


1 9 90# 

A stow casting spelt filer heeb a single target for 899 to 1013. 

2 

46 

455 

40 yd 

3 sec 

— 

2#60# 

A slow costing spelJ that Ws a single target far 1149 !io 1289. 

3 

52 

545 

40 yd 

3 sec ■ 

— 

39 309 

A slow costing spell that heols a single target for 1437 to 1609. 

4 

58 

655 

40 yd 

3 sec 

— 

4# 40# 

A slow casting spell Itiat heals o single target for 1798 to 2006. 

5 

60 

710 

40 yd 

3sef 

— 

— 

A slow cDSlig spell that beak o sln^ target far 1966 to 2194. 



LightweiP 


Lrghtwell is an interesting Talent-learned abiirty for Holy Priests. This drops a well by the Priest that group members can use to add a heal 
over time effect to themselves. Any damage taken cancels this effect, so it isn't useful for main tanks during direct combat. 


Rank 

Mininiuin Level 

Mofio 

Range 

CastinBlme.' 

Cooldown 

tostloTroifi 

EHett i;? } 

1 

40 

225 


3 sec 

10 minutes 


Creates a haly Lightwelt neor the priest. Friendly tor^ts con dick the Ughtwell la restore 300 health dvej 10 sec. Being ottocked cancels the 
effect. Ughtwell lasts lor 3 min or 5 diorges. 

2 

50 

29S 

— 

3 sec 

10 min 

12# 

CrBates a holy tightwell near Ifie piiest. Friendly targets can click the Ligbp^'elt to rotate 1165 health over 10 set. Beirrg oltodd coacels the 
effect. Ughtwell losts for 3 min or 5 charges. 

3 

60 

365 

' — 

3 sec 

10 min 

15# 

Creotes a hofy Ughtwell niear the priest, friendly targets can click the Ughlwell to restore 1600 heolth over 10 sec. Being attacked cancels the 
effect. Ogfitwell bis for 3 rain or 5 charges. 




iRaladini 


Priest 


Isnamani 


i^arlo^ 


PyarnorJ 


■b' 































































































SHADOW! 


ShadoiV^W^^^^fpSin word: Pain is an instant ability that deals heavy damage over 

■■ ■■ ■ ..I time. 


Rank 

Level 

Mono 

Range 

Casting Time 

Cooldown 

Cost to Train 

Effect 

1 

4 

25 

aOyd 

IC 

— 


A word of dofkness thot couses 30 Shadow domoge over 18 sec. 

2 

10 

50 

30 vd 

IC 

— 

3# 

A vA)rd of darkness that causes 66 Shadow damoge over 18 sec. 

3 

18 

95 

30 yd 

IC 

— 

20# 

A word of darkness thot causes 132 Sliodow domogo over 18 sec. 

4 

26 

155 

30 yd 

IC 

— 

60# 

A word of dofkncss that causes 234 Shodow damoge over 18 sec. 

5 

34 

230 

30 yd 

IC 

— 

1#20# 

A word of darkness thot couses 366 Shadow domoge over 18 sec. 

6 

42 

305 

30 yd 

IC 

— 

2#20# 

A word of darkness llwl causes 510 Shodow domoge over 18 sec. 

7 ' 

50 

385 

30yd 

IC 

— 

3# 

A word of darkness that couses 672 Shodow donwge over 18 sec. 

8 

58 

470 

30 yd 


— 

4#40# 

A word of dorkness that couses 852 Shodow domoge over 18 sec. 



Fade 


Fade discourages enemies from attacking your Priest. This instantly lowers the Threat against your Priest for ten 
: seconds. 


Rank 

Level 

Mono 

Range 

Casting Time 

Cooldown 

Cost to Train 

Effect 

1 

8 

40 

— 

IC 

30 sec 

2# 

Fade out, discourogmg enemies from oitocking you for 10 sec. 

2 

20 

75 

— 

IC 

30 sec 

30# 

Fade out, discouroging enemies from ottacking you for 10 sec. More effective than Fode (rank 1). 

3 

30 

125 

— 

1C 

30 sec 

1# 

Fode out, dtscoufoging enemies from attacking you for 10 sec. More effective then Fode (rank 2). 

4 

40 

175 

— 

IC 

30 sec 

1 9 80 9 

Fode out, discouraging enemies from allocking you for 10 sec. More effective thon Fade (ronk 3). 

5 

50 

225 

— 

IC 

30 sec 

3# 

Fode out, discouroging enemies from attocking you for 10 sec. More effective than Fade (rotrk 4). 

6 

60 

275 

— 

1C 

30soc 

4 #60# 

Fode out, discouraging enemies from attacking you for 10 sec. More effective than Fode (ronk 5). 



Hex of Weaknessf(7f6ll only) 


Hex of Weakness is a Troll Priest spell that reduces damage caused by the target and debuffs healing 
spell effectiveness as well. 


Ronk 

Level 

Mono 

Range 

Casting Time 

Cooldown 

Cost to Train 

Effect 

1 

10 

35 

30 yd 

IC 

— 

— 

Weakens the torget enemy, reducing domoge coused by 2 and reducing the effectiveness of any heoling by 20%. Lasts 2 min. 

2 

20 

55 

30 yd 

IC 

— 

1#50# 

Weokens the torget enemy, redudng damoge caused by 4 ond reducing the effectiveness of orry Ireoling by 20%. losts 2 iwn. 

3 

30 

90 

30 yd 

IC 

— 

5# 

WeokcfB (he target enemy, reducing domoge caused by 7 end reducing the effectiveness of ony healing by 20%. Lasts 2 min. 

4 

40 

130 

30 yd 

IC 

— 

9# 

Weakens the torget enemy, reducirrg domoge coused by 11 ond redudng the effectiveness of any heoling by 20%. Losts 2 min. 

5 

50 

180 

30 yd 

IC 

— 

15# 

Weakens the torget enemy, reducing domoge caused by IS ond reducing the effectiveness of ony healing by 20%. Lasts 2 min. 

6 

60 

240 

30 yd 

IC 

— 

— 

Weakens the torget enemy, redudng domoge caused by 20 and redudng the effectiveness of any healing by 20%. Losts 2 min. 


Mind Blast 


Mind Blast deals a high amount of Shadow damage to a target with only a short 
casting time. The downside of this wonderful spell is that there is high Threat gen¬ 
eration above and beyond the damage dealt. 


Rank 

level 

Mono 

Range 

Casting Time 

Cooldown 

Cost to Train 

Effect 

1 

10 

50 

30 yd 

1.5 sec 

8sec 

3# 

Blosts the target for 39 to 43 Shodow damoge, but couses o high amount of threot. 

2 

16 

80 

30 yd 

1.5 sec 

8 sec 

16# 

Blasts the torget for 72 to 78 Shadow damage, but causes o high omount of threat. 

3 

22 

no 

30 yd 

1.5 sec 

8 sec 

40# 

Blosts the target for 112 to 120 Shodow damoge, but causes a high emount of threot. 

4 

28 

150 

30 yd 

1.5 sec 

8sec 

80# 

Blasts the torget for 16/ to 177 Shadow domoge, but causes a high amount of threot. 

5 

34 

185 

30 yd 

1.5 sec 

8sec 

19 709 

Blasts the target for 217 to 231 Shodcrw domoge, but couses o high omount of threat. 

6 

40 I 

225 

30 yd 

1.5 sec 

8 sec 

1 #80# 

Blosts the target for 279 to 297 Shodow domege, but couses o high omount of threat. 

7 

46 

265 

30 yd 

1.5 sec 

8sec , 

2 # 60 # 

Blasts the target for 346 to 366 Shadow damage, but couses a high amount of threat. 

8 

52 

310 

30 yd 

1.5 sec 

8sec 

3#80# 1 

Blosts the torget for 425 to 449 Shadow domoge, but couses a high amount of threat. 

9 

58 

350 1 

30 yd 

1.5 sec 

8sec 

4 #40# 

Blosts the torget for 503 to 531 Shadow damage, but causes o high amount of threot. 


Touch of>Wedkn'essf(Uridead only) 


Touch of Weakness is a Forsaken Priest ability that is cast on oneself. The next enemy that hits such 
a Priest In melee takes minor Shadow damage and is debuffed to deal less damage for the next two 
. minutes. 


Rank 

Level 

Mono 

Range 

Casting Time 

Cooldown 

Cost to Train 

Effect 

1 

10 

25 

— 

IC 

— 

— 

The next melee attack ogoinst the coster will couse 8 Shodow domoge ond reduce the damage coused by the ottocker by 2 for 2 min. 

2 

20 

45 

— 

IC 

— 

I #50# 

The next melee ottock ogoinst the coster will cousc 15 Shadow domoge ond reduce Hie domoge coused by the ottocker by 4 for 2 mki. 

3 

30 

75 

— 

IC 

— 

5# 

The next melee ottock against the caster wil cause 24 Shodow damoge ond reduce the damoge caused by the ottocker by 7 for 2 min. 

4 

40 

105 

— 

IC 

— 

9# 

Tire next melee ottock ogoinst the coster will couse 35 Shadow domoge and reduce the domoge coused by the ottocker by 1T for 2 min. 

5 

50 

145 

— 

IC 

— 

15# 

The next melee ottock ogoinst the coster will cause 48 Shodow domoge and reduce the domoge caused by the ottocker by 15 for 2 min. 

6 

60 

195 

— 

IC 

— 

23# 

The next melee attack ogoinst the coster will couse 64 Shadow domoge and reduce the domoge caused by the ottocker by 20 for 2 min. 



Psychic Scream is an AoE Fear spell that is cast instantly (while on a 30-second cooldown). Useful for escapes, 
PvP disruption, and last ditch crowd control in careful PvE encounters. Psychic Scream is very powerful. 


Rank 

Level 

Mona 

Range 

Costing Time 

Cooldown 

Cost to Train 

Effect 

1 

T4 

100 

8yd 

IC 

30 sec 

12# 

The coster lets out o psychic scieom, causing 2 enemies within 8 yards to flee for 8 sec. Domoge coused may interrupt the effect. 

2 

28 

140 

8 yd 

IC 

30 sec 

80 9 

The coster lets out o psychic scream, cousing 3 enemies within 8 yotds to flee for 8 sec. Domoge coused may interrupt the effect. 

3 

42 

180 

8yd 

fC 

30 sec 

2 9 709 

The coster lets out a psychk scream, cousirrg 4 enemies within 8 yords to flee for 8 sec. Domoge coused moy interrupt the effect. 

4 

56 

210 

8yd 

1C 

30 sec 

4 9 209 

Ihe coster lets out o psychic screom, causing 5 enemies witfun 8 yards to flee for 8 sec. Donwge coused may interrupt the dfect. 





















































































































fl§| Devourit^PIaglie^(UBdeadonly) 


Devouring Plague is a Forsaken Priest ability that costs a great deai of mana. However, this Shadow 
abifity deals heavy damage over time and heals the Priest iri the process. 


Rank 

level 

Mana 

Range 

Costing Tim 

CooWown 

Cosllo Train 

Eff«I 

1 

20 

215 

30ytl ’ 

1C ' 

3 min 

— 

Afflids ttii target witti d disease tfiot coases 152 Sliodow damoge over 24 sec. Damage cattsad by the Devomiag Plague heals the caster. 

2 

2fl 

350 

aoyd , 

1C 

3mih 

4# 

Afflicts the target with a disease M cam 272 Stioidow damoge over 24 sot. Dorffljge caused by the Devoudug Hogue heals ilse oisfer. 

3 

% 

495 

30vti . 

It 

3 mm 


Afflicts the laigel with a dtsaise that causes 4CH) Sbodow damage ovet 24 sec. Damage caused by the Deirauiiag Hogue heals tbs caster. 


44 

. 

30»d i 

1C 

3 min 

12# 

Afflkts the target with D diseose that causes 544 Shodow domffljfi24 sec., Dantogc caused by tlie Devouring Hogue heals the coster. 

S 

52 

8t0 

30yd ^ 

1C 

3 min 

19# 

Afflicts the target with a disBose that causes 712 Sbodow damagB ovef-24 sec. Damage caused by the Devouring Hague heals the caster. 

6 


985 

30yit 

)C 

3 min 

239 

Afllkh the huge! with a disuse that causes 904 Shodow-'danoge^oM 24 sec. Damage taussti hy the Devagiing Hogue heois the caster. 



Mind Flay 


Mind Flay is a Talentdearned ability that deals moderate damage over a short period. A Snare affects the target, reducing their speed to S0% 
of normal. 



Hunter 


Rank 

Mininitim Uvel 

Mana 

Range 

Costing Time 

[ooltfown 

Cerst to Train 

fffect . . 

1 

20 

45 

20 yd 

Chanitey 

~ 

— 

Assoult the turgefs mind with Sbodaw energy, causiug 75 Shadow damage aver 3 sec and slj(tw|iig the target to 50% af tli^r moveme# speed. 

2 

28 

70 

20 yd 

Charuey 


4# 

Assoult the torgcFs mind with Shadow energy, causing 126 Shadow {kuiMge aver 3 sm and slowing the target b 50% of their movement speed. 

3 

36 

too 

20yd ■ 

Clraiineled 


7# 

Assault the forgers mind with Shadow energy, causing 136 Shadow damage aver 3 sec and slowing the target b 50% of their movement speed. 

4 

44 

135 

20 yd 

Channeled 

— 

12# 

Assault the targets mind with Shadow energy, catisihg 261 Shadow damage ewer 3 sec and slowing the target to 50% of their murement speed. 

5 

52 

165 

20 yd 

Channeled 

— 

19# 

Assault the torgeFs mind with Shadow energy, causing 330 Shadow damage over 3 sec ard slowing the target to 50% uf their movement speed. 

6 

60 

205 

30 yd 

Qwnnelod 

— 

239 

Assault the target's mind with Shadow energy, oousihg 426 Shadow damage over 3 sac and stowing the target to 50% of their mewement speed. 


Mind Soothe 


Mind Soothe reduces the aggro range of Humanoid targets. If resisted, this spell will agro the target. 


RquIc 

Levol 

Mann 

Rtrnge 

Casting Time 

Cooldown 

Cost to Train 

Effctt ■ 1 

1 

20 ' 

50 

40 yd 

1C 

— 

30# 

Soothes the target, reducing the range at whkh It wfll attuck yuu by 10 yards. Only affects Hunrauoid lorgets level 40 or lower, lasts 15 sec. 

2 

36 

70 

40 yd 

1C 

— 

1#40# 

Soothes the lorget, reducing the range at which it will attack you by 10 yards. Only off eels Humanoid targets led 55 or lower, lusts 15 sot. 

3 

52 

90 

40 yd 

1C 

— 

39809 

Socrtlies the lorget, reducing Hie mnge ntwlikh it will crttuck you by 10 yords. Only offecis Humanoid targets level 70 or lower, lasts 15 sec. 



/ J Shadowguard is a Troll Priest ability that puts a three charge damage shield around him/her. Enemies attacking the Priest 
^ ^ ■ take Shadow damage and use a charge each time (though onJy one charge can be used per target every few seconds). 


Rortk 

Level 

Mann 

Ronge 

Casting Time 

CooldowEi 

CosHoIram 

Effed ^ ; 

1 

20 

50 

— 

1C 

— 

— 

The ipster k sutmunded by shadows. When the spdl, rtielee or rouged nltodc hits Hie castor, the ntltid:^ wil he simd for 20 Sbodow domoge. Attackeis can 
onliy be damaged once evwy few seconds. This damage causes no threat. 3 charges. Losls 10 min. 

2 

28 

35 


1C 

— 

4# 

The caster is surrounded by shadows. When the spell, melee or ranged ottock hits the coster, the attacker w4l be struck for 35 Shadow domoge. AltacLers con 
uitly be damaged once every few secoftds. This damage causes no threat. 3 cborps. Lasts 10 min. 

3 

36 

120 

— 

1C 


7# 

The castor is surrounded by shadows. Whoa the spell, ntolee or ranged attack hits the cosier, the uttocker will be shuck for 51 Shadow damage. AttcKkersicai] 
only be domoged once every few seconds. This damage couses na threat, 3 charges, lasts 10 min. 

4 

44 

160 

— 

1C 

— 

12# 

The caster is surrawided by shadows. When the spel, melee« ranged attack tiik Ihe coster, the attacker will he struck for 70 ShodoaU'dom'oao. Attackers con 
only be damaged once every few seconds. This domoge causes ncr tfireot. 3 charges, lasts i 0 min. , ! * ‘ 

5 

52 

200 


1C 

— 

19# 

Ik cosier Is surrounded by shadows. When Ihe spell, melee or raitged nltock hits lire caster, the attockei wlH be struck lor 90 Sficulcwidamnge. Attockars am 
only be damaged once eveiy few seconds. This domoge enusos no throat. 3 charges. Lasts 10 min. 

6 

60 

250 

— 

1C 

— 

239 

The coster is surrounded by slvdows. When the spell, melee or ranged ottock hits the cosier, ifie oittocker wil be siiock for 116 Shudaw damage. Attocken: 
con only k domoged once every few seconds. Tbts damage cooses oo threat, 3 charges. Imts 10 min. 


y Mind Visioji 

- - - 


Mind Vision puts your sight in the eyes of the targeted character. Use this in PvP to learn more about the location and distri¬ 
bution of enemy forces. In Warsong Culch, create a macro to/target <Name of Flag Carriers and spam that while searching 
for the foe. 


Rank 

Level 

Mona 

Range 

Cusling Time 

Cooldown 

Cost h) Train 

Effect 

1 

22 

65 

100 yd 

Channeled 

Z i 

40 9 

Allaws tk cnslor to sea through the target's eyes for 1 mil. 

2 

44 

150 

50000 yd 

Cknney 

- 

2# 40 # ' 

Allows tk caster to see Hiroogh Ihe tergefs eyes for 1 min. Wilt ml work if Ihe large! is In another Instoace or on another continent. 



Mind Control 


Mind Control is a very risky spell, but it yields great rewards. In PvP and FvE, this takes control of 
a Humanoid target and allows you to use their basic melee attacks, at 80% normal speed. 


Sank 

Level 

li^ano 

Range 

CasUng Time 

Cooldawn 

CosttoIroiFt 

Effect 

1 

30 

350 

20 yd 

3 sec 

— 

1# 

Contrals p humanaid mind up to lavd 32, but slows Its allock speed by 20%. Lasts up to 1 min. 

2 

44 

550 

20 yd 

3 sec 

— 

2 #40# 

Conliob 0 humanoid mind up to level 47, hut slows its attack spaed hy 20%. Losts up to 1 rain. 

3 

58 

750 

20 yd 

3sec 

— 

4#40# 

ConiTols 0 humanoid mind op to level 62, but slows its ottock speed by 20%. Lasts up ta 1 min. 


Shadow'Proie^^^ 


Shadow Protection adds a substantial Shadow Resistance buff for the target. 


Rank 

Level : 

Mono 

Raop 

CastitigTime 

: Cooldown 

Cost to Train 

Effecl 

1 

30 

250 

30 yd 

E 1 

— 

1# 

Irtcreoses the targeFs resistance to Shadow spalh by 30 for 10 min. 

2 

42 

450 

30 yd 

IC 

— 

2# 20# 

Increases the largefs resistnnee to Stindovr spells by 45 Iqr 10 min. 

3 

56 

I 650 

30yd ' 

1C 

— 

4 #20# 

Increases thetaigeFs rasIstoiKc to Shadow ^Is by 60 for 10 min. 




Mage 


Priest 






























































































































Prayer of Shadow/Protectioh 


Rank 

Level 

Mana 

Range 

Casting Time 

Reagent 

Cost to Train 

Effect 

LI] 

56 1 

1300 

40yd 

1C 

SoaedCondle 

- 

Power infuses the target's potty, increasing their Shodow lesistance by 60 for 20 min. | 


^ .1 Silence is a Talent-learned ability that prevents the target from casting any spells or using vocal 

abilities for five seconds. 


rar' 

Minimum Level 

Mono 

Range 

Casting Time 

Cooldown 

Cosl to Train 

Effect 

L > 1 30 I 

12251 

20»dJ 


1 45 seconds 1 


Silences the torget, preventing them from cosh'ng spdk for 5 sec. | 

IS 

j Vampiric ililhrace_ ^ Vampiric Embrace is a Talent-learned ability that allows Shadow Priests to heal their groups with the damage done to enemies. 

1 Rank 

Minimum Level 

Mana 

Range 

Casting Time 

Cooldown 

Cost to Train 

Effect 1 


40 

□Lj 

1 30Yd 

E ' 

10 seconds 

— 

AffUcts your torget with Shadow energy that causes oil porty members to be healed for 20% of ony Shadow spell damage you deal for 1 m'm. 


Shadowform is a Talent-learned ability that transforms the Priest Into a creature of nightmares. Damage dealt by Shadow magic is in- 
creased by 15% In this form, and physical damage taken is reduced by the same amount. The only downside of Shadowform is that the 

^naaOWfOrin Pripci rannot use Holv soeils while transformed. 


Rank 

Minimum Level 

Mono 

Range 

Casting Time 

Cooldown 

Cost to Train 

Effect 

1 

40 

550 

mono 

— 

1C 

1.5 seconds 


Assume o Shodowform, inaeosing your Shodow domoge by 15% ond reducing Physical damage done to you by 15%. However, you may not cost 
Holy spels while in this form. 
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Priest Talents are fiercely debated, and 
there are many builds for success. Dam¬ 
age, healing, survivability for groups, 
and additional buffs are hidden in there. 

Clearly, the Shadow line offers a great 
deal of hindrance and damage for PvP, 
and some great solo opportunities as 
well. Holy Talents make a Priest an even 
better healer and a more efficient healer; 
the effect on small groups is immense. 

Discipline allows Priests to cast both 
healing and damaging spells for longer periods and have harder-hitting results. In 
effect, all of these lines are viable so the choices are difficult. 

Discipline 

The Discipline Talents are very useful for raid situations, where not every Priest 
needs to be a Holy master. It is very useful to add Priests that can Spirit buff (Divine 
Spirit), Cast for long periods during raid encounters (Meditation, Inner Focus, Mental 
Strength), and deal more burst damage (Force of Will, Power Infusion). 

I aking Discipline as a sub-line for Holy or Shadow does wonderful things for your 
mana efficiency. Taking Discipline as a primary line helps to balance your healing/ 
damage dealing capabilities. 

Holy Talents do not box a Priest into being a fulltime healer like they used to, but 
they certainly make Priests into the leaders of healing for a group or raid. Faster 
healing (Divine Fury) mixes with Improvements to healing range and efficiency (Holy 
Specialization, Inspiration, Holy Reach, Improved Healing, Spiritual Guidance, 
Spiritual Healing). On top of that, Holy Priests have access to continued casting 
even after their deaths (Spirit of Redemption), and to healing over time that can be 
deployed even before battle (Lightwell). 

(f you want to see heals in the several-thousand point margin, this is the line for you. 
Every Warrior will love you if you are a Holy Priest. Beyond that, the combination of 
Holy Priests and a well-played main tank create the core of almost all raid groups. 

Shadow « 

Shadow Priests level faster, solo quite well, deal a fair sum of damage (Improved 
Shadow Word: Pain, Improved Mind Blast, Shadow Weaving, Darkness, and Shad¬ 
owform), and are far more than just group support on the fields of PvP (Blackout, 
Improved Psychic Scream, Mind Flay, and Silence). This Talent line brings somewhat 
less to a PvE group than the others, but that doesn't mean that Shadow Priests can't 
drop into their normal forms and do some fine healing when they are needed. 

Priests that solo a great deal should seriously consider the damage and low down¬ 
time of Shadow sub Discipline. Together, these lines create a Priest that keeps going 
and going. Shadow sub Discipline or Discipline sub Shadow are both incredible for 
leveling, and many Priests take these for a fun way up to the higher levels. 


STRATEGIES 


The core Priest strategy involves the 
proper mixture of offensive and defen¬ 
sive spells that allows you to keep high 
amounts of mana. Much of this depends 
on whether or not vx>u are in a group: 
that is, whether your primary role is 
healing or doing damage. No matter 
what your specialization, your Priest is 
able to deal damage and heal perfectly 
well. Remember that! If a group needs 
you to be acting as more of a healer, 
hold off on Mind Blast, Mind Flay, Smiles, etc. Save that mana for the team. If there 
are a few healers, however, lend a bit more mana to DPS so that fights don't take an 
eternity (loo much healing and not enough damage can gel groups killed). 

GeneralTips 

Keep your Stamina buff up at all times. Having that extra health can make a big 
difference for anyone, and the first thing you should do before moving out into the 
world should be to buff yourself. By the same token, as you add members to your 
group, give them each a Stamina buff. This especially makes a difference for other 
casters, who need ail the health they can get. And main tanks, as always, stack 
health on lop of health, so they always want the best that you can give them. 

Be efficient. Greater Healing and its earlier variants are more mana-efficient than 
Flash Heals and Renew. The only downside to using this power healing spell is that 
it lakes slightly longer to cast and has the potential for overhealing. If your tank is 
only down by a thousand health, healing for two-thousand health is halving your 
efficiency. As long as a fight is under control, the best way to keep mana high while 
healing is to use bigger heal spells, less often. Try Flash Heal when the fighting Is 
more desperate and you are working to get a target stabilized. 

Power Word; Shield is a very nice ability, but It is very mana intensive. In a group, 
only use it in emergency situations or for shielding a main tank ahead of a fight. 
When you put a Shield on a main tank ahead of a battle, your Priest avoids the 
dangers of early aggro; the seconds this earns may be more than enough to allow 
your tank to steal aggro for the full fight. Then, only resort to Shield use if a character 
is either going to die or be severely interrupted in spellcasling by damage. Shields 
are instant and can give you time to cast authentic healing spells as needed, and the 
delay in casting interruption Is especially good for other healers and AoE casters. 

If you are soloing, then Power Word: Shield is good to use right before you start 
off the fight. This keeps you from being interrupted or having to cast healing spells 
instead of offensive spells. This works especially well if the enemies you fight are 
fast-attacking ones, like Wolves or Cats. 

Remember that Shadow Word; Pain is a superb DOT. Even when you are a healer, 
it is very wise to keep this efficient spell ticking away on a target that your group is 
attempting to defeat. It's not going to take loo much time or mana to gel Pain going 
(being that it Is an instant), so there is no reason no! to keep Pain on primary targets. 



























UNBREAJCABLE WILL _5 

Increases your chance to Stun, Fear, and Sflence by 3%. 

WAND SPSCIAUZATION _ 5 

Increases your dama|^e with Wands by 5%. 

SILEI^ RESOLVE _ 5 

Reduces the threat generated by your spells by 4%. 

IJVIPROVEP POWER WORD] FQRTfTllDE _ Z 

Increases the efifect of your Power Word: Fortitude and Prayer of 
Fortitude by 15%. 

IMPROVED POWER WORD: SHIELD _3 

Increases the damage absorbed by your Power Word: Shield 
by 5%. 

MARTYRDOM _2 


Gives you a 50% chance to gain the Focused Casting effect that 
lasts for 6 secs after being the victim of a melee or ranged critical 
strike. The Focused Casting effect prevents you from losing 
casting time when taking damage and increases resistance to 
Interrupt effect by 10%. 

INNER FOCUS _ I 

When activated, reduces I he Mana cost of your next spelt by 
100% and increases its critical effect chance by 25% if capable. 
MEDITATION _3 

Allows 5% of you Mana regeneration to oontinue while casting. 
IMPROVED INNER FIRE _3 

Increases the beneficial effects of you Inner Fire spell by T0%, 
MENTAL AGlirTY _5 

Reduces the Mana cost of your instant cast$pelb by 2%. 
IMPROVED MANA BURN _2 

Reduces the casting lime of you Mana Burn spell by 0.25 secs. 
MENTAL STRENGTH _5 

Increases your maximum Mana by 2%. 

DIVINE SPIRIT _ J. 

Holy Power inhises the target, increasing their Spirit by 17 for 
JO mins, 

FORCE OF WILL _5 

Increases your spell damage by 1% and the critical strike chance 
of you r offens ive spells by 1 %. 

POWER INFUSION _L 

Infuses the target with power, increasing their spell damage and 
healing by 20%. Lasts 15 secs. 



HEALING FOCUS 

2 

Gives you a 35% chance to avoid inierruprion caused by 
damage while casting a healing spell. 

IMPROVED RENEW 

3 

Increases the amount healed by your Renew spell by 5%, 
HOLY SPECIALIZATION 

5 

Increases the critical effect chance of you Holy spells by 1%. 
SPELL WARDING 

S 

Reduces all spell damage taken by 2%. 

DIVINE FURY 

5 

Reduces the casting lime of your Smite, Holy Fire, Heal and 
Greater Heal spells by 0.1 sec. 

HOLY NOVA 

1 


Causes an explosion of holy light around the taster, causing 2S 
to 32 Holy damage to all enemies within 10 yards and heafing 
all party members within 10 yards for 52 to 60. These effects 
cause no threat. 


BLESSED RECOVERY _J 

After being struck by a melee or ranged critical hit, heal g% of 
the damage taken over 6 secs. 

INSPIRATION _ I 

Increases your target's armor by S% for 15 secs after getting a 
critical effect from you Flash Heal, Heal, Greater FHeal, or Prayer 
of Healing spell. 

HOLY REACH 2 

Increases the range of you Smite and Holy Fire spells and the 
radius of your Prayer of Healing and Holy Nova spells by 10%. 

IMPROVED HEALING _3 

Reduces the Mana cost of you Lesser Heal, Heal, and Greater 
Heal spells by 5%. 

SEARING LIGHT _ 2 

Increases the damage of you Smite and Holy fire spells by S%. 
IMPROVED PRAYER.OF HEALING _ 2 

Reduces the Mana cost of your Prayer of Healing spell by 10%. 
SPIRIT Of REDEMFTtON _L 

Upon death, the Priest become the Spirit of Redemption for 10 


secs. The Spirit cannot move, attack, be attacked, or targeted by 
any spells or effects. While in this form, the Priest can cast arty 
healing spell free of cX>St. When the effect ends the Priest dies. 
SPIRFTUAL GUIDAN'CE 5 

Increases spelt damage and healing by up to 5% of you iOW,l Spirit. 
SPIRITUAL HEALING _5 

Increases the amount healed by your healing spells by 2%. 
LIGHTWELL _L 

Creates e holy Lightwell rwar the Priest. Friendly targets can click 
the Lightwell to restore SOO health over 10 secs. Being attacked 
cancels the effect. Lightwell lasts for 3 mins or 5 charges. 



SPIRIT TAP _5 

Gives you a 20% chance to gain a 100% bonus to your Spirit 
after kiiling a target that yields experience. For the duration, your 
Mana will regenerate at a 50% rate while casting. Lasts 15 secs. 
BLACKpUT 5 

Gives your Shadow damage spells a 2% chance to stun the 
target for J secs. 

SHADOW AFANTTY _ 3 

Reduces the threat generated by your Shadow spells by 
IMPROVED SHADOW WORD; PAIN 2 



Increases the duration of your Shadow Word: Pain spell by 3 sec$. 
SHADOW FOCUS 5 

Reduces your target's chance le resist your Shadow spells by 2%. 
IMFROVEP PSYCHIC SCREAM _ _ 

Reduces the cooldown of your F^ychtc Scream spell by 2 secs. 
IMPROVED MIND BLAST 5 

Reduces the cooldown of you Mind Blast spell by 0.5 sec. 

MIND FLAY _ I 

Assault the target's mind with Sl^dow energy, causing 75 
damage Over 3 sets and slowing the target to 50% of their 
movement speed. 

IMPROVED FADE _ 2 

Decreases (he cooldown of you Fade ability by 3 secs. 

SHADOW REACH 3 

Increases the range of your Shadow damage spells by 6%. 
SHADOW WEAVING _ 5 


Your Shadow damage spells have a 20% chance to cause your 

target to be vulnerable to Shadow damage. This vulnerability 
increases Ihe Shadow damage dealt to your target by 3% and 
lasts for 15 secs. Slacks up to 5 times. 

SILENCE 1, 

Silences the Urget, preventing them from casting spells for 5 secs. 
VAMPIRIC EMBRACE_ t 

Afflicts your target with Shadow energy that causes all parly 
members to be healed for 20% of any Shadow damage you deal 
for 1 min. 

IMPROVED VAMPIRIC EMBRACE J 

Increase the percentage healed by Vampiric Embrace by an 
additional 5%, 

DARKNESS _S 

Increases your Shadow spell damage by 2%. 

SHADOWFQRM _ \ 

Assume a Shadowform, increasing your Shadow damage by 15% 
and reducing Physical damage done to you by 15%. However, 
you may not cast Holy spells while in this form. 




































































































All by^gur^Lgnesome? 

In World of Warcraft, it is compfete^y possible for every class to soto up to maxfnnuni 
level, and this includes cloth-wearin| Healers. Instead of being dependent on a 
j^roup^ Priests on their own are very powcrfulj, independent entities. 

The primary goal as a solo Priest rs to min imiite the time that you spend regenerating 
mana. First off, if you are sittirtg you arenT getting experience, Second, drinks are 
monetarily expensive, and there are better v/ays to spend your money te.g. trainir>g, 
getting better gear). 

Strongly consider specializing in Shadovv' Magic while leveling, because that line 
dramaticaliy improves a Priesfs kill rate. Start fights with a Mind Blast and Shadow 
Word; Pain to get your timer started and some darnage going, if you have Mind Flay, 
slow the enemy's approach with thai while conllnifing to fay on the damage. At 
higher levels, this is combined with Vampiric Embrace to make up for damage taken 
during the fighting! 

Only ustj mana on survivability when it is absolutely necessary. If your Priest goes 
into every fight with a Power Word: Shield, Inner Fire, and Renew, you are going to 
drink through a river of water. Even with a Mage buddy to give you freebies,, this is 
not an ideal method of play. Taking a bit of damage isn't that bad a thing, consider' 
ing that health comes back on its own between battles, A slap here or there means 
very little, and one Greater Heal after a few fights or the use of Vampiric Embrace 
negates these issues, 

instead, save Renew, Power Word: Shield, and such for battles where things are 
going wrong. If sn enemy comes with a friend that you weren't expecting, use the 
Shield to continue castirtg without delays. Put the Shadow Word: Pain on both/alf 
targets early on, and be sure to nestore the DOT when it drops. If things are getting 
too desperate, use Psychic Scream and bugger out before the enemies have a chance 
to return with buddies. 

Group Dynamics 

Your primary role ir^ a group is that of healer. Your job is to keep people alive and 
fighting. If the fight is well in hand, you can toss in a few offensive speJls (just don't 
Mind Blast to start off the fightj^ but by and large yrju let Other characters do damage 
while you allow them to keep taking the hits, ft's a tradeoff: you don't get injured, the 
monster gets hurt, and people who ordinarily couldn't hanrlie concentrated aggro get 
to do heavy damage. 

Every time that you heal, you generate a certain amount of Threat. This really begins 
to come into play when your group is fighting multiple targets. If you heal too soon, 
you become the center of aggressiort, and that really puts a crimp In further healing 
(or living through the battle). So before you heal keep an eye on who the enemies 
are fighting and how the fight is progressing. Try to give fartks enough time to dam¬ 
age all of the enemies who are incoming before starting heavy spell work. Warriors/ 
Paladins don't need to be at full health all the time anyway; it makes thern angry not 
to be at least a little injured. 

There is also a definite order as to who should be healed first. Casters are the most 
' fragile and need healing quickly if they are struck; use Flash Heal to get them what 
they need. As long as the main tank is a good one, these lighter targets won't take 
hits for Jong anyway. A main tank should be able to Taunt the stray foes off of 
people, Sunder it, and still focus back to the primary foe. 

If everyone is taking damage, worry only about healing the main tank and other 
healers. When people start to die in a very ugly pull, it's essential that you keep 
tanks/healers going until the end. Losing ElPS is never a good thing, but Rogues, 
Hunter Pets, the Hunters themselves, and Mages are the characters that are mosi 
expendable. If you lose the main tank in most fights, things get very scary. If you lose 
the healers, it's over. 


If everyone in your party is looking injured, don't hesitate to use Prayer of Healing. 
And while it is true that these spells do cause Threat, like any other heal spell, they 
do not automaficaily cause you to be the sole focus of monster aggression. Instead, 
they are a very good and useful way of keeping an entire group active and fighting in 
a nasty situation. Prayer of Healing is situational, and pristine fights often deal with 
healing only the main tank. However, the reality is that things can, will, and do go 
wrong, and AoE heals are a good backup. Holy Priests can also spam Holy Nova; 
though inefficient, the mix of heating allies and damaging enemies is good when 
people get totally mobbed. 

There are also several things that a Priest can do to avoid enemy attention, Fade 
discourages enemies from attacking you; use this immediately if you are jumped by a 
monster during a group engagement. 

Psychic 5cream Is godly In PvP and is a great survival toot while soloing, but be 
careful about using it in groups. A tough pull that is scaring you is going to go a lot 
worse If you Scream and end up getting an extra monster or two as a result. Scream 
if a group is trying to evacuate or if the area is extremely clear of additional foes (this 
won't happen often). 

Mind Gom^gl^ ^ 

In terms of crowd control at higher levels. Priests do gain the ability to temporarily 
control enemies. This spell is called Mind Control and it only works on humanoid 
targets. The enemies gel a chance to break free every five seconds, and a PvE target 
that breaks Mind Control rarely stops attacking the Priest. Thus, all characters need to 
focus fire on the failed target, Stunlock the darn thing if possible, and bring it down. 

Mind Control is a great way to lake down a single target in a group of elites before 
the party engages any monsters. Doing this allows the Priest to attack the enemy 
group with itself! The monsters are going to tear apart their traitorous member, 
and that is the end of things. You are even able, in some dungeons, to jump Mind 
Controlled targets off ledges and down to cleared areas. By doing so, you cause the 
entire group of aggroed enemies to chase their member down to the previous area. 
Your buddies can then pick one or two elites off of the pile and kill them while the 
rest kill their MCed victim. In one smooth action, your group has taken down three 
elites with almost no danger. When the rest of the group returns, MU them. 

In PvP, Mind Control is less useful most of the time, but it has its place. When them 
are high bridges (northern Alterac Valley), or nasty cliffs (Lumt^er Mill, Arathi Basin), 
Mind Control is very efficient for taking a foe out of the fight. Cast the spell, jump 
the poor fool to their death, and go back to the fighring. Or, If you are really mean in 
the open field, Mind Control someone and send them into a large group of monsters. 
The monsters do the work for you this way. Remove the Mind Control at the last 
moment, and w^atch the person try to escape. This victim Is doomed to take DurabiJ- 
fty loss on their death (because if s not a PvP death). Note that this is not nice and 
the agro will switch to you when the person dies. Reserve that type of treatment for 
people who have been camping graveyard.^, hassling lowbies, and so forth. 

When approaching PvE enemies, use Mind Sooth to reduce their aggro range (Mind 
Control does not have a long range). Your Priest has to Stay fairly dose to the target 
as well ; the farther aviray the creature gets, the greater a chance that the spell breaks 
and end early. 

Additionally, some PvE targets are able to use their healing, buffs, and other abilities 
while Mind Controlled. Because of that, certain healers and casters are wonderful to 
Mind Control. Crab these and let them get the aggro for using their abilities instead 
of keeping it on yourself. 

Just remember that Mind Control Is often a major gamble, ft can do tremendous 
things (for good or for ill). Let groups know when you know what you are doing with 
Mind Control and when you are experimenting with new ideas. If they are reticent, 
be willing to hold off and try your tricks some other lime. If they say "Co for it!" you 
know that they are onboard and am willing to deaf with any slipups without getting 
whiney. 




Kogues are a very interesting and complex melee class in World of Warcraft. These Stealthers are able to stay out of 
sight (with a bit of luck and planning), and their surprise attacks are able to bring down soft targets at an alarming rale. 
Though challenged by and wary of enemies in heavy armor, Rogues grin and strike fear into the hearts of anyone who 
isn't hidden under a veil of steel. Rarely surpassed in PvP capabilities, Rogues are also fast levelers and devourers of PvE 
content. It is only in the very late game raids that Rogues face their greatest challenge (surviving mass aggro and AoEs in 
fights where dealing the most damage isn't always a good thing). 


- ^ - 

The night was dark and silent...! was glad for it. The wind swept over me j 
and the barren flalland of my playground. The Quillboars walked around me 
^ ignorant to their danger, but they were foolish creatures, and I am Saslen; they 
would know me only when I allowed it...such short lived knowledge. 

I turned back toward a far hill and used my dagger to reflect moonlight toward . 
my companions. They could see it well enough to understand my message, 

"Four". Gothara, Wertala, and Sinsear were ready to go. 

Gliding into position, I struck. 

One of the Quillboars bent over, knocked unconscious. Us peers barely 
noticed, their attention drawn to a mighty Tauren charging their small camp. . 
Moving with speed, Gothara looked like a small mountain. As the creatures 
turned to face the Tauren Warrior, she roared. The moment of truth had ar¬ 
rived and found the Quillboars lacking. Those who engaged her struck like 
children; there were many who did not strike at all. 

I began moving toward the battle. Weitala's voice was steady as she chanted - 
the seven Troll words for pain: one of the Quillboars convulsed, bubbly snorts 
of mucous and blood sounded from its short flat snout. Sinsear, with his Void- 
walker in tow, summoned dark shadows—the Void. Yet, one of the Quillboars ' 
was undaunted. j 

I Standing in the back, this creature started to bring die power of elemental 
flame out of the land. Already heavily engaged, the others wouldn't be able 
to bring their full force against this foe until it was too late. But I had my own 
plan. 

I was behind the caster in an instant. It still knew nothing of my presence, 
consumed by incantations. The wind suddenly slopped, as if the whole of the 
Barrens held its breath, anticipating my strike...the wait was short. I stabbed 
deep into its back. The shriek of the caster-pig seemed to revive the wind, now 
howling over the battle, the wind and cries merging into a frenzied opus of 
darkness and death. The caster, who turned to look at me with fear-filled eyes, » 
. began to mumble. The Quillboar stumbled over the words, slurring them. The ! 
’ poison was already in full effect. I 

There were other enemies yet to tell, so I had no time to tarry. A final cut I 

offered rest to the Quillboar. The creature's companions called for assistance, j 

but only the night heard their miserable cries. Soon, they fell just like their 
friend. Only the initial Quillboar was alive, trying to rouse itself from my Sap. j 
When it finally looked up, Gothara stomped the ground, paralyzing him with 
fright. 1 cut with impunity. So simple... 



To do the great bursts, look into the Assassination Talents, a wicked set of daggers, 
and use Stealth to start battles with painful attacks. With a high-damage weapon. 
Assassination Talents, and a good Ambush, Rogues start a fight with an enormous 
advantage. 

In either event, skilled rogues devour low health opponents, in PvL and PvP. For 
grinding and farming Items, this should be kept in mind. And in the Battlegrounds, 
know your place! Don't hop out and try to take down the biggest Warrior on the 
enemy team unless you have backup. Instead, Sap the brute and kill any healers or 
casters in the areal Take the quick, easy kills that can be done with burst damage or 
Stuns. Anything tougher can wait until there are more people to assist you. 

And that is the biggest thing for most Rogues to understand; you are not a one-man 
wrecking crew. Rogues are more than that, and less. They are scouts for the attack 
force, can lime attacks wonderfully, provide detailed information, annoy enemies 
beyond belief. Stun and CC opponents, and so forth. But you don't take groups on 
directly! That is what Warriors are for, bless their tanky little hearts. 

An interesting facet of Rogue play is that these characters don't use mana. Instead, 
they have Energy. This starts at 100 (a full, yellow bar), and restores itself quickly. 
Unlike Warriors, it doesn't matter whether you are in-combat, getting hit, etc. Energy 
comes back all the time. 

The next aspect of battle Is that your standard moves (Sinister Strike, Backstab, 
Ambush, Hemorrhage, etc.) add Combo Points to your target. These points are saved 
up, from one to five, and are used to complete Finishing Moves only usable on the 
target that the Combo Points are saved on (although the Slice and Dice effect does 
carry over).. A Finishing Move removes all of the Combo Points from your target and 
enacts a powerful effect: instant damage, increased attack speed for your Rogue, 
DOTs, and so forth. 




InTRODUCUON TO TH^ 



be even more than that for other players, 
yourself for scouting, crowd control, and 


Rogues require an aggressive mindset. 
This needs to be tempered with a certain 
degree of patience as well; Rogues don't 
charge straight in to combat and take the 
hits. Indeed, the best way to succeed as 
a Rogue is to prepare the perfect attack, 
then go nuts once everything comes 
together. 

First off, spec for really high damage. 
Almost all groups are going to expect 
DPS from your character. If you want to 
ec in the Subtlety Talent line and train 
fneral group support. 


Maximize +Critical, +Hil, and Agility gear to reach those high damage numbers, and 
think about how you want to deal said damage. For sustained damage, Rogues can 
use Combat Talents and abilities, larger weapons (swords most commonly), and rely 
on more direct tactics. Instead of backstabbing and using Stealth for Ambush, these 
Rogues go for more Stuns and Sinister Strikes. That is very effective in PvF. 


ITEMS AND EQUIPMENT 

Rogues love their weapons, as do any 
melee class. Whether a Rogue is going 
to go for daggers, swords, or maces 
depends heavily on build (Talents play 
the biggest part). There are a number of 
issues here, including the fact that some 
abilities are impossible with heavier 
weapons. Ambush and Backstab, two 
hard-hitting attacks in the Rogue's 
lineup, are only possible with daggers. 

Slower weapons are used more often 
with Sinister Strike, dealing immediate damage without the worry of position or 
Stealth. If you prefer dealing damage over time, Combat Rogues do quite well. If 
Stealth and massive, sudden damage are your goals, a very slow dagger is absolutely 
divine. This is a very sound model for PvP, where burst damage is king. 



































As for armor, look for Agility and Stamina in high numbers. These attributes are 
needed for just about all Rogue builds. If soloing, keep as much Stamina as possible; 
it makes a huge difference in what you can survive. 

At the higher levels, keep a good eye out for +Hit and +Critical equipment as well. 
These are the bread and butler of good Rogues in the late game. Rogues are always 
dual wielding (gaining this ability as early as level 10)! Thus, a high +Hit bonus is 
also of importance. 

Ranged weapons are key for pulling if you don't want to rely on Sap. Gel something 
you are comfortable using and rely on that for getting creatures out of thick spots. 
Because these aren't your primary sources of damage, it isn't as important to keep 
ranged weapons fully up-to-date. In fact, the attribute bonuses of a good ranged 
weapon are far more important than the damage dealt; Bows with Stamina and Agil¬ 
ity are certainly out there, and if there isn't a Hunter who needs it instead, take them! 

Poisons offer a massive boost to your DPS. Rogues are able to use these after 
reaching Level 20. Invest in quality poisons and use them frequently when fighting 
anything of importance. Instant Poison is good for short fights against low-level 
monsters. Deadly Poison stacks well and procs nicely, so it's pretty solid against 
Elites and other long-fight targets. Mind-Numbing Poison is a gem for disrupting the 
activity of casters. Crippling Poison keeps mobs from wandering to far away. 

One nice perk of being a Rogue is that you can Pick Locks. This is a very useful skill 
for opening Lockboxes, Chests, and even gates in certain dungc?ons that otherwise 
require quest keys and a greater Investment of time. After learning Lock Picking 
from your trainer and completing the class quest to gain the Thieves Tools, use the 
initial quest box to raise their skill for a fair time before leaving. Afterward, there are 
places in the world that are useful for raising your skill; you can also advertise in the 
General or Trade Channels to let people know that you are unlocking boxes (they gel 
the loot, you get easy skillups). 


I Lockpicking 


MOO 

Chests for the lockpicking Quest 

10M75 

Poison Quest Chests end from chests in Oumholde Keep 

176-225 

Scarlet Monastery Doors 

226-250 

Sturdy Junkboxes ond from chests off shore ot Ethel Kethor in Desoloce 

251-280 

Heovy Junkboxes and from chests in lost Rigger Cove 

281-300 

HighTnd InstofKe Doors 


CHOOSING YOUR PROFESSION 

Rogues have a fair number of choices 
when it comes to their professions. Skin¬ 
ning and Leatherworking are perfectly 
fine for getting you into some adequate 
armor; being able to make pouches for 
ammo isn't a horrible thing either. At 
higher levels, your Skinning can also 
help to offset the cost of constant weap¬ 
on searching and poison purchases. 

For more damage, the combo of Min¬ 
ing and Engineering is suitable for all 
classes. Rogues benefit even more from having Bombs because they are In direct 
combat so often. Coupled with the innate power of this class to Stun enemies all the 
lime, Bombs are even better! 

Secondary skills are very important to Rogues. Without heavy armor or the ability to 

heal magically. Rogues usually fall in love with Cooking and First Aid. Rogues kill 

quickly but take a lot of damage as well, so reducing downtime greatly improves 
their experience efficiency. 

Fishing is even useful for Rogues; there is a chance to improve your Lockpicking 
while using Fishing (you never know what is going to bob to the surface, eh). 

Assassination covers a number of Stealth 
attacks and finishing moves. These 
abilities often do very high damage and 
are critical for starting and ending fights 
(burst damage galore). The Combat line 
Is what a Rogue brings to melee when 
they are engaged in melee without 
Stealth. Finally, the line of Subtlety 
controls Stealth itself, Vanishing from 
encounters and crowd control. 

Finally, Rogues have a special set of 
abilities beyond the normal three-way-split. Poisons are learned at level 20, and 
these are applied to Rogue weapons at all times. Though somewhat costly, these add 
a major amount of damage or utility to a Rogue's attacks. 




Assassination^'^ 


Eviscerate 


Eviscerate is a high-damage Finishing Move. This turns Combo Points directly Into damage. 


— 

Rank 

Level 

Energy 

Cost to Train 

Effects 1 

1 

1 

35 

— 

Finishing move Ihot causes demoge per combo point. 1 point: 7-11 domoge, 2 pokils: 13-17 domage, 3 points: 19-23 domoge, 4 points: 25-29 domoge, 5 points: 31-35 domoge. 

2 

8 

35 

2# 

Finishing move thrjt causes domoge per combo point. 1 point: 16-24 domoge, 2 points: 29-37 domoge, 3 points: 42-50 damage, 4 points: 55-63 domoge, 5 points: 68-76 domoge. 

3 

16 

35 

18 e 

Finishing move that causes domoge per combo point. 1 point; 29-43 domoge, 2 points: 52*66 domoge, 3 points: 75-89 domoge, 4 points: 98-112 domage, 5 points: 12M 35 domoge. 

4 

24 

35 

50^ 

Finishing move that causes domoge per combo point. 1 point: 47-67 domoge, 2 points: 84-104 domoge, 3 points: 121-141 domc^e, 4 points: 158-178 damage, 5 points: 195-215 domoge. 

5 

32 

35 

1 ' 20# 

Finishing move hut couses domoge per combo point. 1 point: 69-99 domoge, 2 points: 123-1 S3 domoge, 3 points: 177-207 domege, 4 points; 231-261 damage, 5 points: 285-315 damage. 

6 

40 

35 

2 

' Finishing move Ihot couses demoge per combo point. 1 point: 104-148 domoge, 2 points: 186-230 demoge, 3 points: 268-312 damage, 4 points: 350-394 domoge, 5 points: 432-476 domage. 

7 

48 

35 

3 ^ 30 # 

Finishing move thot causes domoge per combo point. 1 point: 158-226 domoge, 2 points: 282-350 domage, 3 points: 406-474 domoge, 4 points: 530*598 domoge, 5 points: 654-722 domoge. 

8 

56 

35 

5 ' 

Finishing move that couses damage per combo point. 1 point; 216-312 domoge, 2 points: 384-480 domoge, 3 points: 552-648 domoge, 4 points: 720-816 domoge, 5 po'nfs: 888-984 domoge. 


Of * improves base attack speed by at least 20%. This Finishing Move lasts for a longer period depending on the number of 

1 —■, Combo Points held when it is used. 

Rank 

Level 

Energy 

Cost lo Train 

Effects 

1 

10 

25 

3# 

Finishing move that increoses melee oltock speed by 20%. Losts longer per combo point. ) point; 9 seconds, 2 points: 12 seconds, 3 points: 15 seconds, 4 points: 18 seconds, 5 points; 21 seconds. 

2 

42 

I 

25 

2 r 70# 

Finishing move that increases melee oltock speed by 30%. Lasts longer per combo point. 1 poi.nt; 9 seconds, 2 points: 12 seconds, 3 points: 15 seconds, 4 points: 18 seconds, 5 points: 21 seconds 

■ 

1 

Ronk 

Level 

Energy 

Cost to Train 

Effects 

1 

14 

25 

12# 

Finishing move thot exposes the target for 30 seconds, reducing armor per combo point. 1 point 80 ormor, 2 pomfs: 160 armor, 3 points: 240 ormor, 4 points: 320 armor, 5 points: 400 ormor. 

2 

26 

25 

60# 

Finishing move thot exposes the torget for 30 seconds, reducing armor per combo point. 1 point 145 ormor, 2 points: 290 ormor, 3 points: 435 ormor, 4 points: 580 ormor, 5 points: 725 ormor. 

3 

36 

25 

1 -■ 60 » 

Finishing move that exposes the forget for 30 seconds, reducing ormor per combo point 1 point 210 ormor, 2 points: 420 ormor, 3 poinfs: 630 ormor, 4 points: 840 ormor, 5 points: 1050 armor. 

4 

46 

25 

3 10# 

Finishing move thot exposes the torget for 30 seconds, reducing armor per combo point. 1 point 275 ormor, 2 points: 550 ormor, 3 points: 825 ormor, 4 points: 1100 armor, 5 points: 1375 ormor. 

5 

56 

25 

5 

Finishing move thot exposes the forget for 30 seconds, reducing armor per combo point. 1 point 340 armor, 2 points: 680 ormor, 3 points; 1020 oimor, 4 points: 1360 ormor, 5 points: 1700 ormor. 
































































Garrote 


Carnote is a Combo Builder that sfarts from Steafth. Use this to land a DOT on the largm. 


Rank 

level 

&iergy 

Cost lo Iroin 

Effects 


1 

14 

50 

12 9 

Goffote Itie enemy CDusiitg 108 daFnoge over 13 seconds, Must he sleoltlied ond behind Ifie torget. Awaids 1 tomho paint. 

2 

22 

50 

40# 

Goifote the enemy cousing 162 doEOtrge over 13 seconds, Mast be sleoltlied and behind Itie Target. Amirds 1 combo pint 

3 

30 

50 

1 

Garrote the eiiicmy causing 222 datris^e over 18 seconds. /Aust be slealtked and behind the torget. Awmis 1 tombe poinf. 

4 

33 

50 

1 80# 

Garrote die enemy tausihg 282 damage over 13 seconds. h\mt he siealtbed and behind Itie target. Awards 1 combo point 

S 

46 

50 

a 10 # 

Garrote the eoemy tausing 348 doniogD over 1 8 S 0 i:Dnds. Atost be stealtked and behind the forget. Awoids 1 combo point. 

6 

S4 

50 

4 80# 

Garrote the eitemy cousaig 438 dpmnge over 18 seconds. Must be steahhed and Ireland Ihe target. Awards ] combo point 



-- - 



Rank 

Level 

Energy 

Co5t 1o Train 

Effects 



1 

13 

60 

2?# 

Amhasl! the toiget, cousirg 250?i weapon domage pliK 70 to Itie target. Must be steallbed arwl behmt the target. Requires o dagger h the main hand. Awards 1 combo point. 

2 

26 

60 

60# 

Ambifeh the loiyet, tousiiig 2 50yj weapon domage pirns 100 to the target. Most be sfeohhect and behind rhe target Requiois a dagger in the main hard Awards 1 tombo point. 

3 

34 

60 

1 40# 

Ambinsh the toiget causing 250% weepon domage plus 12S lo tk target. Most be stoairtied oad behind the toigst Requires a dagger in the laun hand. Awords 1 combo point. 

4 

42 

60 

?f70# ’ 

Ambash the torpt causing 250% weapon damage pins 135 lo die target. Must be stealthed and behind the target Requires a dagger in Ihe main htind. Awotds 1 combo poii^t. 

S 

so 

60 

3 SO# 

Ambush Hie tuiget, causing 250% weapon damage plus 230 lo the target Must be steollkd end beland ihe target. Reqr^ires a dagger in the main hand. Awotds 1 cemho point 

h 

5& 

60 

5 4 20 # 

Am bush Jhe forget, causing 250% weapon damage plus 290 lo the target Must be siealltied and behind the target. Requires a dogger in Ihe nwin horril. Awartk 1 combo point 


1 — Rupture Rupture is a Finishing Move that puts a DOT on the target. 


Ronk 

level 

Energy 

Cost to Train 

Effects 


1 

20 

25 

30# 

Finishing rMve Hwt causes damage over time, lasts laager per combo point 1 fwiat 45 damage over 6 seconds, 2 pomts: 75 domage over 10 seconds, 3 ipoitits: 105 damage over 14 seconds, 4 
points: 135 damage over 13 seconds, 5 points; 165 dnmoge oi/er 22 s<^onds. 

2 

28 

2S 

ao# 

Finishing trnove tbnt causes danmge over time, Losls longer per combo point 1 point 69 damage over 6 secornis, 2 paints: 115 damoge over 10 seconds, 3 poinis: 161 damage over 14 seconds, 

4 points: 207 dotrwge over 18 seconds, 5 poitits: 2S3 damage over 22 seconds 

3 

36 

25 

1 - [60sp) 

Finishing rrtove that couses domoge aver lime. Lasts burger per combo poittt. 1 point 96 domoge over 6 secomds, 2 poiriis: 160 drsrrage over 10 secomls, 3 po'ents: 224 damcip m\ 14 stands, 

4 points; 288 dbmoge aver 18 secortds, 5 ponts: 352 damage over 22 seconds 

i 

44 

2S 

2«?0# 

finishing move thnl causes damage over ifjne. Lasts longer per cembo potnf. 1 point: 135 damage over 6 seconds, 2 paints; 225 domage over 10 secjorrils, 3 posnls: 315 damage over 14 
seconds, 4 potnEs: 405 dtimagB over 18 secantk, 5 points; 495 damage over 22 seconds 

s 

S2 

25 

4 #60 9 

finishiftg move that causes domoge over Imc. Lasts longer per combo point 1 pairr: 186 damage aver 6 s&tands, 2 paints: 3iD damage over 10 sKonds, 3 points: 434 damage over 14 
saconds, 4 points: 558 domoge over 18 seconds, 5 poitits; 682 domege over 22 seconds 

6 

60 

25 

f «»40# 

finishirig mo-ve that causes damage ever time, tests longer per comber point 1 point 255 damage over 6 secands, 2 points: 425 damage cvisr 10 seconds, 3 points; 595 damage over 14 
seconds, 4 points: 765 damage over t8 secoitds, 5 paints: 935 daniuge over 22 seconds 


Cheap Sliot 


Cheap Shot is an opening Stun from Stealth that adds two 
Combo Points, and possibly three is specced right. 


Rank ■ 

Level 

Energy 

Cost to Train 

Effects 

N/A 

26 

60 

60# 

Stuns the target for 4 sacoods. Must be sfealihed. Awards 2 combo poiirts. 


IMi CoIdBloSd 


Cold Blood is a Talentdearned ability on a three-minute timer. Using this guarantees that the next Sinister Strike, 
Backstab, Ambush, or Eviscerate will score a Critical as long as it hits. If you miss the attack, such is life. Ambush 
and Eviscerate are used rnost commonly with this because of their potential for catastrophic damage on Criticals. 


Ronk 

Prerequisite 

Effect 

1 

20 Points in Assossinatica 

When aciivoted, increases Hie aiticol stoke chance of your next Sinister Stoke, Backslab, Ambush, or Evisterate by 100%. 


IBl Kidney Shot 


Kidney Shot is a Finishing Move that Stuns the opponent longer per combo point. While stunned by a Kidney Shot the 
victim also takes increased damage from all types of attacks. 


Rank 

Level 

Energy 

Cost io Train 

Effects 

1 

30 

25 

1 * 

Finishing move that stuns the target Losls tcmger percambo point. 1 point: 1 second, 2 point 2 seconds, 3 poiets: 3 secomls, 4 points: 4 seconds, 5 poirnts: 5 seconds. 

2 

50 

25 

3 * 50# 

finishtftfl move lhal stuirs the lorgat. Lasts longer par comba point. 1 pomt: 2 second, 2 point: 3 sirconds, 3 points: 4 seconrls, 4 points: 5 seconds, 5 points: 6 seconds. 











































































Gombatj 

Backstab 


Backsiab h a Combo Builder that requires a dagger and for your Rogue to be standing behind the larget. Because Steafth 
is not required, Rogues can do this in active combat. 


Rank 

Level 

Energy 

CosttoTroin 

Reels’ ... 

1 

4 

60 


BtMifStoh the rousing 150% weapon damage pits 15 to ffie toiget. Must k khind the [orget. Requires o dagger in rlie main hti«d. Awards 1 cambo point. 

2 

12 

60 

8# 

-B(6(E?fiilMhe target, causing 150% weapon damctge pins 30 to itie target. Most k bhint) the target. Reqtiires a dagger in Itie mnirr hold. Awards 1 egmbo poiirt. 

3 

20 

60 

30# 

Wstob the target, causing 150% woopon damage pins 43 to the torgei, Mast k behird the target. Reqtiires o tJogger in the irrain hand. Awards 1 combo point. 

4 

20 

60 ' 

30 0 

Bodtstoh the target, causing 150% weapon damage phis 69 to the target. Must k hehind the lacget. R&iuiKH a dagger in die imnin hand. Awards 1 combo point. 

s 

36 

60 ‘ 

1 60# 

Gnefcstab the torget, causing 150% weapon damage plus 90 to the target. Must k behind the target. Requires c dagpr in the main twnd. Awards 1 conubo point. 

6 

44 

6Q 1 

; 90 0 

Budestuh the tergel, causing 150% weapon damage plus 13S to the target. AW be behirri the target. Reqttires o dogger in die niDin hand. Awards 1 enmba poirrt. 

7 

52 

60 1 

4 60 # 

Bodisfcih the target, causing 150% weopon damage plus 165 to tfin target. Mmt be behind the target. Requires a dogger in the main hand. Awards 1 comho point. 

3 

60 

60 

5 40 # 

BoAstoh the tnrget, causing 150% weppon damaga plus 2 lO to die torget. Must be behind the target. Requires o dagger in tk main knd. Awards 1 combo point. 

9 

60 

60 

— 

BoAstah the target, cauang tS0% weapon domoge plus ??S b the torget. Must be behind the ta rget. RequarBs p dagger in the mail hand. Awards 1 comho point. 


Gouge 


Cojge is a Combo Builder that incapacitates opponents for four seconds. Your character sheaths their weapons after using Gouge because any 

. damage inflicted on the target breaks this effect. 


Rank 

Level 

Energy 

CosHoTrdrr 

... . ^ ^ ■ .. ...J 

1 

6 

45 

1# 

Causes 10 domage, irtoiwcitoting Itie opponent for 4 seconds and Iuuk Oft yam attack. Target must k (aciitg you. Any damage caused will rewyie Ihe torget Awonfe 1 oomba point. 10 sec ctwHowii. 

2 

13 

45 : 

29# 

Causes 20 damage, mciniMKitoting the opponent for 4 seconds and turns off ytw; ottock. Target most k lacing you. Any damage caused will revive the target Awmds 1 combo point. 10 sec co#3Wti. 

3 

32 

45 

1 20# 

Causes 32 damage, ■KrqMciloting tk opponcnl for 4 seconds and turns off yodir ottock. Target must k foting you. Any damage caused will revive ifie tciigpt Aiwuds 1 combo point. TO m cnoldowii 

4 

46 

45 

3 iO0 

Causes 55 damage, iloaprKilating lTio opponent for 4 seconds nnd toms off your ottod. Target must k focii^ you. Any damage caused will levive the target Awords 1 comho poiir. 10 sec cooldown. 

5 

60 

45 

S 40# 

Causes 75 damage, araqKKiiutlng the ctpponcntfor 4 seconds and toms off yom ottad. Target must k tociiq you. Any damage caused will revive the target. Awords 1 combo point. 10 sec coofikiwii , 


Sinister^Strike 


. Sinfster Strike is a damaging attack that adds one Combo Boint- 


Rank 

Level 

Energy 

CostloTrofn 

Effscis ^ rf -. Wi 

1 

1 

40 

— 

An instonr stake that causes 3 damage in odditieu to your nomral weapari domage. Atrtrrds 1 combo point. 

2 

6 

40 

1 # 

An instanl slako that causes 6 damage in addition to your ncMiDf weopori damage. Awnrds 1 cembo point. 

3 

14 

40 

12 # 

An mstanr strike that causes 10 damage in addiiion to your nnrmof weapou damage. Awords 1 cernho point. 

4 

22 

40 

40# 

An instonr strike that causes 15 damage in addition to your nemal wenpon damage. Awords 1 combo point. 

5 

30 

40 

1 

An iastnnl strike that causes 22 domage in additian to your normal weapon ttamage. Awards 1 comba point. 

6 

38 

40 

1 30# 

An instuiif strike that causes 33 damoge in ndcfitiqn to your normal weepoi:! stooiage. A^rurds 1 combo poiitt. 

? 

46 

40 

3 100 

An instofit sirik that causes 52 damage in oddifioft to your normol vreopan dfimoge. Awards 1 cainbo point. 

8 

54 

40 

4 30 # 

An instant strike that couses 68 damage in addition to your normal weapon ttomoge, Awurds 1 cantbo point. 


Evasion 


Evasion is an ability on a five-minute cooldown that dramatically 
raises your Rogue's Dodge rate. This lasts for IS seconds, and it very 
; effective against monsters, Rogues, melee Hunters, and pets. 



Sprint raises a Rogue's movement speed for 15 seconds, if specced right this removes all 
: movement impairing effects. 


Rank 

Levet 

Eirergy 

Cost to Train 

Effects 

1 

10 

— 

3# 

Increases Ihe rogue's movement speed by 50% tor 15 secoflds. Boes not break steolfh. 5 minule cooldcwn. 

2 

34 

— ■ 

t 40 0 

fnrrenses the rogue's movement speed lny 60% tor 15 seconds. Does trot break stealth. 5 minute cooldown. 

3 

58 

■ , 

i 20 0 

liKiEoses the rogue's movemenr speed by 7Q% tor 15 secands. Does not break stealth. 5 minute caoldown. 



Kick 


— Kick insranrly interrupts casters and prevents them from nsitvg the sarne school of magic for several seconds. 


Rank 

Level 

Energy 

Cost foTroin 

Effects 

1 

12 

25 

80 

A quick kid that topes o ^ngto toe for 15 domage. It ofsa interrupts spellcDSttog and prr^ents any spell in that school from king cost tor 5 seconds. 10 second cooldowe. 

2 

26 

25 

60# 

A qqitk kick that mjures o angle fc« for 30 damage. It also intertopts speStaskg end prevents any spell in that sdiool ftom Eiemg cast fen 5 seconds. 10 second cooldown. 

3 

42 

25 

2 70# 

A gqkk kiA that ihiures a angle toe for 45 damage. It also iniBFrupits spelkosii'eg ond pmvBnis any spell in that school km hei^ cost tor 5 seconds, 10 second raoldown. 

4 

58 

25 

5 20 # 

A gird kick titot Irjures a stogie foe tor 80 domege. It also interrupts spelknsting ond prevents any ^11 in thot sckol (ram being cost tor 5 seconds. 10 second cooldown. 


Feint 


I Feint works to reditce Threat against your targeted enemy. 


Ronk Lave! Energy CosHoTroin Effetls 


1 

16 


la# 

Patfwms 0 Feint, causing no Anwge but lowering your tfireot by n large amount making the enemy Jess Tik^ to attack you. 10 second cooWown. 

2 

23 

20 

880 

Pertouns a feint, causing no rtomage hut lowering your tfiieut by a large omount, making the enemy toss libfy to attack you. More effective then feint (Rank 1). 10 second cooldown. 

3 

40 

20 - 

2 

Pertorms u feint, causing no doirrugc hut fawen/ig your threat by o large oinount, meklng Itie enemy less llkly to attack you. Mare eltoctM than fetot (Rant 2). 10 second cooldDwrr 

4 

52 

20 

3 68 0 

Performs ci feint, owslng m damage bnt lowenng yanr threat by o torge omount, moking the enemy less likely to attack you. More effective than F^int {Rank 3) JO second cooldown 

5 

60 

20 

-- 

Pdorms a feint, causing no demoge but lowering your threat by a torge amounT, moktog lha enemy less likely to attack you. More effecPve thort Feint (Rank 4}. TO second cooldcnvn 













































































































Rinn^tP ^ Tatert^leamed abftity lhat, after a successful Parry, causes weapon damage, bonus dannage on top of that, and 

--— ^ _ Disarms the opponent for six seconds. 

110 Points in Combot, 5 Points ii Ifeflection| A stride tlial betonjES acllve oftar ponying on opporenfs oHack. Hiis atlack fcnls 1 S0% weapoii dpmaae orj disarms tlie tatg&t for 6 strands. 



Blade FlutrV Ellade Flurry is a Talentdearned ability on a two-minuie cooldown. When used, this increases 
^—* your Rogue's attack speed and allows a second target to be hit with each swing. 


Rank 

Pterequisjte ^ 

Effect 

LlJ 

20 Poirrts in Combat 

Increases yotu attack spwd by 2(K{i. In adefitian, attacks shite an additional neorby eppoftent. basts 1S seconds. 


Adrenaline Rush is a Talentdearned ability that doubles Energy regen- 
eraiion for 15 seconds {this is on a five^minuie cooldown). Combine 
with Rfade Flurry to steaf a couple of enemies and obliterate them. 



1 : 

Prere_qujs]fe;ij_, _ 



Effect - 

1 

30 PoMits in Combat 

Incieosss pjf Energy regeneration role by 100% lor 15 seconds. 


Subtlety 



Stealth is a key feature of Rogues, This ability allows your Rogue to enter a state that is 
Stealth harder for both monsters and characters to detect, Stealth is used to engage targets 

— . --T- —. when they are unaware. Several of the Rogue's bestdamage/Stun abifities rely on Stealth, 


Ronk 

Lfivel 

Energy ; 

tasHoTroin 

Effects 

1 

1 

— 

10# 

Albws rtie fiogue to sneok OfCHtnii but ledoces your speed to 50% of itormol. losls until cancelled. 

2 

20 

— 

30# 

AJbivs tfie kogwe to sneak CHOiiiid but ratkes your speed lo 60%- erf normal. Lasts until candled. 

3 

40 

— 

2 

Allows tk Rogue to sneak oiouad but recces your speed to 65% of liorinal. Lnsls until cancelled. 

4 

60 

— 

S 40# 

Allows ilie Rogue to sneok around but rerfiKes your speed to 70r% cd HDcmfll. lusts nntil cancelled. 

M 

1 


Pick Pocket does exactly as it appears. Humaniod N PCs can 


1 PfVJtr Pn/'l^f pockets picked in or outside of battle. Distract 3$ a 


! _ 


: -— sister skill as using this skill from behind is safest 

^T^-rr-p-t dm i n- 

; Rank Level 

Energy 

CosttoTfain 


N/A 

4 

— 

1# 

fitks the target's podef. Ret»fkes Steai. 



Sap 


Sap is a crowd control ability that is used from Stealth. This takes a Humanoid target out for combat for a very Jong duration. Unless specialized with 
Improved Sap, you will exit your stealihed mode. 


Rank 

Level 

Energy 

CesI to Train 

Effects 

1 

10 ' 

65 

3# 

Incapacitates tlte target for u? to 25 secaads. Must be sknltfierl. Only works on Humanoiefs tbot ore not in combot. Any damage caused will revive Ihe target Orty 1 target may be sapped at a time. 

2 

28 

65 

80# 

l(Kapfldtates the target for ap to 35 stuconds. Most bo stdlhEd. OnEy works on Humonosds that ero not In combat. Any damage caused will revive ibu lorgat Only 1 torgot rnoy he sapped at a time. 

3 

48 

65 

3 #30# 

liKapcKltotes the target for up to 25 setonds. A'lust be stedthed. Onty works on Humanoids thiot ore not In combat Any damage caused will reviva the target. Only 1 torget may be sapped at a lime. 


r'hnstlv Strike is a Talent-learned ability that deals immediate weapon + bonus damage, adds a Combo 

y - Point, and increases the Rogue's chance to Dodge by 15% for seven seconds. 


Rank 


Effect 

1 10 faints in Subtlery 

A strike tbot deals 125% mm damage ond intreoses your chonco to dodge by 15% for 7 seconds, Awords 1 conibo point. 


Distract^ 


Distract causes all foes in the area to look towards the center of your target wheel. 


Rank 

Level 

Enetgy 

Cost to Train 

EiTects 

N/A 

22 

30 

40# 

1 Throws a distraction, attracting the attention of all nearby memsters for 10 sotonds. Does not hreok stedth. 


9 

VlanisA ^ 


Vanish breaks effects that impair movement and puts your Rogue immediately into a state of enhanced Stealth. This also re- 
moves all aggro from your Rogue, making Vanish useful for soloing, PvP, and Pvt groups/rards. 

Rank ^ 

Level 

Energy 

Cost to Train 

Effects 

1 

22 


40# 

Allows the rogifC' to vonnsh from sight, ontoring un impraved staaEtb made far 30 seconds. Also- breaks mavMient ifirpairing off eels. Regrjires flash Powder. S min coofdown. 

2 

42 

— 

2 43 9 

Allows the rogae to vonish from sight, entoring on improved stootrh moda tor 10 seconds. Also breaks movement impainng effetts. Reiiaires Ftosti Powder. 5 mmute coddown. More Effective than 
Venish (Rank 1). 


h 



n t t Detect Traps is a passive ability that lets you spot 

£— both Hunter traps and various dungeon hazards. 


Rank Level Eiier^ Cost t& Train Effects 


I H/A I 24 I — I SO #I Hkl'den traps wilt betome visible for 3 mtnvtes. 

D isarm^^rfms 


Disarm Trap i$ not used very often, but it works to disable traps that your Rogue has 
. detected. 


Rank 

' Levei : 

i Etifitgy 

Ctsjl to Trofti 

Effods 

N/ft 

30 

1 

\ 

1 Sitoflk up on tbe trap to order to disorm IT. Don't got too closo or fhe bop wili go off, Eoquicas Defect Traps td Tineves' Toob, \ 

































































1 I I 


Preparation is a Talent-learned ability on a ten-minute cooldown. This immediately finishes the 
_£B p(lT _ d ion - cooldown on all of your Rogue's abilities! 

When oclivaled, this ohility immediotelY finishes the cooldown on ywr other Rogue oMities. 10 min cooldown. 


Minimum Level 

Energy 

30 

— 


Blind 


Blind is an ability on a five-minute timer that Disorients your target for up to ten seconds. However, any damage breaks the Blind effect. 


Rank 

level 

Energy 

Cost lo Train 

Effects H 

N/A 

34 

30 

] MO# 

Blinds the target, (oiising it to wonder at 40% of move speed disoriented for up to 10 seconds. Any damage caused wili reflMJVS the effect. Requires Blinding Powder. 5 minute cooldown. | 

m 

Tj Hemorrhage is a Talent-learned ability, deep in the Subtlety line. This ability debuffS a targel so that it lakes more damage from melee 

Rank 

Level 

Energy 

Cost loTroin 

Effects 

2 

46 

35 

77 # so # 

An instant strike that damages the opponent and couses the target to hemorrhage, increasing otiy Physkol damage dealt to the target by up to 5. Lasts 30 chotges cr 15 seconds. Awards 1 combo point. 

3 

58 

35 

) • 30# 

An instont strike thot damages the opponent and corses the target to hemorrhage, increosing ony Physkol domoge dealt to tfie target by up to 7. Losts 30 chorges cr 15 seconds. Awcrds 1 combo point. 


p Premeditation is a Talent-learned ability that adds two Combo Points to a target. The Combo Points must be used in the next 

.. .. - 10 seconds or they are lost. This abilty is on a a two-minute cooldown. 


Rank 

Minimum Level 

Energy 

Range 

Cost to Train 

Effects 

I 

40 

•10 

15yd 

— 

When used, odds 2 combo points to your target. The torget must become engoged in combat within 10 sec or the combo points ore lost. 2 min cooldown. 




Safe Fall passively reduces falling damage. This 
allows Rogues to jump from higher places without 
dying, though there is still an upper limit. 


Rank 

Level 

Energy 

Cost to Train 

Effects 

LiAj 

40 

N/A 

2# 

Reduces damage from foiling. 




Rogue Talents lines are all about damage 
and setting yourself up to do more dam¬ 
age. The pivotal points between these 
lines is to figure out when you want to 
deal said damage. Assassination brings 
belter poison possibilities and hits VERY 
hard coming out of Stealth. Look here to 
have the best burst DPS early in a fight 
(including a move to start a fight with a 
critical Ambush at enhanced damage). 



Combat Mastery puts its damage into a 

steady stream. Ignoring the short burst, the Combat line focuses on dealing its best 
damage over longer fights. Better weapon abilities. Improvements to Dual-Wielding, 
and more efficient special attacks are here. 


Subtlety is indeed a modest line for raw damage, but it reveals its strength through 
improvements to Stealth movement, anti-delection, reduced costs to several attacks, 
and better crowd control. This is not a soloers line; rather, Subtlety is for Rogues 
who want to engage in large amounts of scouting, PvP, and infiltration. Subtlety also 
brings the most utility for five-characters groups and raids. 


Assassination 

Assassination is filled with must-have treats for the damage dealers out there. Even 
specs that focus on groupability or damage over time are going to be happy taking a 
few of the early Assassination Talents. Malice is hard to live without for any Rogue 
build (free Crits left and right). Rulhlessness is a wonderful ability to maintaining mo¬ 
mentum, in PvP and PvE; combine this with Relentless Strikes. Remorseless Attacks is 
fun while leveling, though certainly falls down in usefulness in the late-game. Murder 
and Improved Slice and Dice are excellent for Rogues of various specializations. 

For Rogues who are in Assassination for the long haul, add Lethality for even higher 
burst damage, Cold Blood (an essential Talent for promising Crits on five-point 
Eviscerates or Ambush openers). Seal Fate and Vigor are icing on the cake, capping 
the Assassination line with even more frontloaded damage. You can't go wrong with 
these for PvP, and FVE DPS slots are still nicely filled with such Rogues. 


Combat-^"**- 

Improved Sinister Strike starts off the Combat line, and things keep piling on the 
damage-over-lime aspect from there. For sword users (and mace users as well), this 
is the tree for you. Always take Precision while leveling, as that extra 5% chance to 
hit is a massive boon; don't drop this Talent until your Rogue has high-end gear with 
5-6% to Hit already. 


Riposte offers both damage and mitigation in battle, especially for duels and soloing. 
Riposte has almost no Energy cost, deals high damage, and Disarms the opponent! 
Don't miss Dual Wield Specialization either, as this adds very consistent damage 
for low and high-end Rogues. Blade Flurry, like Riposte, is a must. Rogues are never 
going to be available for true AoE, but having a second target Is a PvP boon, a solo¬ 
ing lifesaver, and can help a great deal in group PvE when your group is focused on 
blowing creatures down. 

Sword Specialization is the most common selection for Rogues of this line. Using 
two swords means that a Rogue is going to proc very often (compared to dagger 
Rogues), and that the damage over time from this melee character is going to be 
immense. Sword Spec obviously enhances that! Crab Weapon Expertise to increase 
your weapon skills (and thus your chance to hit and make critical strikes). And If you 
are already in that deep. Aggression and Adrenaline Rush are must-haves as well. 
Adrenaline Rush alone allows a Combat Rogue to put 100% and more of their po¬ 
tential into a boss fight, and its timer is only a five-minute one; even in fast dungeon 
runs, this allows every boss fight to be a glorious moment. 

SUBTLETY-^*^' ^ 

Master of Deception is In the first tier of Subtlety, and it is immensely important in 
PvP and for group-friendly Rogues. Being able to wander around without nearly 
as wide a detection radius is essentia! for good Sap runs and for approaching flags 
on the Battlegrounds. When taken with Improved Sap, Subtlety Rogues become 
extremely useful for five-man dungeon runs in the mid and late game. These take 
the Rogue class from a moderate crowd control position and elevate them to a much 
higher tier. 

Preparation is deep in the Subtlety line, but is allows for so many tricks. Better 
escapes, more damage, and many frustrated enemies are created with Prep. Doubled 
with Premeditation, at the end of the line, this allows Rogues to do some amazing 
bursts even without full Assassination Talents. 

Opportunity and Improved Backstab help with raising the consistent damage level 
of this line, and Hemorrhage happily replaces Sinister Strike toward the later game. 
Serrated Blades increases your damage substantially against armored foes In both 
PvP and PvE and is much more useful than simply being the prerequisite for Hemor- 
rhage.When there are substantial groups of melee attackers, this ability deals more 
than enough total damage to be worthwhile! 

Ghostly Strike, while not being terribly efficient on its own, doubles well with Setup 
and heavier weaponry. It's always useful for Rogues to have sword and dagger weapon 
options, and Subtlety Rogues can happily enjoy the best of both worlds by Ambushing 
with their daggers then settling in for easy Combo Points with their swords. 
































IMPROVED EVISCERATE _3 

Increases the damage done by your Eviscerate ability by 5% 

(Per Rank) 

REMORSELESS ATTACKS _2 

Gives you a 20% damage bonus (Per Rank) on your next 
Sinister Strike, Backstab, Ambush, or Ghost Strike after killing 
an opponent 

MALICE _5 

Increases your critical strike chance by 1% (Per Rank) 
RUTHLESSNESS _3 

Gives your finishing moves a 20% chance (Per Rank) to add a 
combo point to your target 

MURDER _2 

Increases damage to Humanoid, Beasts, Giants, and Dragonkin 
by 2% (Per Rank) 

IMPROVED SLig AND DICE _3 


Increases the duration of your Slice and Dice ability by 15% 
(Per Rank) 

R£LEhm.E$S STRIKES _ 

Your finishing moves have a 20% chance per combo point to 
restore 25 energy 


IMPROVED EXPOSE ARMOR _2 

Increases the armor reduced by your Expose Armor ability by 
15% (Per Rank) 

LETHALITY _5 

Increases the damage done by your critical strikes by 6% (Per 

Rank) when using the Sinister Strike, Gouge, Backsiab, Ghost 
Strike and Hemorrhage ability. 

VILE POISONS _5 

Increases the damage dealt by your poisons by 4% and gives 
your poisons an 8% chance to resist dispel effects (Per Rank). 
IMPROVED POISONS _5 

Adds a 2% chance (Per Rank) to apply poisons to a target 
IMPROVED KIDNEY SHOT _3 

While affected by your Kidney Shot ability, the target receives an 

additional 3% damage (Per Rank) from all sources 

COLD BLOOD _L 

Instant cast—3 min cooldown—When activated, your next 
Sinister Strike, Backstab, Ambush or Eviscerate is guaranteed a 
critical strike. 

SEAL FATE _5 

You have a 20% chance (Per Rank) to add an extra combo point 
when you critical with abilities that add combo points 
VICiOR _ i 

Increases your maximum Energy by 10 



IMPROVED GOUGE _3 


(Per Rank) 

IMPROVED SINISTER STRIKE _2 


Progression: 3/5 

LIGHTNING REFLEXES _5 

Increases your Dodge chance by 1 % (Per Rank) 

IMPROVED BACKSTAB _3 

Increases the critical strike chance of your Backstab ability by 
10% (Per Rank) 

DEFLECTION _5 

Increases your Parry chance by 1% (Per Rank) 

PREaSlON _5 

Increases your chance to hit with melee weapons by 1% (Per 
Rank) 

ENDURANCE _2 

Reduces the cooldown of your Sprint and Evasion abilities by 45 
seconds (Per Rank) 

RIPOSTE _1, 


damage and disarms the enemy for six seconds 

IMPROVED SPRINT _3 

Gives you a 50% chance (Per Rank) to remove all movement 
impairing affects 

IMPROVED KICK _2 


Silenced for 2 seconds after being kicked 

DAGGER SPECIALIZATION _5 


Increases your chance to get a critical strike with Daggers by 1% 
(Per Rank) 


DUAL WIELD SPECIALIZATION _5 

Increases the damage done by your offhand weapon by 10% 

(Per Rank) 

MACE SPEQALIZATION _5 

Improves your Mace skill by 1 (Per Rank) and adds a 1% (Per 
Rank) chance to stun on a strike. 

BLADE FLURRY _L 

25 Energy, Instant cast, 5 min Cooldown, Req melee weapon- 
increases your attack spe^ by 20%. In addition your normal 
melee weapon swings strike an additional nearby opponent. Lasts 


15sec. 

SWORD SPECIALIZATION _5 


1%—Progression: 1 %/2%/3%/4%/6% 

nST WEAPON SPECIALIZATION _5 

Increases your chance to get a critical strike with Fist Weapons 
by 1 % (Per Rank) 

WEAPON EXPERTISE _2 

Increases your skill with Swords, Fists, and Daggers— 
Progression: 3%/5% 

AGGRESSION _3 

Increases damage done by Sinister Stike and Eviscerate by 2% 
(Per Rank) 

ADRENALINE RUSH _j. 


Irrstant cast 6 min cooldown; doubles your Energy regeneration 
rate for 15 seconds 




MASTER OF DECEPTION _5 

Improves your ability to avoid detection with each Rank 
OPPORTUNITY _5 

Increases the damage dealt when striking from behind with your 
Backstab, Garrote or Ambush abilities by 4% (Per Rank) 

SLEIGHT OF HAND _2 

Reduces the chance of being critically struck by ranged and 
melee attacks by 1% (Per Rank) and increases the threat 
reduction of Feint by 10% (Per Rank) 

ELUSIVENESS _Z 

Reduces the cooldown of your Vanish, and Blind abilities by 45 
sec (Per Rank) 

CAMOUFLAGE _5 

Increases your speed while Stealthed by 3% (Per Rank) and your 
cooldown by 1 second (Per Rank) 

INITIATIVE _3 


Gives you a 25% chance (Per Rank) to add an additional combo 
point to your target when using your Ambush, Garrote or Cheap 
Shot ability. 

GHOSTLY STRIKE _ 

40 Energy Instant Cast 20 sec cooldown 7yd range—A strike that 
deals 12S%weapon damage and increases your chance to dodge 


by 15% for 5 sec. Awards 1 combo point. 

IMPROVED AMBUSH _3 

Increases the critical strike chance of your Ambush ability by 
15% - ProgressionL 15%/30%/40% 

SETUP _3 

Gives you a 15% chance (Per Rank) to add a Combo Point to 
your target after dodging their attack. 

IMPROVED SAP _3 

Gives you a 30% chance (Per Rank) to return to Stealth mode 
after using your Sap ability. 

SERRATED BLADES _3 

Ignore an amount of Armor/Level—Progression: 

1.67/3.34/5.00—and increases the damage done by Rupture by 
10% (Per Rank) 

HEIGHTENED SENSES _2 

Increases your Stealth detection and reduces the chance you are 
hit by spells and ranged attacks by 1% (Per Rank) 

PREPARATION _1. 

Instant cast-10 min cooldown When activated, this ability 
immediately finishes the cooldown on your other Rogue 
abilities. 

DIRTY DEEDS _2 

Reduces the cost of Cheap Shot and Garrote by 10 (Per Rank) 

(Per Rank) 

HEMORRHAGE _1^ 

Engages an Instant strike that that adds a combo point and a 
debuff that increases melee damage to that target by 3 for 30 hits 
or 15 seconds 

DEADLINESS _5 

Increases your Attack Power by 2% (Per Rank) 

PREMEDITATION _1 


10 Energy, 1 see cast, 2 min cooldown, 7 yd range- When used, 
adds 2 combo points to your target. 


































































































































STRATEGIES 



Rogue strategies rely hyavily on the Talent 
fine that they favor, but there are some tricks 
that are uniuersaf to the class. Many of these 
can be mastered early in a Rogue's career, 
allowing them to break out from the central 
mold as they grow. 


Carry around several poisons to use for varying situations. Crippling Poison is only 
usefuf if you don^t have a class nearby to help Snare enemies in PvE {though it is 
a/ways a wise choice in PvP). Mind-Numbing Poison really helps against casters {ar>d 
is only surpassed if you have a Warlock in your party to sit on them Instead). Instant 
Poison knocks down targets in short fights. Deadly Poison is the king of longer fights 
with its higher chance to activate and stacking (very nice to keep on an offhand 
weapon). 


BlindingWowd^y 



level 

Skill 

Cost t&TfQin 

EfFeds 

N/A 

3^ 

150 

1 

Creitie ilte for Ite Bliiid obiliiy. 



Rank 

leye! 

Skill 

Costtolroitt 

Effects ' ■ 

1 

20 

^ : 

30# 

Cools 0 weopDn witli poison Ititit lasts Fof 30 manules, Eacli slrike as o 30% diance poisoning the enemy, sfowiog Iheir movement speed to 50% of ncimol fof 1 1 seconds. 

2 

SO 

230 I 

3 50# 

Coots a weapon with poison ikit hsls for 30 minutes. Eodi sJrite os n 30% diance of poiawiing the enemy slowing thetf movement speed lo 30% of ncwmal for 12 seconds. 



Deadly Poison 


Rank 

level 

Skill 

Cost to Train 

Effects 

1 

30 

130 

1 ^ 

Cools 0 wsfpn with o poison Ihot lasts 30 mieides. Each strike has o 30% chance of poisoning !tie enemy for 4044 Nature domoge aver 12 seconds. Stodcs up to 5 limes on o single target. 6D chorgos. 

2 

38 

170 

1 " 80# 

Coats 0 wsepon with a poison that last 30 mintftes. Eoch strike has a 30% chonte of poisoning the enemy for S6-60 Holure danjoge over 12 seoonds. Storks up to 5 times on d singte large!. 75 clwiges. 

3 

46 

210 

3 10# 

Coot a weapon with D poison thol lost 30 minates. Each stifte has a 3(M chance of poisoning the enemy for ?2 Wnfure tfmiwge aver 12 seccMtds. Slocks up to 5 times on a single target. 90 dvwges. 

4 

54 

250 

4 ' 60# 

Coots Q weapon with o poison Ihnt lasts 30 minutes. Eadr A has n 30% dwnce af poeaning the enemry few 124428 Hotwe damage over 12 secoflds. Stocks op to 5 times on a si^b target. 105 charges. 

5 

60~^ 

275 

— 

Coois 0 weapon wtfi po'ison Ihot losts for 30 minute. Eadi Me hos a 30% dwixo of poiasnliig the erjemy far 136 Kotwe Damage over 12 sec, Stoeb up Jo S tiiws on q srn^ lorgat. 105 charges. 


Instant PoisoP^ 



Level 

Skill 

Cosltolrain 

Effects 

1 

20 

1 


Coals D weapon wti poison that lasts 30 mrnules. Each stnEa has a 20% (knee of potsoniiifl the enemy whkh iastarlly inflicts 21-29 Hoture damage. 55 charges. 

2 

28 

120 

30# 

Coats 0 weapon with poison lliat lasts 30 minutes. Etidi strib has a 20% dtance of poisorring the &m>f which irrstanrty inflicts 34-44 Nature doamga. 55 charges. 

3 

36 

160 

] 60# 

CcKits a weapon with poison ihut lusts 30 minotes. Each strike has o 20% chance of poisoning the enemy idiith instanlfy inflicts 50-65 Nature damoge. 70 charges. 

4 

44 

200 

2 90 # 

Coats Q weopon with poison that lasts 30 minvtes. Each strike hos n 20% clioncc of poisoning the enemy which instoolly inflicts 77-9B Notme damage, 85 cftorgEs. 

5 

52 

240 

4 60 # 

Coots Q weapon with poison that lasts 30 minotes. Each strike has a 20% chemee of poisoning the enemy which instnitly fnflicts 105-136 Nature damage. 100 charges. 

6 

60 j 

280 

5 40 # 

Coats Q weqpoii with poisoti that losts 30 minutes. Each strike has a 20% chance of poisonirrg the enemy which instantly inflicts 128-171 Notwre damage. 115 charges. 



Mind-Numbin^^oison 


' Rcnk 

Level 

skill 

Cost to TfQin 

Effects i 

1 

24 

100 

so# 

Coats 0 waapan with o poison that lasts for 30 miriutBS, Each sItSte has a 20% chance ef poisoning the enemy, rncreasing their cosfiog linw by 40% for 10 secomfe. SO diarges. 

2 


170 

1 80# 

Coats a weopan with a poison th.nt lusts lor 30 minute. Each strike has cr 20% chance of poisoning the eiremy, incieflsing their casting time by 50% for 12 sBconds. 75 cfiarges. 

3 

LiJ 

240 

4 609 

Coals n weapon witli a fKWSorii that losts for 30 minutes. Each strib has o 20% chance of poisoning the enemy, increasing their castitfl time by 60% for 14 seconds, 100 charges. 



Wound Poison 


Rpnk 

Level 

Skill 

CosUoTroitt 

Effects 

1 

32 

140 

1 « 20 » 

Coats 0 weapatt with o poison thot lasts for 30 minutes. Each strike hos a 30% chance of poisoning the enemy, reducing oil healing effects used on thorn by 55 for 15 secemds. Slacks up to 5 times on 

D singfe target. 60 drarges. 

2 

40 

180 

2i. 

Coots 0 weapon with o poesan that lasts for 30 minutes. Each strike has a 30% chatreo of poisontng (he enemy, reducing all healing effects used on them by 75 fur 1 S seconds. Stoeb up id 5 times on 

0 single target. 60 charges. 

3 

48 

220 

3 * 30 # 

Coots D weapon with a poison thut lasts for 30 minutes. Each strib has a 30% chance of poiseming tbe eoftniy reducing oil h^ing effect ushI on them by 105 for 15 seconds. Slocb up to 5 limes 
on 0 single target. 60 charges. 

4 

56 

260 

5# 

Coats a weapon with q pofeon thot lasts for 30 nunute. Each strike has a 30% charKe of poisoning the enemy, reducing oli healing effects used m them hy 135 bi 1S seconds. Stacb up to 5 times 
on a single target. 60 charges. 
















































































Money! v s?- 

Rogues have to spend pStes of money on weapons, slightly better armor, enchant¬ 
ments, poisons, and potions. Add to this food needs and the lost income of keeping 
cfoth [for First Aid] instead of selling it, and Rogues seem very poor. Luckily, this 
doesn't end up being too bad ff you know what you are doing. After all. Rogues kift 
at a wonderful rate, and that brings in the money even faster than it leaves. 

Skinning, if taken, offers one route to greater cash. After even a short time. Skinning 
shines as a way to make considerable funds, especially when maierials are sold 
through the Auction House instead of vendored. The other gatheri ng crafts are not 
able to increase their rates very well (you can only find so many herbs in a region, 
and you can only mine so many veins before having to travel and waith Skinning, 
however, benefits heavily from a high killrate. 

Pick Pocketing Humanoid monsters i$ a good way to find extra items that vendor 
well. Beyond that, there are sometimes higher-quality items on these creatures, so 
this is a skill worthy of using often. Humanoid monsters are already a fairly good 
source of income, since they drop money and cloth in the first place; combining this 
with Pick Pocketing is a pleasant boost. If you are already pianning on using Cheap 
Shot or Ambush to open, it doesn't even take much extra time to use Pick Pockets 
[though this does slow leveling slightly). 

Rogues blow through lower-level dungeons without taking much time. This makes 
them a powerful class for finding bind-on-equjp rare items to sell on the Auction 
House. Take Enchanting, break the bind-on-ptckup items to sell on the Auction 
House for other Enchanters. Between these two actions, your Rogue is likely to be 
rolling in the money. 

Slapping on’Gombo Points 

Many Rogue builds, regardless of Talents, use combo points heavily. These are 
required for all finishing moves, whether you are trying to score damage, reduce 
enemy armor, or keep those fiends out of commission as long as possible. 

Use moves like Sinister Strike and Hemorrhage for fast accruai of Combo Points. 
Sinister Strike can be used well with swords to deal high damage while working 
toward potent Eviscerates. To stay low in profile. Hemorrhage raises group damage 
against a foe, costs less, and still provides that neetJed Combo Point. 

For fights where winning is more important than speed, remember to use Gouge and 
wait for its full timer before attacking again. This gives you a free Combo Point, and 
it frustrates the heck out of PvP enemies. 

STEALTH' = 

Stealth is both offensive and defensive in nature, depending on who is creeping our 
in the bushes. Defensively, Stealth takes you away from harm by keeping your Rogue 
hidden from monsters and dangerous players. At longer range, things simply won't 
be abie to see you; this exact distance of this varies tremendously, so it's wise to test 
ofteri to gel a feel for your ''safe'' range. 


What Control Stealth Detection Rangesl 

DU ‘ 

Level Differences Between iLe ftague and the 

fli] 

line of Sit^ [Cisoturfis DoeiT "See" Bekind Therasehies) 

m 

Mrinsler/CfiiitQCter Type (linnteis and Csrlein Mciister^ Delect Slen^eis at Langer Rtinge) 


lobjifi Ei,e. of 

[ill 

Gear (Le, Nigtope Boots) 


8e wary of approaching targets that are higher^level than you without getting well 
behind them first. If you stand in a target's line-of-sight, it takes much higher Subtlety 
to stay hidden. Once revealed, you are a sitting duck (free to spells, abilities, ranged 
weapons, and general monster aggro). Use Distract to keep things from looking your 
way. 


The Best Targets 

The best targets are found in enemies who die quickly. This is true for almost every¬ 
one, but Rogues have the ability to take many foes down quickly if the enemy has 
light armor. Using high DPS to its fullest, the Rogue can do so much damage thal few 
enemies can ramp up to their full capabilities. Some may even die before getting to 
attack (ouch)l 

Part of this rests in going after lower-level targets when you are grinding for experi- 
ence. Anything of higher level is going to keep you missing a moderate amount of 
the time, and this is a very bad thing for a Rogue (you can't afford to whiff on (hose 
early attacks). Stick to enemies a level or two beneath you and go through them at 
maximum speed. 

Anything that isn't wearing heavy armor is a good target, but PvE casters are the 
best. Don't forget to save Energy for a Kick to disrupt casting. Add Gouge to that for 
a secondary interrupt, and things are sounding even better. Though Mind Numbing 
Poison looks great on paper for these fights, it's really unimportant for most PvP and 
PvE uses, considering that Rogues are already the interruption kings and queens. 

Wait a moment before interrupting slow spells; get in an extra slice or two before us¬ 
ing your abilities (this effectively "wastes" the caster's rime with a spell that is going 
to fail anyway). This also ensures that you don't waste an interrupt on an ability that 
is instant but has a visual component. 

Adds are very bad for Rogues because of the low damage tolerance this class 
displays. That is another reason that Rogues love to solo enemies slightly beneath 
their level. When enemies are paired or loo close to avoid adds, use Stealth, Sap 
one target, then kill the other first. Sap provides a considerable window for bringing 
down foes in sob and group environments. 

Vanish AND Feint; You Crazy- Fiend! 

Many Rogues, especially those that PvP often, are used to doing as much damage as 
they can. In a group setting, that isn't always a good idea. Warriors can hold a great 
deal of aggro, but not in the first few moments of a battle. When dealing damage 
early in a boss fight or an otherwise major encounter, use Feiril to keep the target's 
attention off of your Rogue, If you get way too much aggro (e.g. Sword Spec just 
proceed six times, yikes!EE), Vanish immediately. This dears that dreaded aggro and 
lets your Warrior keep up the fun. Another good idea is to wait...yes, wait! A mob 
with three Sunders on it rarely leaves the warrior. 

Do not go after secondary targets either. For some reason, quite a few Rogues see 
themselves as backup tanks. This is only true when all of your rimers are being used. 
As a lastHditch effort, Evasion is a good way for Rogues to dodge-tank an add and 
keep a heater alive. Just wait and only do this when the group is in real trouble. If 
there is an offtank already, such as a Fury Warrior, let them pull adds off of healers. 
You kill; you don't tank. Leather doesn't rhyme with doth, but in your case, maybe it 
should. Rogues die quickly, and poorly played Rogues die often. 

For the longer explanation of why Rogues must not get aggro, think about the reason 
why you would pull a creature off of a healer; to save them from the aggro, right? 

Bui you won't. As you begin to tank the creature, the healer needs to start healing 
you. Thai puts the aggro right back on them, and thus the chain continues with the 
creature bouncing back and forth while you and the healer rise on its Threat list. 
Meanwhile, the Warrior cries. 

What you can do, and this is fun stuff, is to Disorient, Stun, Blind, and otherwise 
mess with monsters that peel off of the tank, Blind or Gouge such a foe and leave 
it be. Vanish and Cheapshot. Don't OPS things that are uncontrolled, but trying to 
disable them until the Warrior has time to reestablish aggro is absolutely fine. 



















Shaman invoke the powers of air, earth, fire, and water to increase iheir melee effectiveness, attack at range, 
aid themselves and teammates, hinder enemies, and heal. This plethora of abilities make them a very solid 
choice for the solo player while still being a respectable choice for the more social. The array of spelts is 
conluiinj; at fiist^ but ^^tven practice^ the Shaman can fuffill nearty any open spot in a group and be quite a 
devastating opponent. 





I asked the Barthmother for strength as t looked over the bodies of the fallen 
Tauren, dwarves, and Goblirts. A trernendous battle between the fair people of 
Bloodhoof Village and the defiJers of Venture Company had taken place near 
some of the eastern mines. ] was returning to Thunder Bluff at the time, but I 
heard of the battle from several young Warriors who were resting, hoping to 
make another run at the remaining Venture Company workers. f 

J had gone to the mEnes alone, seething with anger, and now the dead were 
my only companions. Biiigging the grace of the spirits of the world, I brought 
the Tauren back to themselves and bid them leave, "Return later and cleanse 
the place of any foulness that remains,'" I spoke. They must have seen some- 
thing in my eyes, for it is rarely the place of our people to walk away when the 
land is ravaged, but they obeyed by order, still shaken from the return to their 
bodies. 

I gripped by axe and shield tightly and ran inio the mines. The workers of 
the Venture Company looked far less than beasts to me; given the gift of 
thought and wtEI, yet choosing to twist it againsE the earth. At first I fought like 
a brave Warrior, blocking their attacks and hacking into flesh and bone with 
the strength of my arms. Yet more of the workers came, and their supervisors 
followed. Though tested by hundreds of battles, I was not Immune to their 
push, 3 threw down a Totem of Stones kin and felt my body harden against the 
enemy's blows. 

Their push failed and I had a moment's respite. I used this time to heal my 
wounds and charge my weapon with the pow'er of Rock I The next Gobi in who 
came forward was bitten foully by my axe's swing and fell to the ground. Still 
more followed, and t fell that my anger had gotten me into a place from which 
I could no longer retreat. If this was my death, so be it, but the mine would be 
tbared of its darkness. 

Then, as 3 saw at least six more enemies come out from the final room of the 
mines, I heard steps behind me and knew that 3 would be fost if they were 
Venture Company reinforcements. Yet, it was my people. They had Ignored 
my words after all; bellowing like a storm, they crashed into the room and 
devoured the Goblins with fast and ferocious swings When alE was done, the 
mine was clear. The younger Tauren searched the bodies of the Goblins and 
found whatever they sought. They seemed happy to be alive, and honored to 
have saved a small corner of our land from harm. 

I too was warmed by our victory. There is a greater joy in serving the world; it 
was too bad the people of Venture Company had turned their eyes from such 
beauty. 

v___ __ / 


ImiRQDUCUON TO TH^ 

These spiritual leaders have a bond with 
the world. It's different from that of the 
Druid in that Shaman call power from 
the four elements. Air, earth, fire, and 
water answer the call of the Shaman 
through Spells and totems. 

Some of the Shaman's greatest power 
rests in their totems. While only being 
able to use one totem of each elemental 
type (these are gained through quests as 
you progress) at a time, the Shaman has 
many options for each totem. Knowing which totem to use takes practice and can 
make the life of yourself and your group easier. 

As one of the few classes that can heal themselves and others. Shaman are often 
called upon ro group with the more martial and mystic classes and keep them alive. 
This is something the Shaman does well, but it's not all they do. 

Starting with Leather armor and progressing to Mail at Level 40, Shaman aren't 
fragile. They can carry shields as well and this makes them quite hearty. With an 
enchant on their weapon, enemies aren't going to find a soft and squisby healer if 
tliey engage a Shaman. 



Many of the spells Shaman gain, allow them to live through quite a lot Surviving 
the attention of a monster or t^vo for a short time is very easy, while lasting through 
a long fight is more trying. They work well as tanks in the lower levels, bur should 
avoid the role as the enemies become more difficult. 

Shaman work best when helping orhers. They can heal melee classes and buff cast¬ 
ers With totems. With their damage from melee or spells, they aid parties in defeating 
enemies. Knowing which task to take on when lakes practice, but mastering it makes 
you a sought after addition to any party. 


Available Races 

flic 

Toiuren 

Tdl 



What do Attributes Mean to 

Strengtfi. 

Increases Dflinoge Done in Meisc ed Dsmpge Blocks by S!iiel!l 

Sromiiw) 

Higher Health 

Agility 

Raises Chance to G«t o Cnlkol Hitond Dodge 

Intdlett 

Mo^e Mono, Eeitor Ownce for CniiK}! Hit; with Spelb Fostei teaming of Stilts 

Spirit 

Improves Health and Mann Recoveiy 


ITEMS AND EQUIPMENT 


Shaman have plenty of needs when it 
comes to equipment. Because Shaman 
are so versatile, they need gear that 
holds up to many tests. High armor, 
a good shield, substantia] DPS from a 
relatively fast weapon, and multiple 
attribute bonuses are desirable. Simpiy 
put, keeping your equipment up-to-date 
is going to take most of your time and 
money. 



For melee, a good shieJd and solid armor 

pieces make a huge difference- Because Shaman are limited to Leather armor during 
the lower levels, ifs hard to survive major aggro (this improves later on by learning 
to wear Mail at level 40). The good news is that it isn't hard to find attributes you 
need; the bad news is that you need almost everything. 


Strength and Agility are useful, but they are secondary to Intellect, Stamina, and 
Spirit. Work on geitirig the best bonuses in your three primary stats while leveling 
and try not to focus loo much on which of the three you are getting from a given 
item (just look for the best total bonuses to the three and let that guide you in item 
selection). Later on, you have more leeway to decide which direction to focus on. 
Stamina is incredibly useful for melee-centered and soloing Shaman. Intellect saves 
groups on a daily basis, and Spirit builds are fun for grinding and evading downtime. 

While Shaman can use Staves, this removes your ability to wield a shield. Take a 
careful look at the weapons. If you are going to have the monster's attention, shield 
and one- hand weapon are a more sensible combination. If you are grouped with 
someone who has the monster's aiientfon choose the weapon that gives you the 
highest damage (if you want to attack the enemy directly) or better stats (if you want 
to stand back and heal the party). Weapons can be switched in battle and should be 
if an events change your role in a group. 


A Large Wardrobe 



As Sliorrwn con fiH so mnny different rotes, ifiey lend fo develop nl least tAio d ifferont suits of 
equipment. 


Fof soloing or backup tonking, ttiey ofterr have o high StomiEia ond Armor suit while for healing 
tfiey tend to have o high Intelletf salt with honuses to heoling spells. 

This moy sound e^rpensive ot first (ond if Is), don't look to buy tv/o sets of equipment. Insfeod 
watch for ifem upgrades that can be usefuf in either copocily i3nd dedicate a bonk bog to holding 
the suiryou aren't weoring. 






























CHOOSING YOUR PROFESSION 


Alchemy and Herbafbm are very good 
professions for a Shaman. Having 
constant access to attribute buffs, extra 
defense, and a supply of HealtK/Mana 
potions can shore up any weak side to 
your character. As Shaman are depen¬ 
dant on all attributes, they also use a 
wider variety of potions and thus can get 
much more from them then most classes. 

For a first-time character, Skinning and 
Leatherworking are also good choices. 

Being able to craft your own armor keeps you from falling behind and allows you 
to use more of your money to keep your weapon up-to-date. At higher levels, when 
you [earn to wear Mail armor, choosing the DragonscaJe Leather working specialty 
allows you to continue making useful armor for yourself. 

If you already have friends who are heavily into Alchemy and you aren't worried 
about making your own armor, Enchanting is a great profession to master, Beii’tg able 
to customize your equipment without the massive ejcpense of going to other players 
can help direct your finances toward higher-end gear and allow you to keep gear 
slightly longer as the bonuses your enchanting give make it take longer to become 
outdated. 



At first secondary skills don't seem to come into play as often with a Shaman as they 
do with non-magic classes. Having the ability to heal makes First Aid and Cooking 
a bit less Impressive, but you will often find your man a doesn't stretch as far as you 
want. Cooking can Increase both Stamina and Spirit which is advantageous. First Aid 
allows you to heal yourself between fights while allowing your man a to regenerate. 
These combined can drastically reduce your downtime and have you fighting much 
quicker. 



Ail of a Shaman's abilities are tied to 
their mana. Shaman live or die depend¬ 
ing on whether or not they have mana. 

Because mana regenerates faster when 
you aren't casting, use your abilities in 
bursts and allow time to pass between 
these bursts to regain mana. This isn't 
always possible, but should be done 
whenever the opportunity arises. 

With very different abilities to use based 
on whether you are alone or with a 

group, keeping your quickbars optimized makes you more effective and your game- 
pi ay more enjoyable. No one wants to be searching their quickbars for a spell while 
in combat. Keep your totems clumped together by type of fight and on a separate 
bar since you won't always use them. Keep your damage spells together, and your 
healing and dispelling spells together. This leads to clean ability use (rely on the 
keyboard for faster functionality instead of mouse-clickingj. 



ELEMENTAeGOMBAtT 
ElemenialflUasie^ 



Point in Efemenbl Ftiiy 30 Points In Elemental 


When Ddfviiy, this spell gives vnur next Fire, frost, or Mnkire damage spell a 10(B4 ciitkol strike chance ard reduces the mona cost by 100%. 




Fnrfh Shock has two primary uses. Ifs fast Nature damage for a lot of mana and is useful in fights against enemies that hit very hard. Its 

> > ■ — second use is as a ranged interrupt. 


Ktrnk 

Level 


Range 

Cttslinglfme 

Cooldoffl]: 

CostTolFflln 

EffacI ^ 

1 

4 

30 

20 yd 

1C 

6 seconds 

1 3 

Insfanlly shods the target with coiiatssrve Iwce, causing 19 to 22 Unttice damage. It olso Interrupts HtelkastHtg and prevents any spell in that school horn 
king cost for 2 sec. Causes a high oinount of ttireat. 

2 

B 

50 

20 yd 

1C 

6 seconds 

1# 

Insionlly stiocks the torget with concussrve farce, causing 35 to 38 Woturc damage. It ol$o interrupts spelbsting and prevents any spdl in that school km 
being cast for 2 sec. Causes o high amount of threat. 

3 

14 

85 

20 yd 

1C 

6sacDnds 

?# 

tuiantly siBcks the target v/ilh concussive force, caasii^ 60 to 65 Uatnre tlamage. It also inteimpts spelkastlng and prevents ony spell n that school from 
heing cost for 2 sec. Causes a hi^ omount ol rhi#.' ' ^ 

4 

24 

145 

20 yd 

1C 

6 secpnds 

35# 

Instantly shacks the target with caiicussive-farce;- cdusirr^l 26 lo 134 Nature damuge. It also interrupts spellcasling onri prmts ony spell in Ihct scfiool from 
heng cast for 2 sec. Causes a high amount of threar. 

5 

36 

240 

20 yd 


6secorHh 

1# 

Instantly shocks Itie torget with concusshie force, enusang 235 to 24V Mature domoge. It also interrupts speiltasling and prevertts any spell In Hiot school from 
bejng cast lof 2 sec. Causes a high amourrt of threat. 

6 

48 

345 ^ 

20 yd 

1C 

6 seconds 

2 

Instoflily shacks the targel with cancusshe force, causing 372 to 394 Maiure damage. It also mterrupls spellcastEttg ond prevents any speB in rtmt school horn 
being cast for 2 sec. Causes o high amoiuritof threat. 

7 

60 

405 

20 yd 

1C 

6 seconds 

3 # 40 # 

Instantly shods the target with conotsslve lofce, causing 517 to 545 Nature damage. It aba interrupts spellcosting ond prevents any spdl in that school from 
king cost far 2 sec. Causes a high amount of tfireot. 


Earthbind'-Jmi^ 


Earthbind Totem snares multiple enemies if they are near the totem. 




Mana 

Rouge 

Cffitinjliine 


tota Cos! lo Train Effetl . 

fT\ 

1 12 1 &4 


i^1 

1S seconds | 1 # | Summons on EnrthhitMl Totem with 5 heollti ot the feet of the taster for 45 sec thot slows the- movemoriit speed of enemies with 10 yards. 


Lightin0Bolt 


Lightning Bolt Is a single target, ranged. Nature spell. 


Rank 




CoMing Time 

Ccoldawft 

CostToTiffif) 

Effect 

1 ! 

1 

15 

30 yd 

1.5 sac 

— 

— 

Casts 0 heir of ^hming at the taigoT for 15 to 17 Nature damage. 

2 

a 

30 

, 3M 

2 sec 

— 

1 # 

Costs a holt of tghlnitw] at the torpt for 20 to 33 Nature damage. 

3 

14 

45 

30 yd 

2.5 50C 

— ' 

9# 

Casts a kit of Ughlning at Ihe target far 48 to 57 kturo damage. 

4 

20 

7S 

30 yd 

3 sec 

— 

22 # ' 

Costs 0 bait ef lightning at the target for 88 to IQO Mature damage. 

5 

26 

105 

30 yd 

3 sec 


409 

Costs a bolt of liglitning at the forget for 131 to 149 Nature damage. 

6 

32 

135 

30 yd 

3 sec 

— 

80# 

Cusis a bolt of lightilirig at the Eorgel lor 172 to 194 damage. 

7 

38 

165 

30 yd 

3 see 

— 

1 #10# 

Casis a yi of Ughiniug ot the lorget for 235 to 264 Noturo damage. 

3 

44 

195 

30ycl ' 

3sot 

— 

19 309 

Casts Q bolt of lightning at the target for 291 to 326 Nature damage. 

9 

50 

23l] 

30 yd 

3sec 

— 

2 #40# 

Casts 0 holt of fcghining at the forget for 357 to 400 dasrwgE. 

10 

56 

265 

SO yd 

3sec 


3# 

Casts a holt of lightnmg at the target for 419 to 467 Noture domoge. 







































































Rflitk 

Level ' 

Mono 

l!iifi.qe 

Ctfifing IiFn0 

CfloMown 

CosMo Train 

Fffed . 


1 

8 

15 


IC 

30 secorwts 

1# 

Suiiinvons o Sfatiedijw Totem with 65 cfl the feet oT the caster for 15 sec tkt taunts creatures within 8 yards to oHack if. 

2 

16 ' 

30 


1C 

30 seconds 

2Q$ 

Surnmems a Stoneebv foletn wilh 150 health nl the feet of the cnstErb 1 S set lliot taunts tieotures within 3 yards to nttock it, 

3 

28 

55 

— 

iC 

30 seconds 

iO0 

SummtHK a Sfonedow TaJem with 220 tieotth or the foet of the coster b t S sec rtmit tounte (JOflhjres within B yards to attack it. 

4 

38 

75 

— 

IC 

30 seconds 

1 9 109 

Sammons a Stonectow lotent with 280 health at the teef ot the taster b 15 sec tkt taunts aefllures withit 3 yards to attack it. 

5 

48 

195 ’ 

— 

IC 

30 swontfe 

2# 209 

Summons a Stongebw tobn with 390 health at the feel of the cosier (or 15 sec that taunts trentures within 3 yards to attack it. 

6 

58 

i 140 

— , 

IC 

30 seconds 

3»20g 

Summons □ Stenedow Totem with 480 health at the feet of the costei fo; 15 sec that taunts creatures within 8 yards to attack it. 

S 

1 Flctlll^ Shock, like Earth Shock, has two primary abilities. It's instant Fire damage and causes Fire damage 


Ronk 

Level 

Mana 

Range 

Casrtngrttne 

Cooldown 

Cast To Trein 

Effect 


1 

10 

55 

20vd 

iC 

6 seconds 

49 

Inslantty seats the target with hie, causing 25 fio damogo immecfately and 23 Fiie damage ewer 12 sec. 

2 

18 

95 

20 yd 

IC 

6 seconds 

209 

tnslDntiy saais the target with frre, causing 51 Fno damage immediotely and 43 Fite domoge over 12 sec. 

3 

28 

160 

20vil 

IC 

6 seconds 

6119 

Inslanliy leotJ the targel with ifte, cousing 94 to 95 Fire domage immediotely ond 96 Fite damage over 12 sec. 

4 

40 

250 

20 yd 

1C 

6 seconds 

19 209 

fostantly sears lha target with h're, crtusiitg 163 to 164 Fire damage irnmediotely and 163 Fire damage over 12 sec. 

S 

S2 

345 

20 yd 

IC 

6 seconds 

2 9 709 

Instantly sears the target wifti firo, tausitg 241 to Z42 Fii? damage immediately and 256 Fire danmge over 12 sk. 


Fire Nova Totem doesn't do anything when you first put it down, but somehow it annoys everything in the area. Have solid aggro 
r • TtT before using this totem and hold the enemies for the four seconds it takes to blast afl enemies cfose by with Fire damage or it just 

FireNova.TdteniW .. 


Rank 

Lev^l 

Mono 

Range 

Casting Tima 

Coddown 

CdstTaTFQJti 

Effect 

1 

12 

95 

— 

IC 

[ 

15 setojids 

89 

' Summotis a Fiie Nova Totem that has 5 health and lasts S sec. Uiyess it b destroyed within 4 sec., the totem inflicts 53 to 62 fine damage to enemies within 

10 yd. 

2 

22 , 

151 

— 

JC 

ISsewnds 

30[spJ 

Summons a Fite Novo Totem that has 5 heolth ond lasts 5 sec. Unless it b deslroyed within 4 sac., the totem inffiefs 110 to 124 fte damage to enemies 
wilhan to yd. 

3 

32 

266 

— 

1C 

15 seconds 

30 9 

Summons a Fite Noivu totem that has 5 health ond lasts 5 sec. Unless it b deslroyed within 4 sec., the totem inhiers 195 to 219 fire damoge to enemies 
within 10 yd. 


42 

375 

— 

IC 

IS seconds 

1 9609 

Smmiions a Fire Nova totem that ties 5 lisalth and lasts 5 sec. Unless it b doslmyed within 4 sec., Hie fobn inflicts 295 to 331 Irm damoge to enemies 
wilhiit 10 yd. 

S 

52 

520 

— 

IC 

IS seconds 

29 70 9 

Summons o Rre Nova totem that hos 5 heafto ond tests 5 set. Untess it b destroyed within 4 sec., the talam irsflrcts 409 to 4 56 firo danipge to enemies 
wiin 10 yd. 


p Purge removes beneficial magic effects from an enemy. It's instant and can be 

— used while moving. 


Rank 

Level 


Range 

Casting Time 

Cooldown 

CostToTroin 

Effect 

1 

12 

lO^ofbose 

30 yd 

1C 

— 

89 

Purges the Enemy target, removiiig 1 magic effect. 

2 

32 

10^ of base 

30 yd 

IC 

— 

80 9 

Purges the enemy target, remaving 2 ma^c effects. 


Searing Tiatem^ 


Searing Totem is the only single target damage totem you have. It tends to pick its target fairly randomly. 


Re ok 

Level 

Mona 

Ronge 

Casting Time 

Cooldown 

CosiToTfmn 

Effect 

1 

10 

25 

— 

1C 

— 

— 

Summons a Seoiing totem with 5 health at your feet for 30 sec that repeatedly oltodcs on enemy within 20 yds for 9 to 11 Fire damoge. 

2 : 

20 

45 

— 

iC 

— 

22 9 

Summons o Seeling totem with 5 health at yoar Feet tor 35 sk that attacks on enenry wrtoin 20 yards for 13 to 17 Foe damage. 

3 

30 

75 

— 

IC 

— 

70 9 

Summons a Searing totem with S heafth at your feeit tor 40 sec that altocks on enemy within 20 yards for 19 to 25 Fie dhmage. 

4 

40 

no 

— 

IC 

— 

19 209 

Summons o Seamg totem with 5 haalth nt your feet tor 45 sec that oltocb on enemy within 20 yards tor 26 to 34 Fne damage. 

S 

50 

145 

— 

IC 

— 

39 4(19 , 

Summons n Searhig Totem with 5 health at your feet tor SO sec that oBcicts an enemy within 20 yords tor 33 to 4 S Fie damage. 

6 

60 

170 

— 

tc 

— 

39409 ! 

Summons o Scanng Totem with 5 lieDith nf your feet tor S5 sac thot ottocks un enemy with in 20 yords tor 40 to 54 Fire damage. 



Frost S/ibcA~ 


Frost Shock, like the other shock spells, has two components. The. first is instant damage. The second component reduces the 
target's movement rate for eight seconds. 


1 Rank 

Lovol 

h^ano 

Range 

. Casting Time 

tDoldown 

CostToTfaiii 

Effect 

arget it 

1 

20 

ITS 

30 yd 

1C 

6 socertds 

22 9 

Instonlly shocks the torget with ftost, enusing 95 to 101 Frost domoge ad slowing movement spud to 50% of normnl. Lasts 8 sec. 

2 

34 

!25 

20 yd 

IC 

6se[:a[ids 

90 9 

Instantly sliacks the targat with frost, causing 215 to 230 Frost rtemoge ad slowing movement speed to 50% of iiarmcil. Lasts 8 sec. 

3 

46 

333 

20 yd 

tc 

6 seconds 


Instondy shocks the target with frost, causing 345 to 366 Frost damage ad slowing movement sped to 50% of aormol, Lasts 6 sec. 

4 

58 

430 

20yd 

tc 

6 seconds 

3 9 209 ’ 

Instantly shacks the torget wtlh frost, causing 4 86 to 514 Frost damage ond slowing nrovement speed to 50% of rot mol. Lasts 8 sec. i 

s 

1 Magrna Totem is a fairly ref table AoE Fire daitiage totem, it tends to live longer than Fire Nova Totem since enemies don't t 

[ Rank 

level 

Maid 

Range 

Costing Time 

Cooldown 

Coif To Train 

Effect 


1 

26 

230 

— 

It 

— 

409 1 

Summons a Magma Fotem with 5 heollh ot the feet of the caster b 20 sec that causes 22 Fire damoge to creatures within 8 yords every 2 secerrds. 

2 

36 

360 

— 

IC 

— 

19 ^ 

Summons o fdagma totem with S health ot the feet of the caster foe 20 sec that causes 37 Bre damage to creolures within 8 yards every 2 seconds. 

3 

46 

500 

— : 

tc 

— 

29 

SummwK a Magma Totem with 5 heoflh at the feet of the casfer tor 20 sec thot causes 54 fire damoge to creobes within 8 ynrtfs every 2 seconds. 

4 

56 

650 

— 

iC 1 

i 

39 

Summons o Mogirw Totem waih 5 health ct the feet of the castor tor 20 sec that causes 75 Fire damage to creatures wiin 8 yards every 2 seconds. 



































































































































Chain Lightning has a short cast time (hen Lightning Bolt but costs more and has a cooJdown, 


Rank 

Level 

Mano 

Range 

Cflsiing Ifnne 

Cooidown 

CostToTra 

Effect 

1 

32 

280 

30yd 

2.5 sec 

6 seconds 

00 0 

Huris 0 lightning bolt ot the enemy, dealing 220 b 227 nnture dnurage ond then ^ping tn odditional nearby enemies. Each jemp rediEes the dnmnge by 
30?i. Affects 3 total targets. 

2 

40 

380 

3I)y<l 

2.5 set 

A seconds 

1#20# 

Haris n Itghluing bolt at the enaitry, dealing 268 to 323 naiute tfomoge and tfien juniping to ddifinnd neaiby enemies. Eocfi itimip rediKOS tfie Arnioge by 
30%. Meets 3 Jotol loigets. 

3 

48 

490 

30 id 

2.5 sec 

6 second; 

20 200 

Hurls fl Tighlning halt nl the enemy dealing 391 to 438 iMiure rfomiige ond ihen 'jumping to odditional nearby flnemics. Each fwiftp reduces tfie damage by 
30%. Aflecis 3 lalal targets. 

4 

1 

!>6 

60S 

30yif 

2.Ssec 

6 seconds 

3# 

Hurls n lightning bolt at the enemy, dealing 493 b 5S1 nofturc damage and then [umping to nddilionnl neorby enemies. Eoch jump reduces the dumage by 
30%. Affects 3 toEal targets. 


Enhancement 





Stormstn^"^ 


Rank 

Prerequisite 

Effect 

LD 

30 Points in Enhaficemeot 

Gives yuu an exna oitodc. tn addilton, the next 2 sources of Nature dnnwge ddl to the target are incteosed by 20%. Lasts 12 secs. | 


Flametoneue^tem 


Rank 

LeveE 

Mana 

Range 

Costing Time 

Cooldown 

Cost To Train 

Effeci ■ 

T 

28 

90 

— 

1 

ic ; 

— 

; 50# 

Suntmem; o Flometangue TolorTt with S health at the fent of the caster Ihe totem enchants oil party OK^fbeis" mninTionc! weapons with fire it ibey are within 
20 yards. Eoch hit causes 6.4 to 19.6 additional Fire damage, based on the sped of the weapon. Slower weciwns coirse mom fire domoge per swing. Losts 

2 min. 

2 

38 

140 

— 

IC 

— 

10100 

Summons a Flametongua Totem wilti 5 henlth at the teet of the easier, Ttie totem enchants ell party mombers' awin-knd weapons wdli fire if they ore wltfiin i 
20 yards. Each hit cuusbs 9 b 27.9 addiriftiiaf fire domage, basd on ifie speed of tfie weapon. Slower weapons cousa more lire domoge per swing. Lasts 

2 min. 

3 

48 

200 

— 

EC 

— 

2 #20# 

Summons o f lameliHigue Totem with 5 bentlfi ert the feet of tfie costEj. The totem enthanis all party members' mairrkijd weopons with fire if they are within 
20 yards. Each hit causes 12.3 to 37.9 udditrciiiDl Fire darrroge, li«sd on the speed of the wodporr. Slower weapons cmjse more fire domoge per swing. 

Lasts 2 itiiii. 

4 

50 

Z75 

— 

iC 

— 

3#20# 

Summons o ffiin^etongue Totem with 5 health ol Itte feet of the caster. Ttio totem enctiarats all party members' maia-hond weapons wilh fire if they are within 
20 yoFtfe. Each hit causes i S.B to 48.7 addifioiial Fire domoge, based m tfie speed of the weapon. Slower weapons cause more fire damage per swing. 

Losl; 2 min. 



Jin/^hhil^SwS^nlnrlk Rockbiter Weapon is your first weapon enhancement but it never loses its purpose- It directly i 
■ ■ M * thus your damage. It also increases the throat generated by each swing. 


increases your attack power and 


Rank 

Level 

f^ana 

Range 

Casting Ime 

Cooldown 

CostToTroin 

Effett K 

1 

1 

f5 

— 

IC 

— 

100 

Imbue Ihe Sbamm's weapon, incteasing attack power by 29 and allowiiq mefee altotb to cause oddilioriol threot when uairg tfwt weapon. LikIs for 5 mraitas, 

2 

3 

25 

— 

EC 

— 1 

1# 1 

Imbue the Shaman's weapon, increosing oilKk power by S3 onii allowing melee nttocks to cause oddirional threat when using that weapon. Lasts for 5 miriirtes. 

3 


SO 

— 

tc 

— 

18# 

Imbue the Shorwni's weapon, increasing altock power by 88 and allowing melca Qticichs to cause odditional threat when using thot weopon. Losts fot 5 minutEs. 

4 

24 

75 

— 

IC 

— 

35# 

Imbue tfie Shaman's weapon, increasing olliKk power by 129 chk! allowing mdee attacks to cause oddifianol threat when using that waopaai. lasts k 5 minirtes. 

5 

34 

too 

— 

IC 

— 

90# 

Imbue the Shomon's weapon, incrensing otlidc poworby 211 wwl allowing metee oltniJcs to cause odfritionol thieotwhen using thot wBopon. Lasts for 5 minutes. 

6 

44 

125 

— 

IC 

— 

1#8Q# 

Imbue the Shomon's weafwji, increoang ottark ptjwerhy 393 and allowing mdae ottocks to cuuse odditionGl threot when using thot weapon. Lasts tw 5 minutes. 

7 

54 

150 

— 

1C 


2 #90# 

Imbue the Shomon's weapon, increosaog otfirdc power by 554 and olowing melee attacks to cause additioiwl threot when uang that weapon, lasts (or 5 minutes. 




Lightning Shield increases the damage you deal if orsemios are attacking you. It's a reactive shield that has three charges. 


Rank 

Level 

Malta 

Range 

Costing Time 

Caoidown 

CoslToTroin 


1 

3 

45 

— 

IC 

— 

1# 

The coster is surrounded by 3 halls of lightning. When a spelL melee or ranged attack hils the oister, tbs attacker will be struck for 13 Moture domoge. This 
ejipeads orte li^tning ball. Only are ball will fire every few seconds, bsts 10 min. 

2 

16 

80 

— 

IC 

— 

18# 

The coster is surrounded by 3 bolls of lighttiing. Mren o spell, melee or tanged otrock hits the coster, tfie attacker will be struck for 29 Nature domirge. Tfiis 
expends one lighliiing ball. Only ono half will fire every few seconds. Losts 10 mh. 

3 

24 

125 

— 

IC 

— 

3S0 

The costae is suriaunded by 3 bals of tightring. When o spell, trvelee or tanged ottcck hits the caster, the oltoAer will be struck fw 51 Nature donwge. This 
expends one lightning hull. Only one ball will fire every few seconds. Losts 10 mia. 

4 

32 

130 

— 

IC 

— 

30# 

Hre costar is sumuadGcl by 3 balk of lightning. Whan a spdl, melee or ranged attack hits the caster, the attockai will be struck for 30 Naturo domDge. This 
expends one lightning iioll. Only one ball will fire every few secotitb. Losts 10 min. 

5 

40 

240 

— 

IC 

— 

1#20# 

Tire coster is surrounded by 3 bolls of lightning. Wbrai a spdl, melee or ranged attack hits the caster, llie otlotker will ba struck for 114 Nature damage. This 
expends one Eightnipg boll. Only one hall will Rre mi few seconds. Lasis 10 miti. 

6 

48 

305 

— 

If 

— 

2# 20# 

The caster is sutmwided by 3 balls of lighliiig. V^hen a spdl, melee or ranged otteck hits the castor, tlio ottocker will he struck for 154 Nature dannage. Th'is 
expends ono Hgfitning hdl. Only one bofi will lire every few seconds, losls 10 mirt. 

7 

56 

370 

— 

IC 

— 

3# 

The caster is surrauaded by 3 balls of lightning. When o spel, melee or ranged olladc hits the coster, Ifie ottnebr will he struck for 198 Naltire damoge. This 
expends one [(ghtemg holL Only one ball wil hte every few seconds, lasts 10 rain. 














































































Flameton§ue Weapon compfements your weapon enhancement list. Jt adds Fire damage to each swing of your weapon. 




Ghost mifi 


22 I 50 I Sltiny Fish Stales 


Rank level Mona Range Casrlng Time Coddown Cosi To Train Effecr 


Emhu 0 rtie Shomon's wsopaji with fife, todt hit causes 4.2 to 13 oddilwnol Fire damage, based on the speed of the waipotn. Slower weaptHts cause n 
per swing, lasts tor S minufes. 


Imbue Jtie Shomon's weapon with fire. Eadi hit causes 24.4 to 7B odditioriol Fire damage, b 
fire danwge per swing, lasts tor 5 minates. 


d on the spaed of the weopon. Slower weapons cause mare 


Imbue ie Sliontcn's weapon fire. Eadr hit causes 32.4 to 99.9 odditipnol Fire domoge, b 
more fire damage per swing, lasts for S minuEes. 


n the speed eftbe popon. Slower weapons cacise 


ofiEortuffTotem 


Strerigth of Earth Totem increases the strength of any parly members in range. 


Sunk 


Mono 

Ronge 

Coslitig Time 

Cooldowit 

CostToTraiit 

Effect ‘ 7“' rr ’. ' ■ 

1 

10 

25 


1C 

— 

4# 

Sumsnons o Strenglb of Earlh Ibtem wilh 5 liedth at the feet cf the coster. The lotem increoses the strength cf party reembers within 20 yoids by 10. Lasts 2 min. ' 

2 

24 

65 


1C 

— 

35# 

Summons a Str^igth uf Earth Totem with 5 koWi of the leer of It® cQSler. The lotem increases the strength of party members within 20 yards hy 20. Lasts 2 min. i 

3 

33 1 

155 

— 

1 C 

— 

i#ia# 

Swumans o Sireatgrti of Forth Tolu«i with 5 keofth at the foot of the caster. The Jolem incren^ the slroiigth of porty memheis within 20 yoids by 36. Lasts 2 min. 

4 

52 

275 

— 

iC 

— 

2Jrt 70# 

Summotts a Stroirgth d Earth Totem with 5 kealth ut the feet of the caster. The loiem increases ihe slreiiglh of parly mamheis within 20 yards by 61. LceIs 2 min. 

5 

m 

340 

— 

tc 

— 

— 

SumnifMK Q Strerglb oJ Eorih Totem with 5 kealth at Ihe feet of the caster. The latem increases the slreogtb of porty members within 20 yards by 7 7. Lists 2 min. 


f iliyjjfTife Stoneskin Totem Es a mainstay of many Shaman. It reduces the damage of ail melee attacks against you or other party members in 
* range. 


Rank Level Maria Range Casting Time Cod do wti Cost To Train Efbct 


Summons o Stoneskiu Totem with 5 fieofth nl the feet of the ccster. The Icitem protects party membeis wiltiin 20 yoids, recking melee damoge taken by 4. 
Lasts 4 S sec. 


1 Rank 

Lovef 

Mantf 

Rnage 

Costing Time 

Cooldown 

Casi To IraEn 

Effect 

1 

□l] 

too 

1 - 

3sec 

— 

22# 

Turns the shaman iutu a Ghost WoW, increasing speed by 40?t. fluty useable outdoors. 


Water Breathing can be cast with only the cost of a Shiny Fish Scale. 

It allows the target to travef beneath the wafer without worrying about 
drowning. 


Rank Level Mana Raagent Range Casting Time Coddav/n Cost Id Train Effect 


FrOStbrSa^WCoSSSl weapon is another good choice when you dor^T want aggro. It deals Cold damage and slows the movement speed 

— -j- -— . — ■ of enemies on each hit 


22 # 


Imiree Ibg Sbomon's weapon wilh frost. Each lit hos o (banco of causing 35 odditionol Frost damuge and slowing liie torgets msvemejit speed by 2S% for 
Ft S6C. Lasts far 5 minutes. 


Imbue Jtie Sfiumon's weapon with fire. Each hit caases 4.2 to 19.2 oddiltonat fire domoge, based on the speed of the weapon. Slowesf weapons cause more 
fire do mage per swng. lasts for 5 minute. 


Imbue the Shomon's weap&n with fire. Each hit causes 9.3 tu 28i odditionDl Fire damage, hosed on the speed of the weapon. Slower woapons cause more 
fire domage per swing, lasts fa 5 minutes. ___ 

Imbue the Shormn's wBopoit with fire. EaA hit causes 14.9 to 45.3 additfonal Fire damage, based on rhe speed of the weapon. Slower weapons cause 
mote fire damage per swijrg. Losts for 5 minutes. 


60# 


Imlbue the Sbomon's weapon wilh frost. Each lit bos u chance of causing 53 additional Frost damoge and Rawing Itie target's movement speed by 25% for 
3 sec. bsts for 5 minutes. 


1#1Q# 


liuihue the Shamon's weapon with lnKt. Each hit has a chance of rousing 34 additional Frost damuge and slowing the targefs moviemeiit speed by 25% for 
8 sec. Ijosts for 5 mimjCes. 


2 # 20 # 


Imbue the Sbamm's weapon wilh frost. Each lit has o chance of rousing 134 ndditiofial Frost dointigB and slowing Ihe toiget's movement speed hy 25% foi 

3 sec. LastsforSninyto. 


3 #20# 


Imbue the Sbomon's weapon with frost. Each lit has a diance of rousing 175 addiiiond Frost domoge ond slowing Ihe toigefs moivement speed by 25% for 
fi sec. lasts for 5 minutes. 


Summons a Stonesklu Totem with 5 heolrh at rt® feet of the coster. The totem protects porty membefs wiiin 20 yaids, reducing melee domegB token by 7, 
Lasts 1 min. 


Summons o Stonesklu Totem with S health at the feet of the roster. Ihe totem protects pnrty membets within 20 yoirk, redudng melee damage taken by 
11. Lasts 1 mk 


9D# 


Summons o Stonesklu Totem with 5 health at the feet of the roster. The totem proleds party members svirfiln 20 yaicfej reducing mfilee damoge tokon by 
16. Lasts 1 min. 


1 # eo # 


Summons o Stoneskia Totem with 5 health at Ihe feet oF the rosier. Hie totem prolods party members within 20 voids, rsdudng mdee damtfge faken by 
22. Lasts 1 min. 


2 4$ 90# 


Summons n Stoneskiu Totem with 5 health at the feet of the rosier. Hie talem protects party members within 20 yards, reducing mdae dannage token by 
30. Lasts 1 min. 


Ronk bvel Mnnti Rcinge Coslifig Time CooMown Cost To Train Effect 


35# 


Ghost Wolf IS the Shaman's travel form. It increases the Shaman's speed signifi¬ 
cantly and with the appropriate talent choice, its casting lime is triviaf. 


Alte the target lo breath underwater for 10 


























































































Frost Resistance Totem, like all resistance totems, is best used in a group. 


Rank 

level 

Mona 

Range 

Costing Time 

Cooldown 

Cost To Train 

Effect 

1 

24 

75 

— 

IC 

— 

35# 

Summons a Frost ResistoKe Totem with 5 health at the feet of the oister for 1 mn. The totem noeoses party members' frost resistance by 30, within 20 yards. 

2 

38 

150 

— 

1C 

— 

1#10# 

Summons o Frost ResistorKe Totem with 5 heolth ot the feet of the coster for 1 min. The totem increases porty members' host resistance by 45, ^ witbin 20 yords. 

3 

54 

180 

— 

IC 

— 

2#90# 

Summons a Frost Resistance Totem with 5 health at the feet of the coster for 1 min. The totem increases party members' host resistance by 60, if within 20 yords. 

e 

1 Fnr ^ outdoors. It moves the Shaman's consciousness to another location that is 


----- 

O T' 


Rank 

level 

Mann 

Range 

Casting Time 

Cooldown 

Cost To Train 

Effect 


1 N/A 1 

26 

80 

50000 

2sec 

— 

40# 

Chonges Ihe caster's viewpoint to the targeted locotiofl. lasts 60 seconds. Only useoble outdoors. 


Fite ResistSli^So^^StF Resistance Totem Is best used in a group. Unlike many of the other resistance totems however. Fire Resistance Totem 

. . . .. ' is used fairly often as many of the high-end dungeons and raids have enemies that use Fire based attacks. 



Rank 

Level 

Mana 

Range 

Casting Time 

Cooldown 

Cost To Train 

EHmI . 

1 

28 

75 

— 

IC 

— 

60# 

Summons a Fire ResistorKe Totem with 5 hedth of the feet of the caster for 1 min that inaeoses the fire resistance of porty members within 20 yards by 30. 

2 

42 

120 

— 

IC 

— 

1#60# 

Summons a Fire Rcsistonce Totem with 5 health ot the feet of the coster for 1 min thot increoses the fire resistonce of porty members within 20 yords by 45. 

3 

58 

180 

— 

IC 

— 

3#20# 

Summons a Fire Resistonce Totem with 5 heolth of the feet of the coster for 1 min thot inaeoses the fire reststonce of party members within 20 yards by 60. 


Water Walki^^ 


Water Walking Is both fun and useful. Beyond running around your friends while they swim across a river 
or lake, you can cast this spell on other people to increase the entire group's travel speed. Any damage 
taken dispels this effect and it requires one Fish Oil. 


Rank 

level 

Mann 

Reagent 

Range 

Casting Time 

Cooldown 

Cost To Troin 

Effect 

1 N/A 

28 

95 

Fish Oil 

30 

IC 

— 

60# 

Allows the friettdly target to walk oaoss water for 10 min. Any domoge caused will concel Ihe effect. 


Astral Recall transports the Shaman back to his or her bind point. Since it only has 
A cfw/t] ^ fifteen minute cooldown, It's better than a Hearthstone, and you can still use 

■ your Hearthstone 


Rank 

level 

Mona 

Range 

Casting Time 

Cooldown 

Cost To Train 

Effect 

1 N/A 

30 

150 

— 

lOsec 

15 minutes 

70# 

Yonb the caster through the twisting nether back to his home location. 



Grounding Totem can protect you and your teammates from harmful spells. 


Rank 

level 

Mona 

Range 

Casting Ttme 

Cooldown 

Cost To Train 

Effect 

N/A 

30 

6Xol 

bose 


IC 

15 seconds 

70# 

Summons a Grounding Totem with 5 heolth at the feet of Ihe coster tliat will redirect one harmful spell cost on o neorby porty member to itself every 10 
seconds. Will not redirect area of effect spells, lasts 45 secs. 


Nature^ResistancelrFotein • 


Nature Resistance Totem increases all party members Nature Resistance as long as they are within range. 


Rank 

level 

Mann 

Range 

Casting Time 

Cooldown 

Cost To Train 


1 

30 

75 

— 

IC 

— 

70# 

Summons o Noture Resistance Totem with 5 health ot the feet of the caster for 1 min thot increases the nature resistonce of porty members within 20 yords 
by 30. 

2 

44 

120 

— 

IC 

— 

1 #80# 

Summons o Noture Resistance Totem with 5 health at the feet of the coster for 1 min thot increases the nature reliance of party members within 20 yards 
by 45. 

3 

60 

180 

— 

IC 

— 

3#40# 

Summons a Nature Resistance Totem wilh 5 heolth ot the feet of the coster for 1 min that increases the iKiture reststonce of porty members within 20 yards 
by 60. 


Win/lfiirvSw^flnnni^ Windfury Weapon is useful to all Shaman, but very useful to Shaman using two-handed weapons or very slow one-handed 
■ -I weapons. This gives you weapon a chance to take two addition swings immediately with an attack power bonus. 


Rank 

level 

Mono 

Range 

Costing Time 

Cooldown 

Cost To Train 

Effect 

1 

30 

90 

— 

IC 

— 

70# 

Imbue the Shaman's weopon with wind. Each hit hos a 20% chonce of granting you 2 extra ottocks with 46 extra attock power, lasts for 5 minutes. 

2 

40 

115 

— 

IC 

— 

1 # 20 # 

Imbue the Shomon's weopon with wind. Each hit hos o 20% chotKe of granting you 2 extra ottocks with 119 extra olfock power, losts for 5 minutes. 

3 

50 

140 

— 

IC 

— 

2 #40# 

Imbue the Shomon's weapon wilh wind. Each hit hos o 20% chonre of granting you 2 extio ottocks with 249 extra attack power, lasts for 5 minutes. 

4 

60 

165 

- 

IC 

— 

3» 

Imbue the Shaman's weapon with wind. Each hit has o 20% chance of granting you 2 extra ottocks with 333 extra attack power, losts for 5 minutes. 



Windfury Totem works very similarly to Windfury Weapon. This gives all party members a chance to take an addition swing with 
an attack power bonus. 


Rank 

level 

Mono 

Range 

Casting Time 

Cooldown 

Cost To Train 

effoct 

1 

32 

115 

— 

IC 

— 

80# 

Summons a Windfury Totem with 5 health at the feet of the caster. The totem enchants all party members mairHiond weopons with wind, tf they are within 

20 yards. Each hit has o 20% chance of granting the ottocker 1 extra ottock with 122 extra ottock power, losts 2 min. 

2 

42 

175 

— 

IC 

— 

l#60# 

Summons o Windfury Totem with 5 Ireolth at the feet of the caster. The totem enchants ol porty membe5 moin-hond weapons with wind, if they ore within 

20 yards, loch hit hos a 20% chonce of granting the ottocker 1 extra ottock with 229 extra ottock power, lasts 2 min. 

3 

52 

250 

— 

IC 

— 

2# 70# 

Summons a Windfury Totem with 5 health ot the feet of the coster. The totem enchonts ol porty mombors moiihhand weapons with wind, if they ore within 

20 yords. Eoch htt hos a 20% chocKe of granting the ottocker 1 extra ottock with 315 extra ottock power, losts 2 min. 
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Sstl try ‘To sentry Totem immediately shifts the ShamarTs view to the (otem. To switch back and forth, dick on the icon ai the top of the screen. 


Rank 

Level 


Range 

Costing Time 

CoQldown 

Cost To Train 

N/A 

34 

65 

— 

1- 

1C 

— 

90# 


SummoiK an tmrriDhiJe Sejitry Totem with 100 kalth ot ^ mmks that ottack it RighKlid 

on bwff to swilth Iwdc and forth between icrtem slglrt and Shomon sight 


I 


Windwai] Totem is very similar to the Stoneskin Totem. It reduces the damage from ranged attacks. 


Ronk 

Levef 

liflonti 

Range 

(asifng Time 

Caoldown 

Cost To Train 

effect 

1 

36 

US 

— 

|[ 


1# 

Summons n WwdwnB Totem with 5 heolth ot tlie feet of the ensJar. Tho totem piotocfc porty members withir 20 yards, (feduerng rpnged ^mage token by 

32. te 2 mins. “ 

2 

46 

170 

— 

1C 

— 

2# 

Summons n WihdwoB Totem with 5 heailii et the feet of the castei. Tlio totem pmtocts party members iNithin 20 yards-, teduemg Tnngd-damage taken by 

50. Losls 2 mins. 

3 

56 

225 

— 

1C 

— 

3# 

Summons o Wtndwall Tolem with 5 health ot the feet af the caster. The totem protects porty members withitf'-20 yQfds,-iedu^igfi^ dpmage taken by 

64. Lcisb 2 mins. 


Qi 


Grace 


- Grace of Air Totem is most effochve in parties with Hunters and Rogues. ]t increases the aglliiy of party members nearby 


Hank 

level 

Mana 

Range 

tabling Time 

Co0ldown 

Cosf To Train 

Effect 

1 

42 

i 155 

— 

tc 

__ 

1#60# 

Summfflrs a Grace of Air Totem with 5 hdlh ot the feei of the taster. The tolem Inaeosieis the aglliiy of party members within 20 yards by 43. Lasts 1.25 mie. 

2 

! 56 

. 250 

— 

1C 

— 

3# 

Summons a Grace of Air Totem with 5 health ai the faei of Ihe caster. The tolem loaeoscs the ogilib of party members within 20 yards by 67, Lasts 1.50 min. 

3 

60 

310 


1C 

— 

— 

Suiriinons o Grace of Air Totem with 5 bdih at the feet of the cosier. The totem itwreoses ihe ogillty of party members within 20 yds by 77. Lasts 2 min. 


Restoration^ 




Rank 

Minimum Level 

Mena 

Range 

Casting Time 

Coaldovi/n 

Cost To Train 

Effect 

n 

50 

3^14 of base 

— 

1C 

— 

2# 40# 

Summons a Tranquil Air Totem with 5 health at the feei of the taster. Ibe totem reduces the threat caused by alt party 
members within 20 yards by 20%. Lasts 2 mins. 


Healing Wave ts your basic and largest heal. It's casbng time 
u r*—increases with each rank and can only be slightly reduced by 

Heahn^Wave 


Rank 

ieve! 

Mana 

Range 

Casting Time 

Csoldown 

Cost To Train 

Effect i 

1 

1 

25 

40 yd 

1.5 sec 

— 


Heals 0 Jnend^ target far 34 to 44. 

2 

6 

45 

40 yd 

2sec 

— 

1 # 

Heals 0 friendly target for 64 to 78. 

3 

12 

80 

40 yd 

2.5 sec 

— 

s# 

! Heals a fiiendEy target for 1 29 to 155. 

4 

18 

155 

40 yd 

3 sec 

~ 

20# 

Heals a friendly torgetfar 268 to 316. 

5 

24 

200 

40 yd : 

3S6C 

— 

35 « 

Heals a friendly tor^for 376 to 440. 

6 

32 

265 

40vd : 

3sec 

— 

30 9 

j Heals 0 friendly target for 536 to 622. 

7 

40 

340 

40 yd 

3set 

— 

1 #20# 

HkiIs 0 friendly target tar 740 to 854. 

a 

48 

440 

40 yd 

3 SBC 

— 

2 # 20 # 

Heals 0 friendly target for 1017 ta 1167, 

9 

56 

560 

40 yd 

3sec 

— 

3# 

Heals 0 friendly target far 1367 to 1561. 

ID 

60 

620 

40yd 

3 sec 

— 

— 

Heals 0 friendly larget far 16 20 to 1850. 




Ancestrai Spirit allows the Shaman to resurrect others. This can be used on people in your party or not, but cannot 
be used to resurrect enemy forces. 


Rartk 

Level 

Mona 

Ronge 

Casting Time 

Cooldown 

Cosi To Train 

Effect 

1 

12 

mafiMfie 

30 yd 

lOsec 

— 

- 1 

8# 

RehJffis the spitir ra the body, rBstaiing a dead target to life vrith 65 health and 120 mma. Carnot be cost when n cambut. 

2 

24 

mnflnse 

3D yd 

lOsec 

— 

35# 

Returns the spirit ta Ihe body, restoring a dead target to life with 150 health oird 260 muiw. Crmnot he cost whea in combat. 

3 

36 

90% of hose 

30 yd 

lOsec 

— 

1# 

Returns the spirit to the body, restorirtg a dead target to fife with 250 healib and 420 mana. Cormoi he cast wben in corrrbat. 

4 

48 

m of hose 

30 yd 

lOsoc 

— 

79 209 

Returns the spirit to the body, rastoriitg a dead target lo life with 400 heallti nod 600 moiw. Comiof be atstwheri iir cambat. 

5 

60 

90% of base 

30 yd 

lOsoc 

— 

3# 40# 

Returns the spirit to ihe body, restodng a deod target to life with 600 Healltr ond 800 mana. Cannot he castwhc^ in combat. 



Cure Poison Is an instant spell, use it if a single parly member is 
Cure ^ ^'Sht or if your Poison Cleansing Totem IsrTt acting 


quickly enough to keep the party clean. 


1 Rank 

Level 

Mtinu 

Range 

Casling Time 

Caoltfown 

Cost To Train 

Effect 

1 

MM 

Kothne 

[soyd] 

1C 

— 

13# 

Cures 1 poison elfect on the teget. 



Tremor^Tot^m 


Tremor Totem can save a party. This totem shakes the ground around it and can dispel sleep, fear, and charm effects. 


Rank 


Mana 

Range 

Casting Time 

Coolcfawn 

CostToIrmn 

Effect 

N/A 

]8 

75 

— 


— 

20# 

Summons o Treinar Totem with 5 heolth ot the faet of the caster that shakes the grown] oratind it, removing Fear, Chaim, Mid Sleep effects km party 
mambas witbin 20 yards. Losis 1.5 min. 























































































































Les&er Healing Wave is your fastest heal without use of talents. This heal is 
mernbers are under attack as it's more im- 
— ■ portant to keep what little health they have restored than to conserve mana* 


Rank 

Uva! 

Manei 

Ronge 

Calling Time 

Cooldown 

Cost To Train 

Effed 

1 

20 

lOS 

40yd 

1.5 sec 

— 

22# 

Heob u friendlv largetftir U 2 to 186. 

2 

28 

US 

40 yd 

; 1.5 sec 

— 


' Heats Q frieitdlv target for 247 to 281. 

3 

36 

185 

dOyef 

l.Ssec 

— 

1# 

Heels a friendly target for 337 to 381. 

4 

44 

235 

40ytl 

1.5 sec 

“ ; 

1#3{)# 

Heals a friendly torgei far 458 to 514. 

5 

52 

305 

40 yd 

1.5 sec 

— 

2#70# 

Hds D friendly larger let 631 lo 705. 

6 

60 

380 

40 yd 

1.5 set 

— 

3#40# 

Heols 0 friendly Jargetfcn 832 to 928. 



Cure Disease b instant and should be used immediately when 
nio^Sc^'' ^ member is infected as some diseases can quickly 


I Rank 

Level 

Mona 

■ Range 

Caslingljina 

(aoldewn 

CostToIrotn 

Effert 


22 

9^ of hose 1 

1 SOydJ 

1C 


30# 

Cures 1 disease on the iDiget. 



Poison GlsS^siu&^OLf^IU cleansing Totem is a water totem, but is far more mana efficient if you're fighting an enemy that will poison 

— »■' ■ ■ - — ■ multipfe party members or poison several times. 


Rank 

Level 

Manq 

Raage 

Casting Time 

toldown 

Co5i To Train 

Effec! ! 

N/A 

22 

10% of base 

— 

1C 

— 

30 « 

SunimofK a Ptiison Cleansing Totem with 5 Heoflh ct the feet d the easier Itwf altenijrts to retnove 1 poisoEi affect from party members within 20 
yards every S seconds. Lasts 2 mins. 



Healing Stream Totem slowly restores your party's health. It sbouldnT be used as the sole healing a party receivies, but it 
,— can certainly supplement healing. 



Ronk 

Level 

fAana 

Range 

Costing Time 

(ooldowa 

CesI To Train 

Effetl 

1 

20 

40 

— 

1C 

~ 

— 

Summons a Heafing Slieam Totem with 5 health al Iho foot of the taslet (w 1 min that heals group iti&mbers wiltiiii 20 yaitb for 6 every 2 sac. 

2 

30 

50 

— 

1C 

— 

70 « 

Summons a Healing Slream ToEem wilfi 5 health at Ihe fsetd the costet foi 1 mm that beob group membera wifhin 20 yards for B every 2 secffltds. 

3 

40 

60 

— 

!C 


1#20# 

Summons o Healmg Siream lotem with S health at Ihe feet d the oKEerfot 1 min that ImmIs group members within 20 yards for TO every 2 seconds. 

4 

50 

70 

— 

iC 

— 

2^40* 

Summons o Healing Stream Totem with 5 hoollli of the fed of die coster for 1 min flint heels group rnemkrs within 20 yords for 12 every 2 seionds. 

S 

60 

80 

— 

1C 


3 #40# 

Summons o HEaling Stream Totem with 5 tieellti at the feet of ifio oosterlw 1 min tho! Eioals group members within 20 yards fat 14 every 2 seconds. 

M 

1 ManaS^^'^^i lUX 

Spring Totem, similar to Healing Stream Totem, slowly restores the mana of party members. It's useful if you have 

He mana users in your party. 

■ 

Rank 

Level ' 

Mana 

Range 

Costing Time 

Coofdovm 

Cast To Train 

Effecl ... 

1 

26 

40 

— 

IC 

— 

40# 

Summons o Mona Spring Totem with 5 Iwallfi at the feet of lire coster for 1 miti that lestores 4 moita ever^ 2 seconds lo group membeis within 20 yiuds. 

2 

36 

60 

— 

1C 

— 

1 # 

Stimmons a Mofio Spring Totem with 5 health ot tha lastof ihe coster for 1 mio that restores 6 moiw every 2 seconds lo group membejs within 20 yonls. 

3 

46 

80 

— 

1C 

— 

2# 

Summons q Wane Spring Totem with 5 hfidih otthe feet d Ihe caster for 1 min that restores 8 mora every 2 seconds lo group membeis within 20 yairfs, 

4 

56 

100 

— 

1C 

— 

3# 

Stunmons a 74ono Spring Totem with 5 health o! the fesft of Itio taster for 1 min Jhai restores 10 mom every 2 seconds to group memhejs withirr 20 pds. ^ 



Reincarnation^ 


Reincarnation allows a Shaman to resurrect themselves. This has a long cooldown (one 
hour without talents) and requires the Shaman to have an Ankh in her inventory {which is 
consumed on resurrection). 


Ronk 

isvel 

Reagent 

Range 

Cosling time 

Cooldown 

Cost To Train 

Effecl 

N/4 30 

Mh 

Self 

IC 

1 hour 

70# 

Alows you b resurrec! yoorself upon death with 20% health end mano. Useable once per hoiir. 


i-fc - Disease Cieasine Totem periodically dears one disease effect from all party members in range. Against multiple 

Dis ease Glmnsmgm>tem _ that use disease effects, thb totem b very man^i cfficiem. 


Sttmmofis 0 Diseose Cbisifig TolBm wiih 5 heallli u\ Ihe feet of Jtio tosier that anempits to retnovs 1 disetise effect from porty jnembecs within 20 
yards ewsry S seowids. Lasts 2 mins. 


Chain 


Chain Heal is a slower cast heal that heals up to three targets if they are dose enough together. It isn't as powerful as either of 
, the healing waves, but allows you to heal muUipie people at once. 


Rank 

Level 

Mona 

Range 

Casting Titne 

Coolda^n 

Cost To Train 

i^BHB 

1 

40 

260 

40 yd 

2.5 sec 



Heals the friendly target for 320 to 368, then ^mps to heal odditkiml nearby targets. If cast on a party mambef, the beql will only jump fo other porty 
members. Each jump reduces the eRedvemss d the hd by 50%. Heals 3 ranged lurgefc. 

2 

46 

315 

40 yd 

2.5 sec 

— 

2# 

Heols die friendly target for 405 to 465, then jjumps lo heal dditioiQl nearby targets, [f cast on o porty membw, Ihe heal will only jump Jo other poriy 
ttiemhers. Eoch lump reduces fhe effectiverbess of the heal by 50%. Heals 3 ronged lorgets. 

3 

54 

405 

40 yd 

ZSsec 

— 

2#90# 

Heals the friendly target for 551 to 629, then jumps Is heal addilioiwl nearby targets. If cast on a party member, the heal wilf only [ump lo other potly 
tnembers. Cach jump reduces the effetlweness of the heal by 50%. Heols 3 ranged targets. 
























































































































Mana Tide Totem is learned through talents, but can be extremely usefbl in long fights. It restores a reasonable amount of mana 
to all party members in range quickly. 


Rank 

Minimum Level 

Mono 

fiange 

Casting Hme 

Cbolilown 

Cos! Tn Train 

Effect . ' "... 


40 

zo 

— 

1C 

Sniinutes 

— 

SummoiB a Ma Tide Totem wifh 5 hditi at the feetd tlie coster (oH 2 sec that restores 1 70 niona every 3 seconds tti group members wlltiin 
ZOyfflib. 

2 

4fl 

40 

— 

1C 

5 manures 

ss# 

Swmiwns a Maw Tkfe Totem yiijh S tieollh ot the feet of the coster for 12 sec Jhot restores 230 mafia every 3 secofwk to group memlbets wittun 
20 yoids. 

3 

S8 

£0 

— 

1C 

Sminirtes 

80# 

Summons o Muno Tde Totem with 5 health ot the feet of the Ulster for T 2 sec that restores 290 man every 3 secomls to group members iNirhin 
20 ynrds. 



Rank 

Prerequisites 

Effect 

□□ 

5 Points in Idol Mostery, 20 Nnis In ResIcMtion 

iVhen adivoted ywir next Natire spdl with o casting lime fess thon 10 sec becomes on mstunl cost spdi. 



The Shaman class can fulfill a variety of 
roles. The talents you choose determine 
which roles you can fill well and which 
you are mediocre at. The raw damage of 
the Elemental tree, the melee capabilities 
of the Enhancement tree, or the sustain¬ 
ing power of the Restoration tree are all 
viable options. Read each carefully and 
choose the one that fils your view of the 
Shaman. 


Elemental- - ■ 

The Elemental tree gives a number of abilities that Encrease the damage, add effects 
tOf or Increase the duration of your spells. Its ability to cause large bursts of darrtage 
and to hinder enemies make it an intuitive choice for the PvP Shaman, Shaman lend 
to have smafler mana pools than other casters, but with this line, you can do compa¬ 
rable damage until your mana depletes. 

This line is best for reducing the cooldown, while increasing damage and critical 
chance, of your shock spells. It also increases the hindering ability of your Earihbind 
Totem, the damage of your fire totems, and improves your lightning spells signifi¬ 
cantly. Elemental Shaman are fairly feared in PvP as they can deal a lot of damage 
very quickly. In PvE, this tree can gel you in trouble if not moderated. You deal a lot 
of damage very quickly, but have no tools to reduce your threat. Cast in moderation 
or end up tanking the enemy. 

Enhancement**' ’■ 

Enhancement Shaman can stand shoulder to shoulder with Warriors and Rogues. 
They concentrate on developing their meiee damage and mitigation while increasing 
the power of their group-effecting totems. Learning to wield two-handed maces and 
axes is a sign of what Enhancement Shaman are all about; increasing melee damage 
by ignoring the more rraditional healing and casting roles. 



Restoration Shaman aren't as devastating in PvP as Elemental Shaman and slower at 
soloing than Enhancement Shaman. The real bread and butter of the Restoration line 
comes from what they can bring to a party. 


The primary factor in determining Sha¬ 
man strategy rests on the duration of an 
upcoming fight. In longer fights, Shaman 
bring more and more interesting things 
to a group {and even to some extent 
gain this complexity while soloIngT 
Shaman are most efficient and exciting 
when pressured into using many of their 
special AoE totems, which are pivotal in 
distinguishing this class from its rivals. 


When you and your group are threatened, the class has many tricks to come out on 
top. In battles where there is risk to the party and a powerful monster {or a number of 
lesser foes), it's amazing to see what the totems can accomplish over lime. Drop your 
Sloneskin Totem and reduce incoming damage right off the bat! 

Reducing each enemy attacks by six points (for example), adds up to hundreds of 
saved mana In healing when a group goes through 15-20 rounds of attacks against 
multiple foes. Considering this totem lasts for an entire minute, those numbers are 
entirely legitimate. 

The same math applies to Healing Stream Totems. Though each tick seems like a 
trivial sum of health to restore, these powerhouses of Heal Over Time efficiency cost 
very little to drop, take no time to prepare, and account for about an entire Lesser 
Healing Wave worth of health to each member of the party who is damaged during 
the next minute. You jusi canT beat efficiency like that, even If only one or two party 
members are taking damage. 


STRATEGIES 



Survival 


Many Shaman lake some of the Er>hancement tree for at least the Increase in mana. 
PvP oriented Shaman love the decrease in Ghostwolf casting time as it makes them 
very mobllD on the field. The heavy Enhancement Shaman enjoy a higher block 
chance fif they are using a shield), a higher parry chance, higher critical strike 
chance with weapons, and increased weapon damage over all At lower levels, these 
Shaman can even perform the role of tank in dungeon groups. This shouldn't be 
attempted in later dungeons as the difference in mitigation between plate and mall 
armor becomes more pronounced as enemies deal more damage. 

Restoration^"-^ 

White any Shaman can heal when needed, the Restoration Shaman excels at it. They 
give up the Increased damage of the Elemental line, and the improved melee of the 
Enhancement line, to significantly increase their ability to heal. While the healing 
power of a Restoration Shaman cannot rivaJ that of a Rejuvenation Druid or Holy 
Priest, it can make for a wonderful backup healer or even a primary healer. 

Restoration Shaman have no ability to remove aggro once it's on them, but they can 
reduce the threat generated by their healing spells and can reduce the interruption 
caused by damage. This allows you to continue healing yourself or others when 
enemies have turned their focus to you. With the increa.sed survivability granted by 
your mall armor and shield, you can survive long enough for your party to pufI the 
.enemies off you. Increasing the critical chance of healing spelts and giving you an 
iinstanl spell every few minutes makes you adept at keeping party member^ alive, 
whjJe adding a number of effects to the targets of your heals (Increased armor and 
increased healing efficiency) makes your main tank even more powerful. 


Backup Healing 

Shaman have the ability to fight up close and do magical damage, so there are times 
when it doesn't seem like It is a Shaman's "duty'' to heal. This is a complex issue, 
and, in the end, it is a personal decision, but there are a few points to make. 

Shaman have the ability to save lives, as do all healing classes. Dealing damage 
saves lives when the damage brings down a target that is threatening the group. 
Healing saves a life when it restores a person who would have fallen before the at¬ 
tacking enemies were slain. If you are in a group that is about to lose a member due 
to an attack, it is your responsibility to drop into healing duties for a time. Even in a 
selfish sense, everyone benefits from keeping each member alive during a fight be¬ 
cause losing a person leads to major downtime (for a corpse run or for resurrection). 

And, from a mana perspective, it costs much more to bring someone back from the 
dead than it does to give them a bit of healing. 

Looked at from a different angle, there Is a great deal of good to be done by a sec¬ 
ondary healer. Shaman have much belter armor than Priests, especially in the later 
game. Healing a wounded character saves the primary healer from getting aggro; this 
is doubly important when the person being heaJed is the primary healer. 

Shaman specced in the Restoration tree actually become quite skilled in healing. 
Combining this and an Intellect equipment build, a person can support entire groups 
as if playing a traditional Priest 


























CONVECTION_5 

Reduces the Mana cost of your Shock, Lightning Bolt and Chain 
Lightning spells by 2% (Per Rank). 

CONCUSSION_5 

Increases the damage done by your Lightning Bolt, Chain 
Lightning aixi Shock spells by t% (Per Rank). 

EARTH S GRASP_2 

Increases the Health of your Stoneclaw Totem by 25% (Per 
Rank) and your Earthbind Totem by 10% (Per Rank). 

ELEMENTAL WARDING_3 

Reduces damage taken from Fire, Frost and Nature effects by 
4%. Progression 4/7/10. 

CALL OF FLAME_3 

Increases the damage done by your Fire Totems by 5% (Per Rank). 
ELEMENTAL FCXUS_L 

Gives you a 10% chance to enter a Clearcasting state after 
casting any Fire, Frost, or Nature damage spell. The Clearcasting 
state reduces the mana cost of your next damage spell by 100%. 
REVERBERATION_5 

Reduces the cooldown of your Shock spells by 0.2 sec (Per Rank). 
CALL Of THUNDER_5 

Increases the critical strike chance of your Lightning Bolt and 
Chain Lightning spells by 1%. Progression 1/2/3/4/6 
IMPROVED RRE NOVA TOTEM_2 

Reduces the delay before your Fire Nova Totem activates by 
1 sec. (Per Rank) and decreases the threat generated by your 
Magma Totem by 25% (Per Rank). 

EYE OF THE STORM_3 

Gives you a 33% chance to gain the Focused Casting effect that 
lasts for 6 sec after being the victim of a melee or ranged critical 
strike. The Focused Casting effect prevents you from losing 
casting lime when taking damage. Progression 33/66/100. 
ELEMENTAL DEVASTATION_3 

Your offensive spell criis will increase your chance to get a 
critical strike with melee attacks by 3% (Per Rank) for 10 sec. 
STORM REACH_2 

Increases the range of your Lightning Bolt and Chain Lightning 
spells by 3 yards (Per Rank). 

ELEMENTAL FURY_t 

Increases the critical strike damage bonus of your Searing, 
Magma, and Fire Nova Totems and your Fire, Frost, and Nature 
spells by 100%. 

LIGHTNING MASTERY_5 

Reduces the cast time of your Lightning Boll and Chain Lightning 
spells by 0.2 sec (Per Rank). 

ELEMENTAL MASTERY_L 

When activated, this spell gives your next Fire, Frost, or Nature 
damage spell a 100% critical strike chance and reduces the 
mana cost by 100%. 


ANCESTRAL KNOWLEDGE_5 

Increases your maximum Mana by 1% (Per Rank). 

SHIELD SPECIALIZATION_5 

Increases your chance to block attacks with a shield by 1% (Per 
Rank) and increases the amount blocked by 5% (Per Rank). 
GUARDIAN TOTEMS_2 

Increases the amount of damage reduced by your Stoneskin 
Totem and Windwall Totem by 10% (Per Rank) and the 
cooldown of your Grounding Totem by 1 sec. (Per Rank). 
THUNDERING STRIKES_5 

Improves your chance to get a critical strike with your weapon 
attacks by 1% (Per Rank). 

IMPROVED GHOST WOLF_2 

Reduces the cast time of your Ghost Wolf spell by 1 sec (Per Rank). 
IMPROVED LIGHTNING SHIELD_3 

Increases the damage done by your Lightning Shield orbs by 5% 
(Per Rank). 

ENHANONG TOTEMS_2 

Increases the effect of your Strength of Earth and Grace of Air 
Totems by 8%. Progression 8/15. 

TWO-HANDED AXES AND MACES_ { 

Allows you to use Two-Har>ded Axes and Two-Handed Maces. 
ANTICIPATION_5 

Increases your chance to dodge by an additional 1% (Per Rank). 
FLURRY_5 

Increases your attack speed by 10% for your next 3 swings after 
dealing a critical strike. Progression; 10%/l 5%/20%/25%/30% 
TOUGHNESS_5 

Increases your armor value from items by 2% (Per Rank). 
IMPROVED WEAPON TQTEiVlS_2 

Increases the melee attack power bonus of your Windfury Totem 
by 15% (Per Rank) and increases the damage caused by your 
Flametongiie Totem by 6% (Per Rank). 

ELEMENTAL WEAPONS_3 

Increases the melee attack power bonus of your Rockbiter 
Weapon by 7% (Progression 7/14/20), your Windfury Weapon 
effect by 13% (Progression 13/27/40) and increases the damage 
caused by your Flametongue Weapon and Frostbrand Weapon 
by 5% (Per Rank). 

PARRY_1 

Gives a chance to parry enemy melee attacks. 

WEAPON MASTER.Y_5 

Increases the damage you deal with all weapons by 2%. 
STORMSTRIKE_L 

Gives you an extra attack. In addition, the next 2 sources of 
Nature damage dealt to the target are increased by 20%. Lasts 
12 secs. 


IMPROVED HEALING WAVE_5 

Reduces the casting time of your Flealing Wave spell by 0.1 sec 
(Per Rank). 

TIDAL FOCUS_5 

Reduces the Mana cost of your healing spells by 1 % (Per Rank). 
IMPROVED REINCARNATION_2 

Reduces the cooldown of your Reincarnation spell by 10 min 
(Per Rank) and increases the amount of health and mana you 
reincarnate with by an additional 10% (Per Rank). 

ANCESTRAL HEALING_3 

Increases your target's armor value from items by 8% 

(Progression 8/16/25) for 15 sec after getting a critical effect from 
one of your healing spells. 

TOTEMIC FOCUS_5 

Reduces the Mana cost of your totems by 5% (Per Rank). 

NATURE S GUIDANCE_3 

Increases your chance to hit with melee attacks and spells by 
1% (Per Rank). 

HEALING FOCUS_5 


Gives you a 14% chance (Per Rank) to avoid interruption caused 
by damage while casting any healing spell. 

TOTEA4IC MASTERY_I. 

Restoration The radius of your totems that affect friendly 
targets is increased to 30 yd. 

HEALING GRACE_3 

Reduces the threat generated by your healing spells by 5% (Per 
Rank). 

RESTORATIVE TOTEMS_5 

Increases the effect of your Mana Spring and Healing Stream 
Totems by 5% (Per Rank). 

TIDAL MASTERY_5 

Increases the critical effect chance of your healing and lightning 
spells by 1% (Per Rank). 

HEALING WAY_3 

Your Healing Wave spells have a 33% (Progression 33/66/100) 
chance to increase the subsequent Healing Wave spells on that 
target by 6% for 15 sec. This effect will stack up to 3 limes. 
NATURE S SWIFTNESS_ I 

When activated your next Nature spell with a casting time less 
than 10 sec becomes an instant cast spell. 

PURIFICATION_5 

Increases the effectiveness of your healing spells by 2% (Per Rank). 
MANA TIDE TOTEM_1. 

Summons a Mana Tide Totem with 5 health at the feet of the 
caster for 12 sec that restores 170 mana every 3 seconds to 
group members within 20 yards. 



















































































































Backup ^Tanking 


CoNTROLUNG*-A ggro 



Though not as armored as WarrEors and not a$ evasive as Rogues, Shaman can 
perform quite adequately as backup tanks if the party is fighting too many for the 
tank to hold, Earthshock to gain the target's interest; and switch back to the party's 
primary target. 

Keeping the target where the main tank can see it keeps him from running around 
looking for the ping-ponged mob and gives him a chance to pullit off you rf your 
health gets too low. Healing yourself keeps you alive and further angers the enemy. 
Should the enemy peel off of you, hit it with another Earthshock to remind it that you 
aren't to be trifled with. 


While Shaman have no way to reduce threat already generated, they still have a 
number of tools to control aggro in group settings. The primary use of their tools is to 
collect aggro. When using them to keep softer party members from harm; there are 
few downsides to this. If the main tank is controlling aggro without help, there is no 
need to use these, but if the main tank is having trouble, a little work on your part 
can salvage a poor fight. 

Using Rockbiter Weapon keeps a target or) you even with other party members blasts 
ing away (provided they don't overdo itK It generates more damage than your attacks 
normally would and is great for holding an enemy while others finish it. 


This has a few dangers as Shaman have no way to reduce threat once they have 
generated it. Once an enemy is on yoU; it often takes someone taunimg it off or 
simply killing it. 

Remember that you are sturdier than many of the other classes out there. If you see 
an enemy break off the tank and make a run at a softer party member, pull it off and 
drag it back to the main tank. With all enemies kepi near the tank, It makes his job 
much easier and thus makes the party's chances of survival much higher. 

WoRKiNG^WiTH 'Other Shaman 


Earthshock generates a lot of threat quickly. It deals modest damage Enstaratly and 
really pisses the enemy off. Use this to pull undamaged enemies off softer party 
members. One Earthshock holds an enemy's interest for quite some lime, but it won't 
be enough to give your tank trouble when she tries to pull the enemy off you. 

Healing is another way to draw aggro from undamaged enemies. Healing die most 
damage person in the party (while a good idea as it helps them survive) also builds a 
reasonable bit of threat. Healing yourself keeps you alive and continues to add threat 
to the enemies. Do this when your tank is having a really tough time and your party 
isn't focusing fire weli. 


Shaman tan only drop one totem from a given element at a time. Having multiple 
Shaman in a party alJows for many more totems to be dropped. While the totems do 
not stack (two Stones kin Totems donT double the amount absorbed for example), 
having other Shaman around allows you to divvy totem duties and stack many more 
effects on the party. 

Determine in advance who drops what. Having one drop Wjndfury Totem and 
Stoneskin Totem while another drops Grace of Air Totem and Strength of Earth 
Totem greatly increases the damage your party deals while still reducing the damage 
taken by enemies. 

T he only totems that stack are damage totems. Two Magma Totems inflict double the 
damage to all enemies in the area. Multiple Shaman can be quite damaging without 
ever engaging the enemy. 

As for additional duties, they can be divided as well. If healing is in good shape with 
just one of the Shaman staying on backup duty, the other can switch to a more ag¬ 
gressive posture and help knock the enemies down faster. In the event that your cast¬ 
ing draws brief aggro, use Lightning Shield and deal even more damage, efficiently. 


Kiting and - Hindering 

An unhindered Shaman can kite one or rnore enemies quite well. If you're kiting a 
single enemy, hit them with Frostshock as fast as it recycles and keep moving. This 
forces the enemy to move at a much slower speed while still generating throat so the 
enemy will continue following you. 

In PvP, this is a ruthless and vile tactic that nearly ensures victory againist an un¬ 
skilled opponent. It's far more difficult to kite skilled RvP players. Another option 
In PvP IS to drop an Earthbind 7dtom to slow a larger force of enemies. Dropping it 
near doorways and in bushes makes it more difficult to see and thus more difficult to 
destroy before the enemy runs through Et. 

In PvE, kiting multiple opponents can be quite useful if your party wouldn't survive 
a direct attack against them. Hit the enemy with Chain Lightning to generate early 
threat and drop an Earthbind Torem before running off. Heal yourself and others to 
keep the enemies following you and not focusing on your totems You parly can pull 
the enemies off one at a time and kill them while you kite the others. This takes a lot 
of mana and the party should be ready to jump In if you get dazed. 


WHICH' Weapon Buff? 

Shaman have a number of choices when it comes to enchanting their weapons. 

The first thing to keep In mind is that weapon buffs do not slack with weapon 
totems. This means that using Rockbiter Weapon and Windfury Totem do not grant 
you both bonuses. 

The most difficult decisions are in a party. As a solo adventurer, Shaman use 
whichever weapon buff they personally enjoy or is more effective against the current 
enemy (Fiametongue Weapon doesn't do much against a fire elemental for instance). 


Know Where to Be 

Shaman have a lot they can do. Keep an eye on where the enemy Is and how much 
health and mana each party member has at all times. Be ready to jump in if things 
start going poorly, if the Druid has loo much aggro from healing, the Warrior and 
Rogue can pult the monster off, bur they have no ability to heal the Druid. 

On the other side of the coin, if a Warrior has fallen and enemies are running at the 
Priest, the Rogue can hold one enemy, but she won't be able to hold them all. With 
some fast work, you can collect aggno and save the rest of the party. 



In groups, Shaman should use a weapon buff that is consistent with the role they 
are performing. If the only heater in a group, avoid using Rockbiter Weapon as the 
additional threat generated isn't worth the damage increase. Instead use Frostbrand 
or Fiametongue Weapon to irtcrease your damage slightly without generating un¬ 
necessary threat. 


As one of the only classes that can heal, cast, and deal damage at the same time, you 
have a great deal of power,, .and just as much responsibil ity. 


W/a Hocks are draped in shadow and Intrigue. While others shun the power of demon summoning 
and control, a rare few understand that power is merely a tool to be used as one sees fit. Without 
taking advantage of power, we are sure to be the victims of it. 

These casters are different than Mages, though damage can stiJi be a focus for them. Warlocks use a 
mix of direct, magical assault and demonic pets to accomplish various tasks. Synergist! cal I y, these 
forces allow Warlocks to kilt very efficiently over time. One great joy is tfial these summoners are able 
to choose from different types of pets as they level (starting with a Mage-like imp, but leading toward pets that can tank, deal moderate damage and offering some crowd 
control, detect Stealth and Dispel effects, and deal massive damage). 

Warlocks start with the mystic staples: bolts From range for direct damage. From there, however, the variety expands immensely, and even over the first few training 
sessions the true beauty of the class begins to appear. Warlocks ntaster' multiple forms of damage over time and debuffs to weaken their opponent. To top off the pile of 
tricks, these casters can create items to instantly heal themselves (or allies if given away) and ones that bring back the dead! Warlocks can even summon grouped atties 
from other parts of the world, instantly joining them with the ibufk of the party before heading into danger. These abilities turn Warlocks into a utility class as well as a DPS 
class. Did we forget to mention the horrifying AoEs? 

Warlocks may sound challenging, or even a little daunting; they are! And, it's worth your time and practice to learn about these clever casters. If you want power at range 
and thrive on complex tricks and techniques, don't lisien to those Mages who pretend to understand true power. Keep reading to learn the truth. 





The door .swung shut, but a cold wind had blown into the tavern* Several of 
the locals looked up at me, but they didn't stare for long. Mages came through 
Goldshire all the time, and to them I seemed about as common as any caster 
with a mind for flame and glory, I purchased some basic supplies and made 
myself a fixture of the room for a time, waiting until nobody knew or cared 
, what I was doing, then I slipped into the back room and down the staircase* 

Though I had never been to this place before, I had heard from others where 
to seek my trainer. There, in the dark storage room under the tavern, I found 
barrels of aging whisky and ale. The place smelled dry and a bit stale, but 
there was something else hovering in the air; an almost imperceptible hint of 
, intensity. 

"Who are you?" a voice queried from the darkness. 

f I concentrated for a few moments instead of responding, bringing a powerful 
energy to bear in the room and a tight shone where before there was nothing. 
Out of that stepped my Imp, snarling for a moment in its petulant manner. 

'1 come as a man who wishes to learn," I said to the shadowy figure near the 
; wail. "I have already begun my journey, but there is much still that I do not 
understand. Others have said that you are a person who cart help me." 

j We must all help ourselves," the other said while stepping slightly forward 
I "Yet," he added, "I can guide you toward greater things." 

The Starrs above us creaked for a moment, sounding as If someone was about 
to descend* Both of our hands reached into the folds of our robes, bringing out 
wands that cracked with a dark aura, isfothing approached; it was merely some 
buffoon upstairs who had wandered too heavily on the fkxjr. 

J smiled as I put my wand away* "I am ready." 

\ ___ 


iN'lRODUCTKMt TO TBe 

Warlocks are a, class with a great deal of 
finesse. Certainly, there are easier classes 
to try when you first enter the World 
of Wa re raft, but these casters have so 
much potential for utility, damage, and 
excitement, that they are a must-Ery class 
somewhere ajong your journey. 

The simple philosophy of Warlocks is 
one of attrition; the enemies can't kill 
you before your damage over time kills 
them. And indeed, attrition is easy for 
Warlocks to rely on. With multiple, stacking DOTs, Warlocks can place a massive 
amount of damage on a target with almost no casting time {these are on short casting 
fimers or are instanLs). DOT, DOT, DOT, Fear, rinse, and repeal. There are other 
ways of cracking mobs, but this fs extremely reJiable and can be relativeiy fast while 
maintaining full mana for the next engagement. Thus, the Warlock has almost no 
downtime between fights. 

Another facet of this is that Warlocks have a very thin line between their health and 
mana. Health is eas//y converted into mana through Life Tap. And to some extent, 
mana can be converted into health through Life Drain, Because Warlocks also have 
HeaJthsiones to act as free health in a pinch, this means that there is almost always 
something in reserve for those tougher fights. 




Pet choices define a Hunter because pets do so much darnage and are essential tank 
ing buddies. That isn't always the case for Warlock pels; the Warlock is easily more 
of a damage dealer, and not all of a Warlock's pels can take a hand at tanking. That 
said, the abilities these creatures bring to the class offer immense variety of play. 

When the monsters aren't a threat {e,g. a good group or soft monsters), the Imp is 
reJied on for easy damage at range, more health, and a damage shield for melee. 

The Voidwalker can tank like a fiend, survive al most anything, and hold that aggro; 
sadly, he hits like a weary kitten. The Succubus does more melee damage, can 
seduce Humanoids for crowd control, and likes whips. Finally, there is a Felhunter 
that warns of steal the rs, can eat magic to Dispel effects, they can Silence casters, and 
even reduce melee Attack Power of enemies. 

In the later game. Warlocks have quests for their mount and epic mount (major cost 
savers), and they also learn how to summon and "conirol" pets with immense power. 
Internals and Doomguards are scary, difficult to control, and fun as heck to throw 
against your enemies. 



Due 10 spells like Hellfire, Warlocks have AoE potential that surpasses almost all other 
classes* The life expectancy of a Warlock who does this work is low without proper 
healing, but the results are amazing to watch- Think about dealing a couple-hundred 
DPS with a channeled spell for every targetl It's as fun as it sounds. 



ITEMS AND EQUIPMENT 



Warlocks aren't as dependent on equip¬ 
ment as a number of their rivals* Indeed, 

having a good wand and high bonuses 
to Stamina and Intellect are enough by 
themselves to place Warlocks in a fairly 
good spot. These casters have many fac¬ 
ets of pJay that revolve around the lirtiing 
of ihetr ability use, so stats are reduced 
slightly in importance (not to the point of 
being on the sidelines, of course). 


The primary focus for a Warlock is to 
collect a heavy supply of Intellect and Stamina gear. With proper pet use. Warlocks 
can have some very effective and long fights against difficult opponents. The Intellect 
is always there for having a good mana pool. Stamina, on the other hand, is for both 
survival and for having a backup mana pool. This might not make sense yet, but it 
will in time. The short version is that Warlocks can easily turn health into mana I 
Thus, more health either means that you live longer or can cast harder. 


WarTiorJ 





Wands have already been mentioned; these ranged weapons are perfect for adding . ^ 

to solo or group damage when your mana is depleted (or when you wish to start ^ 

regenerating mana as a monster dies of your DO Is), Stay current with Itrcse weapons ^ 

as often as possible and practice their use and timing to make sure you get the maxi¬ 
mum amount of damage. 











































Level Mona Rgiige Casting Tifne Coofdov^n CosMo Train Effect 


Curse of iWeakifessl 


Curse of Weakness reduces damage caused by the target for up to two minutes. This isn't used terribly 
often, as only one Curse (per Warlock) can be active on a target. 


Mana Range Cesfing TfmB Cooldown Cosf to Train Effeti 


flamage owsed by Ifie forger k (educed by 3 for 2 min. Only ere Curse per Worbck con be oclive on airy one torgel. 


UcmDge caused by the torgel k reduced by i b 7 min. Only one Curse per Worfock can be ocJiVe on any one targeL 


25 » 


Damage rawsed by Ibe torger fs reduced by 10 for 2 min. Only cme Curse per Warlock con be cciwe on any one larger. 


Damage caused by Ihe lergel is reduced by 15 for 2 mm. Only one Curse per Warlock can be ocfee ott any ucie target. 


1 # 10 # 


Domoge caased by ihe target is reduced by 77 for 2 min. Only one Curse per Warlock can be oclwe on any uns larger. 


ISP— u 


Life Tap converts health into mana without delay. 


HP Ronge CasiIngTime Coofdowfi Cost lo Train Effect 


Convicts 25 heolrti into 25 mana. 


Converts 60 heollh into 65 n 


40# 


ConMts 115 health into 130 nwna. 


90# 


Converts 185 hco 1 rhirttci 210 n 


1#30# 


Converts 265 health into 300 owina. 




CHOOSING YOUR PROFESSION 


Warlocks in large guilds may prefer Herbalism and Alchemy, for the potion po¬ 
tential. Yet, Warlocks don't use potions quire as often as some of the other casters 
because of their ability to shift mana into health and health into mana (though differ¬ 
ent abilities). 

Because Warlocks gel dinged up from time to time and like to use their health for 
various projects, it's very nice to have Cooking and First Aid to improve the effi¬ 
ciency of these powers. Quickly increasing your mana supply on the move and using 
First Aid to shore up any health problems can keep a Warlock at top form. Forsaken 
Warlocks especially are able to have fun with their health (cast a lot,, use Life Tap, 
bandage here and there, eat some corpses, etc,). 


Warlock abilities are able to cause 


Warlocks can be happy with several 
choices in tradeskills. Tailoring and 
Enchanting both have allure because of 
their wide use in creating and improving 
rnoderate-to-high quafity items for cast¬ 
ers, This is a very good route for the solo 
Warlock, 


massive trouble to enemies through 
DOTS, debuffs, and some direct damage. 
In addition, a Wariock's choice of pet 
modifies which buffs are cast on allies 
and how militant the Warlock is against 
enemies (Imps for some damage at range 
and buff utility, Succubus for melee 
damage and crowd control, Voidwalker 
for tanktng/defense, etc.). 


Stamina enchantments are easy to obtain, and the lower-tier ones are often relatively 
cheap even if you purchase them from non-guildies. Get as much +Stamina enchant¬ 
ing done as possible when you can afford it; at early, mid, and Jater levels, this really 
adds to a Warlocks capabilities. 


One odd point of note; a number of other casters would far rather have mana po¬ 
tions instead of health potions. After all, most of them can convert mana Ir^io health 
very efficiently. And even if they can't do that (e.g. Mages}, there Is far more impor¬ 
tance in having mana to destroy enemies and survive. Casters cannot live on health 
alone! But with Warlocks, that is the converse. There are many situations when a 
Warlock needs health, and these casters can lay on plenty of damage without a huge 
mana pool. 


Corrupts tbe largict, tausiog 91 dajiiDg& ovar 15 sac. 


30# 


Corrupts tfie causing 184 d'omDg& oirer Ifl 


Corrupts ttie larggt, causing 324 damage over ID set. 


Corrupts the target, causing 486 domuga over 18 set. 


I #20# 


Corrupts ttie Cflusittg 42 dMage over 12 sec. 


2.0 set 


2.0 sec 


2.0 sec 


2.0 set 


C&rruplsthB target, causing 666 datroge over IS sec. 


AFFLicriON* 


Corruption is the first Affliction DOT. Through Talents, this can become an 
instant DOT, just like Curse of Agony. Because Corruption only lasts for 12 
seconds. It needs to be renewed on powerful enemies. 


2,0 sec 


2.0 sec 



































































(?urse Agony is an instant Jong-term mana efficient DOT. For standard targets, this is the default Curse for bringing the foe down 

■ ■■ I,— L . — and collecting experience. 


Rank 

level 

Mona 

Range 

tasting Time 

Cooldown ' 


Effett 

\ 

8 

25 

30 yj 

IC 

— 


Curses Jtie forget wirti agony, cowing S4 Shadow damage (jw 24 see. This damage tj dealt sfowlv oft first, ond builds up as tfie Curse reorhes its kill 
dwoTion. Only iwie Curse per Wadock can be QClive oii any otte larger. 

2 

16 

50 

30 yd 

1C 

— 

15# 

Curses the ror^tMtfi agony, causing 180 Shadow domags over 24 sw, TIhs danooge is doolf slowly at first, oad builds up as tk Ctnse rooches its full 
dufotkin. Only am Curse j)e[ Wariock con be odive on any one targel. 

3 

23 

90 

30 yd 

1C 

— 

50# 

Cwses the target witli agony, causing 324 Shodnw damage over 24 sat. Tliis damase is dealt slowly at first, ofid hulHs up os tfia Curse teaches its U\ 
duration. Only ore Curse per Warlock can be active or any ore target. 

4 

30 

130 

30 

1C 

— 

1 

Cuises tbe target with agony, cousing 504 Shadow damerge over 24 sec. Ibis damage is dealt slowly atfiist, and builds ug as the Curse rapdtes its lull 
durabon. Only one Corse pet Wartock can be active on arty one lorget. 

5 

4fi 

1?0 

30 yd 

IC 


1#40« 

Curses the target wilh agony, cousing 200 Shadow damage over 24 sec. This damage is deolt slowly at first, and builds up as the Curse reaches its full 
duroliofl. Only one Curse per Warlock con be active on ney one target. 

6 

58 

215 

30yd ^ 

[[ ! 
1 

— 

2^40# 

Curses Ifie target v/ith agony, causing 1044 Skduw damage rm 24 sec. Ibis damage is dealt slowly at first, and huMs up os the Curse reaches its full 
duration. Only ofle Ctuse per Wodock con be active on any one target. 



P Fear is the bread and butter of Waricick crowd control. Daitiage may interrupt Fear, but rt still takes time from the target to refocus and return to the 

- Warlock. 


Bank 

Level 

Mena 

Betige 

Casting Time 

Cooldown 

Cost to Train 

i - t ' i ■ ■■ 

1 

S 

30 

20 yd 

1.5 sec 

— 

2# 

Strikes feat in'the mmi, causing, ft to mu in feor lor up lo 10 sec. Domoge caused imy intarrupt the effect. Only 1 terpt can be feored at a tiirw. 

2 

32 

30 

20 yd 

TSssc 

— 

TO# 

Strikes tear in the euemry; causing it to run in feor fw up Jo 15 sec. Domoge couserf rnoy interrupt Ihe effect. Only f latget can he f^red ot a tinw. 

3 

Sh 

30 

20 yd 

1.5 sec 


2#2D# 

Strikes fear in the enerrry, causing it to run in fear Iw up to 20 sec. Damoge coused may intemtpt the effect. Only f large! enn be feored ol o time. 


Drain Soul is the first method Warlocks gain to find Soul Shards (these are needed for almost all Summons, and for a few normal spelts as 
D £lin Souh^ well). This channeled spell does a modest amount of damage; your Warlock receives a Soul Shard from the target if it dies while the Drain 
Soul is still in effect. 



Level 

Motia 

Range 

CqsJtngllnie 

Cooldown 

Cosrioi™ 

ETf&ti - 

1 

10 

55 

30 yd 

ic 

— 

3# 

Drains the soul of the target, causiuig 55 Shadow dataogE over 15 sec. if the target dSes while being drained, and yields espenenco ei hanoi, the cosher goins 
a Soul Shard, Soul Shards are required lor other spells. 

2 

24 

125 

30 yd 


— 


Drains Ihe soul of the target, cGusing 155 Shadow damoge over 1S sec. If the target dies while being drained, ant! yields esperience of honor, Iho coster 
gains a Soul Shnrd. Soul Shunt ore requird for other spelt. i 

3 

38 

210 

30 yd 

IC 

— 


Drains Ihe soul of the target, causing 295 Shadow damage over 15 sec. If the target iSes while being drained, and yields expeiience oi honor, ibe coster 
gains a Soul Shard. Soul Shards are requifMl for other spells. 

4 

52 

290 

30 yd 

IC 

— 

1 

l^>flO# 

Drains the soul of the target, causing 455 Shadow damage aver 15 sec. If Ihe torgel dies while bang drained, arid yields experience of honor, the caster 
gains o Soul Shawl. Soul Shards ore required for oiliief spelts. 



Warlock 



Reckiessness is a complex spell, and it doesn't come i 
yu ratM// f^^nune to Fear effects, reduces armor, and increases 


into play often. This Curse prevents a target from fleeing, 
melee Attack Power. 



Rank 

level 


Range 

CfliiingTime 

Cooldown 

CostleTroin 

Effect 

1 

14 

35 

30 yd 

1C 

— 

9# 

Curses the target wilh recklessaess, kreosing ottack power by 20 hut reducing armor by 140 for 2 min, Cursed onsmies will nat flw ond will ignore fear 
effects. Only cure Curse per Worlmk caai be ochve on ony one target. 

2 

28 

60 

30 yd 

It 

— 

50 « 

Curses the target with recklessuftss, increcising ottack power by 45 but reducing ernnor by 290 for 2 min. Cursed enemies wll not Bee and will ignuie feor 
effGCls. Only one Curse per Wadock con be active on any ane target. 

3 

42 

90 

30 yd 

iC 

— 

1 #20# 

Curses the target with lecklessness, intreosng ottack power by 65 but reducing armor by 465 for 2 min. Cursed enemies Will not fee and wilt ignore feor 
effects. Only one Curse per Wadock con be ocitve oa oiry une target. 

4 

56 

115 

30 yd 

IC 

— 

2 « 20 « 

Curses the target with recklessness, inemosing attotk power by 90 but reducing armor by 640 for 2 min. Cursed enemies will nerffee and will ignure fear 
effetls. Only ow Curse per Wadock con be active on any one target. 



^Drain Life 


Drain Life is a critical ability for certain Warlock builds. If you plan on draintanking, 
stack on rhe DOTs, keep your pet on full damage, and uses Drain Life ro negate as much 
, incoming damage as possible. 




Mana 

Rongi: 

Costing Time 

Cooldown 

Cost to Train 


~ 1 

14 

5S 

20 yd 

IC 

— 

9# 

Transfers 10 health every seomd fram the target to Ihe coster, lasls 5 sec 

^ ■ 

. 

as 

20 yd: 

1 

1C 

— 

25# 

Iransfers 1T health every second fram the target to the coster. Lasts 5 -sec. 

3 

30 

135 

20 yd 

1C 

— 

60# 

Transfers 29 bdth every second from the target to the coster, lasts 5 sec. 

4 

30 

135 

20 yd 

' IC 

— 

1 # 

Transfers 41 hetitfh every second from tlie target tc the caster. Lasts 5 sec 

5 

46 

240 

20yil 

IC 


1 #30# 

Iransfers 55 health every seconrl hem the target to the coster. Lasts 5 sec. 

6 

54 

30D 

20 yd 

IC 

— 

2# 

Irarrsfers 71 health every second From the target to the caster. Lasts 5 sec 


1 


Amplify^Gurse 


Amplify Curse is a Talent-learned ability that is usable every three minutes. This increases the effectiveness of Curse 
of Agony, Curse of Weakness, or Curse of Exhaustion. 


Rank 

; MEtrlftiifm Level 

: Mann 

Range 

Costing lime ■ 

Cooldown 

Cost to Train 

Effett 


20 

— 


EC 

3 minutes 

— 

luKioctses the elfftt of your rext Cufsb of WaukiiBss oi Curse of flirty by 5014 or your next Curse of Exhousfion by 20S. 


•<r 

% 


‘m 






































































































Drain Maua 


: Drain Mana lakes mana from your foe, giving it to you and leaving them without 


the tools to keep themsdves alive while dealing damage against you. 


fiank 

level 

Mqhq 

Range 

Cesftng little 

Cooltiov/n 

Cost lo Train 

Effed 

] 

24 

95 

20vtl 

1C 

— j 

30# 

TraEisfeis 42 mono svery 1 sec from rtie target to Ihe coster. Lflsls 5 sec. 

2 

34 

155 

20 yd 

1C 

— 

so# 

Trnnsfeis dS mono even^ 1 ssc from IIib target to ttie caster. Losls 5 sec. 

3 

44 

225 

20 yd 

1C 

— 

1#20# 

Transfers 99 mono every 1 sec from the lorget to the coster. Lasts 5 see, 

4 

&4 1 

310" 

20 yd 

iC 

”■ i 

2# 

Imnsfois 136 morn every 1 sec from lire target to the coster. Losts 5 sec. 



Curse oi 


Cufse of Tongues is an anti-casler ability that adds considerably lo casting times. 


Rank 

lovel 

Mana 

Range 

Caslinglime 

Cooldown 

Co5t toTfoln 

Effect 

1 

’ 26 

30 

30 yd 

IC 


40# 

Forces die torget to speak in Demonic, slowing the casting inie of nil spells by 50%. Only one Curse per Worlack can be octwe on orry one target, lasts 30 sec. , 

2 

50 

1 110 

30 yd 

IC 

— 

1 #50# 

Forces Ihe foigetto speak in Demonic, slowing tfie enshng time of nil spsfls by 60%. Only one Curse per Wodock can be octive on oiry one torget losis 30 sec. 


1 

Rank 

Level 

Mono 

Range 

CtMlingflinB 

CoaJdawn 

Cost to Train 


H/A 

28 

100 

30yd 

1 S^ j 

20 min 

so# 

Bniished the enemy target, preventing all action but making it invulnerable for up to 30 sec. Only one target can be taoislied ato lime. 


t- ’ ' - Curse of i:J<haustion h a Tabntdearned abifiiy that Snares targets, 

— —— ■? — enough of a Snare to modestly impair melee enemies. 


With additional Talents, this becomes 


Rank 

Minimum level 

Mono 

RangV 

CaslingUme 

(ooldowji 

Cost ta Train 


1 

30 

108 

SOyd 

IC 

” 1 

— 1 

Reduces the loiget's speed to 90% of nornwl for 1 2 sec. Only one Curse per Vfarfock can be GCtwe on any ore target. 


■ hnn Siphon Life is a Talent*learned ability that restores a modest amouni of life while draining it 

_ — ^ .L. — . away from the target. Because this is an instant^cast spelJ,^ it leaves the Warlock free to deaf DPS. 


Rank 

Minlmuin Levot 

Mona 

Range 

Casling Time 

Cooldown 

Cost to Train 

Effect 

1 : 

30 

150 

30 yd 

IC 

— 

— 

Transfers IS health from the target to Ihe coster every 3 sec. Lasts 30 sec. 

2 

38 

205 

30 yd 

IC 

— 

5# 

Transfers 22 heoltfi from the target to the coster every 3 sec. lasts 30 sec. 

3 

43 

285 

30 yd 

IC 

— 

?# 

Transfers 33 li«oltli horn Itio target la the coster every 3 sec. Lctsls 30 sec. 

4 

53 

365 

30 yd 

IC 

— , 

12# 

Trarrslas 45 Iteoiih hom the target to the caster every 3 sec. lasts 30 sec. 



r'lirci? Curse of Elements screams raid-frierdly in a loud voice, A single use of Curse of Elements is enough to place a five*minule 

— -—--- debuff on a target that reduces Fire and Frost Resistance, 


Rank 

Level 

Mana 

Range 

Costing Time 

Cooldown 

CqsMo Train 

Effect 

1 

32 

too 

30y<l 

IC 

— 

?0# 

Curses the torget, reducitrg Fke and Frost resistances by 45 and increasirig Ftro end FnEt damoge by 6% far 5 nin. Of^ oie Curse per Warlock con he flcHve 
on any one target. 

2 

46 

T50 

30 yd 

IC 

— 

) «30# 

Curses the target, rrjducmg Fire end Frost rcsistnrices by 60 ond irrcreasiig Fire and Frost daraoge by B% for 5 min. for S rmin. Only one Curse per Warlock am 
be active on (iny one target. 

3 

60 

200 

30 yd 

IC 

— 

2 9 <09 

CursDs the torget, reducing Fire ar»d frost resislancos by 75 and increasing Firo and Frost damage by 10% for 5 min. for 5 ruin. Onty one Curse [Kf Warlock 
can be actwe on any one target. 



Dark ^ Talent^leamed abiftty that completes the Affliction line. This abiiity 

■ ' ' — steals mana from your 'beloved" pet ar’id converts it into your own. 


Rank 

Minimum Level 

Mana 

Range 

Costing Time 

Cooldown 

Cost to Train 

Effect ' 

1 

40 

— 

20 yd 

' IC 

— 


Oroins 150 of yaur peTs Mann, retumsrsg 100% to you. 

2 

50 

— 

20 yd 

1C 

— 

79S09 

Drains 200 oT your peTs Mann, rohirning 100% to you. 

3 

60 

— 

20 yd 

IC 


13# 

Oroins 250 of your pet's Mono, retatniitg 100% to you. 


Howl Op 


Howl of Terror causes up to five nearby enemies to fiee in Terror. Though damage lo the targets may 
cause the effect to end early, this is a great spell for getting out of major trouble. 


1 Rank 

Level 

Mana 

Range 

Casting Time 

Cooldown 

Cost to Train . 

Effect 

1 a short*terrTTi Horror 

1 as possible in PvP. 

1 

40 

150 

— 

! 2s6c 

40 sec 

1#10# 

Howl, cousing olf enemies within 10 yds to Bee in tenor for 10 sec. DaroogE entrsed may interrupt the efiact. 


54 

200 

— 

2$ec j 

40 sec 

2# 

' Howl, causing all enemies within 10 yds to flee in tairoir for 15 sec. Damage caused moy interrupt the eTTed, 

1 

i Death (^oU^ ii^slant 5peff that deals damage frrEiStoring damage dealt to your Warlock's total), and placing 

1 Rank 

level 

Mana 

Range 

Cajfing Time 

Cooldown 

Co5t to Train 

Effect 

1 

42 

430 

30 yd 

IC 

2 iitin 

i#it)# 

Causes rhe enemy target to run in horror for 3 sec and causes 237 Shadow donwgB. The coster goirts 100% of the domoge cousad in tienllh. 

2 

50 

495 

30 yd 

IC 

2mFa 

1#S0# 

Causes the enemy [argot to run in horror for 3 s»c and rouses 375 Shadow damage. The caster goitrs 100% of Ihe damage roused in heallh. 

a 

58 

S65 

30 yd j 

!C 

2 min 

2#40# 1 

Couses the enemy target to mn Ift krrof for 3 sec mwi cqeisk 470 Shadow tfomage. The caster gaies 100% of the doorago caused in hedth. 






















































































































Curse of Shadow is like Curse of Elements, but Arcane and Shadow Resistances are lowerod instead. 


Rank 

Level 

Mona 

Range 

Casting Time 

Cooldewn 

CosItoTroEn 

Effect 

1 

44 

1 

150 

30 yd 

It 

— 

1 #zo« 

Curas ttiB tniget fur 5 mitt, ledudtig Sliodow otid Arcane resistances liy 60 cwtd increosing Shadow and Aicane damage taken by 8%. Otdy one Curse per 
Warlock cm be active on twry one Inrg^. 

2 

% 

200 

30 yd 

1C 

— 

7^20^ 

Cwjses the target for S min, redircing Sbadaw nnd Arcane resistances by /5 aitd inaaasing Shadow and JVeane damage taken by 10%. Only one Cuise per 
Worleck ran be active on any one target. 

MM 

H 

Curse 

trsc of Doom places a Curse on a target that deals several thousand damage over one minute. If this kilts the target, there is a small 
ance that a Doom Guard is summoned next to your Warlock! Have Banish ready, cast Curse of Shadow, then try to Enslave the 
lom Guard. 


Rank 

Level 

Mcfia 

Range 

Costing TTnie 

Ctjofdown 

Cost to Train 

Effect 

H/A 

£0 

300 

30 yd 

1C 

1 min 


Curses Ibe torgetwith impending Doom, causing 3200 Shadow Damage trfter 1 mitt, If the target dies from Ibis damage, tbere is a cbonce that a Doomguard 
will be summened. Cannot be cost on players. 



Demonolo® 

HeaItbi^a^I$ 



Health Funnel channels health from you into your pel. 


Rank 

level 

HP 

Range 

Casting Time 

Cooldovm 

Cost to Train 

Effort 

t 

12 

ll + S/sec 

20 yd 

Otenneled 

— 


Gives 12 health ta the coster's pet eiraty second tor 10 sec as long os the coster dtnnnefc. 

2 

20 

15 i 10/sec 

20 yd 

Channeled 

— 

20 0 

Gives 24 bdlh to the castafs pet evefy second for TO sec as long as the caster channels. 

3 

28 

24 +17/at 

20 yd 

Channeled 

— 

SO0 

Grves 43 health to the castafs pet every second for 10 sec as long as the caster channels. 

4 

36 

32+ 24/sec 

20yd 

Channeled 

— 

?0# 

Gives 64 health to the caster's pet every setondi for 10 sec as tang as the easier channels. 

5 

: 44 

45+ 33/at 

20 yd 

Channeled 

— 

1 9 20 # 

Gives 89 health to the caster's pel every second for 10 sec ns long as the caster channels. 

6 

52 

i2 + 42/ac 

20 yd 

Chanreled 

— 

1 # 80 # 

Gives 119 heoltli- to the costH^s pat every secand for IQ sec as long os tfie caster channels. 

7 

I 60 

7U52/s« 

20 yd 

Channeled 

— 

2 96Q# 

GSvts 153 health to the castEi^s pet every second for 10 sec as long as the castar cbwnels. 



Create^Healtbston’e' 


Create Healthstonc require one Soul Shard to create. These are used to restore health instantly (think of ct as a free potion}. 


Ability 

level 

Mnno 

(dsling Time 

Cooldown 

CmttoTroin 

Effect 

Create HeafttBton& 
(Minor) 

IG 

95 

3sec 

— 

3« 

Cieotes a Minor HBahhstone that cm be used to instontlv restore 100 health. Conltired items disappear if lodged cut for more thon I S rain. Requires Sotil 
Shord. 

Create Heabhstone 
(Lesser) 

22 

240 

3 sec 

— 

25® 

Creates a Lesser Hoallhstone that con be used to instantly restore 250 health. Canjured Items tSsappear if legged cut for mere than 15 min. Requires SouE 
Shord, 

Create Hedthstane 

34 

475 

3 sec 

— 

309 

Creates a Heahhstane tfrot can be usd ta iitstatrlly rastere 500 heahh. Curiured Items dboppeor if logged curt for more thon 15 min. Re«|yires Soul Shard, 

CreotaHeoiislone 

(Graateri 

46 

750 

3 sec 

— ' 

I03G# 

Creates a Greater Heallhsfone that an he used to instantly restore 800 heolth. Coniured Items disappear if logged. ouHor more than 15 min. Requires 

Sod Slturd. 

Create Heoithstone 
(Major) 

5fi 

1120 

3sec 


2® 40® 

Creates a Major HsalthsteEre that can hb usd to instenlly restere 1200 heahii. Conjured hums disoppeor if logged out for more than 15 min. Requires 

S(d Shard. 




J OiiiSKlSr SkiiVDemon Armor are spells that buff Warlocks for 30 minutes. Eventually, these help 

with armor, Shadow Resistance, and health regeneration as well. 


Rank 

level 

Mana 

Rouge 

Casting Time 

CooldowFi 

Co&l to Train 

Effed 

2 ! 

m 

120 

— 

iC 

! — 

j3® 

Protects tliD caster, jncreusmig urraar by 120 and rastmes 5 hBolth per 5 sec for 30 min. 


Demohmrmori 


Rank 

Level 

Mono 

Range 

Casting Tfrae 

Caoldown 

Cost to Tram 

rlfco 

1 

20 

275 

— 

IC ' 

— 

20® 

Pfolects the raster, increasing oiincr by 210, Shadow resisteiKe by 3 and restores 1 healfb every 5 sec. for 30 min. 

2 

30 

520 

— 

IC 

— 

60® 

Protects the raster, rncreosing armor by 300, Shadow resrstance by 6 and restores 9 health every 5 sec. for 30 min. 

3 

40 

800 

— 

IC 

— 

1®10® 

Prutecls the raster, incjEusing □rmar by 390, Shadow resEtaniLs by 9 ad restores 11 health every 5 sec. for 30 min. 

4 

50 

1150 

— 

1C 

— 

1®50# 

Proteds tbs caster, incraosmg armor by 480, Shadow instance by 12 ond restates 13 health every 5 sec for 30 min. 

5 

60 

1580 ’ 

— 

IC 

— 

2®60® 

Protects the caster, increasing arniw by 570, Shadow lesistanre by 15 ond restores 15 henllh every 5 sec. for 30 min. 



Unending Breath allows the target of the spell to breathe 
underwater for ten minutes. 


Ronk 

Level 

hAano 

Ronge 

Casting Tltna 

Cooldawa 

Cast to Train 

Effect 

»/A 

uD 

SO 

30yd 

IC 

— 

12® 

Allows ific turget to brealli ujidenmiterfor 10 rnin. 


% 




































































































^ Create Soulslorie requires 3 Soul Shard. This creates an item that gives the holder a chance to Resurrect in the event of their 

Create Soulstonemf 


CreDfe Soiiktoti& 
(Minor) 

la 

70 

35ec 

— 

15« 

Creoles 0 Minor Soulstone. ihe Soubtoee coji be used te store one tnigefs soul. It the ttiiget dies while his soul is siwe't, lie will be able to resurrect with 
400 heciitti and 700 mmn. Conjwed ilwis diseppeor if logged out hs more than 15 min. 

Create So(jlstD[i& 
(Lssaer) 

30 

70 

Ssec 

— 

60# 

Creoles a Soulstcme. The Soulstone ceti he used to stoe one torgoTs soul. If the toigetdies while his soul e siared, he will b oble to rosurract wi'tb 750 
health and 12pfl msffi^.'tdtilurecl items disappew if logged oof {or more thou 1S min. 

CreotG Souktone 

40 

70 

3 set 

— 

1 #10# 

Creales ct ScM(lsft|ftEi.,lliR Sodstone con be used to slore one Itnget's soul. If the target dies white his soul is slored, he will b dile to resurrect with 11 DO 
beallti and 171W marw. CtHtjured items disoppea If logged out for more ibon 15 min. 

Creore Soufstone ; 

(GraitEr) 

50 

i?0 

3 sec 

~ 1 

1«50® 1 

Creates 0 Soalstono. The Soulstone can he used to store one ta rget's sout, }f the target dies white his soul Is stored, he will b oible to resurrect with 2200 
heolth and 2800 mano. Conjured items disappeor if logged oat for mote than i 5 mm. 


Fel Domumum 


Pel Domination is a Talent-learned ability that is on a 1 S-minute cooldown. Not only does this greatly reduce the summoning 
time of your next pet; it halves the mana cost of the sumnnoning as welT 


Rank 

Ntinlmum Level 

f^ana 

Ranje 

Casliitg Time 

' Cooldown 

Cost to Train 

Effort I 

1 

20 


— 

IC 

15 minutes 

1“ 

Vijur nert Imp, Voidwalkcr, Succukjs, oi Fdhunter Summon spell bos its costirtg time reduced b 5 sec ond its Munn cost reduced by 50%. | 


Rituat of Summoning requires a Soul Shard, two group members at your current location, and a target in your group. Cast 
u . I the spell on the target; this creates a portal. Then, have the two group members right-click on the portal to assist in the 

KltuaI_gp:^UininOmng^ 5 y,^,riionEng. This instantly ports the target to you. 


Rank 

Leva! 

Mann 

latip 

tnslfngrtme 

Cooldav^it 

Cost to Train 

Effect 

H/A 

20 

m 

30 yd 

1 ’ 
5 sec 1 

— 

20# 

Begins 0 riludl that summons Hie toigeJed group memher. Requires tb coster ond 2 oddifonol people to complEte the ritrid. In order to poitkipote, all ployers 
must be out of cDrabot ond tightclick the poftol and not move until Hie ritual is complefe. Requires 0 Soul Shard. 


F f if 7 

— ^ , Eye of Kilrogg summons a stealthy eye that your Warlock can control. This is used to scout distant areas. 


1 Rank 

level 

' Mqhc 

Range 

Cnstirtg Fme 

Cooldown 

Cost ro Troin 

Ettert 



too 

1 50000 vd 

5suc_J 

■j 

25# 

Summons an Eye of Kilrogg and binds your vision to it. The eye us steolthy and qukk, hut very fragile. | 


Sense DeS^ns^ 


Sense Demons allows for Demon Tracking on your mini-map^ 


1 Ronk 

Level 

Mann 

Range 

Costing Tune 

Cooldown 

Cost to Train 

EffecI 


24 

— 


[10 

— 

309 

1 Shews the location of ell nearby ctemons on Hie minknap until concelled. Only one type of tmckiirg can b used at 0 time. 


^3 Detect Detect Invisibility is used to detect creatures that are using Invisibility effect.s {Stealth does 


not fad into this category). 


Ability 

Level 

Marta 

Range 

Casting Time 

Coeldown 

Cost to Train 

Effect, 

Detect Lesser 

InvisibilitY 

26 

1 

50 i 

30 yd 

IC 

— 

40# 

Alkws ihe fr^y target to ctetect lesser invisilMlity for ID min. 

OaiBct Itwcibility 

30 

90 

30 yd 

It 

— 


1 Allows the ftienly tniget to detect invisibility for 10 min. 

DeiaP GreotCE 
lirvisibility 

SO 

140 

30 vd 

IC 

— 

1#50# 

Allows the friendly forget to detect gneoter invisibility ter T 0 min. 


Create Firestone requires a Soul Shard, and is used for increasing melee and fire-based spell damage. Firestones are held in the 
i^reaze r iresione _ ^ offhand, and can only be usc>d by Warlocks. 


Ability 

Level 

Monn 

Coaling Time 

Cooldown 

CosttoTraiir 

Effect 

Create Firestone 
(Lesser) 

28 

500 

3 set 

— 

50# 

Crearss a Lesser firestone whkh can be equipprsd in ttie olt hond. When equipped, enthants (he moin bond wenpan with fire, granting each attack a 
chance te deal 25 te 35 oddilwnal Fire efomage. In addilten, equipping the Lesser Firestone increases (himo§e done by Fire spells by 10. Conjured Hems 
disappeor if lagged out for more than 15 min. Rjeguires Soul Shard. 

Cteote Firestone 

35 

700 

3 sec 

— 

90# 

Creates a f iresture wbidi can be equipped in the off honrl. When equipped, enchants tiio fuain harrd weapon wilii fire, ptiting: each attack d dmnee te 
deal 40 Iq 60 additional Fire damage, In addition, equipping the lesser FirESlcuw inaeases damage done by Fire spelfe 5/14. (joiiiuted Items disappoor it 
logged oat for niioie than 15 min. Requires Saul Shard. 

Create Firesloiw 
(Greater) 

46 

900 

3sec 

— 

! 1 # 30 # 

Creotes a Greotw FirssiMK which m be equipped in the off hard. When equipped, encfiants ihe main hand weapon with fire, granling eocb, attack a 
thorice to deal 60 to 90 odditioiwl fire damage. In oddition, equipping the Lessej Firesteiso inaeases domage dons hy Fire spells by 17. Conjured Items 
disappear if bggd out tor more IImjii 15 miii. Requtreis Soul Shard. 

Genre tirestone 
(Moioi) 

56 

noo 

3 sec 

— 

2> !r 2 0# 

Wiicn Equipped, enchants dis main hand weapon with fire, granting each attack a chance to deol 80 to 120 odditionol Fire damage, in odditten, 
equipping Hie Lesser Firestone increoses damage done by Fire spelts by 21. Ctmjured Items disappear if logged out tor more dmn 1 5 min. Requires 5pul 
Shard. 



Demonic Sacrifice is a Talent-fearrred ability that gives Warlocks up to a 30 minute buff for getting rid of their pet. 


1 Rank 

Mfnimunn level 

Mann 

Ronge 

tasting Time 

Cooldown 

Cost la Train 

Effect 

1 

30 

— 

— 

IC 

15 minutes 

- 

When acivDted socrifices your summoned demon te grant you on effect which lasts 30 min. the effect is ccmcedlled if any demon is summoned. 
Progresatm; Imp (Increase Fire Domage by 1S9S), Vcwdwolker (Restores 3% of total heullh ai^ery 4 sec), Suttulwjs (Itweases your Shadow 

Damage by 15%), Felhualer (Restoies 2% al totol Mnno every 4 sec). 






























































































Enslave Demon is used ro take control of a Demon; you cannot do this and keep your existing pet going tone Demon at a time). 
Enslave Demon won't last forever, and it can break earfy. Cast Curse of Shadow on the targets before Enslaving them to push the 
—. . — -— odds for a full timer in your favor. 


Rank ' 

Level 

Mono 

Range 

tasting Time 

Cooldown 

Cosfto Irflin 

Effed 

1 

30 

300 

30 yd 

3m 

— 

i0« 

Enslaves the targ&t detnen, up to hvsl 32, forcing it to rlo you bidding. WIiIb enslaved, the demon's attack speed b slowed by 30^ and its casting speed 
is slDwerj by 30%. Lasts tip to S min. If you lapeatedly enslavo the same demon, it wili bocome more difficult to ca!i4iol witti each attempt. Requires a Souls 
Sfiaid. 

2 

44 

500 

30 yd 

3sec 


1 9 20 # ! 

Ensbes ibe tmget demon, up to level 4?, forcing it to do your bidding. While enslaved, the demon's oltack speed b slowed by 30% wid its costing speed 
is slowed by 3D Lasts up le 5 min. If you ropeoiedty enslave the same dernon, itw4l becotoe more difficult to control wtth each attempt. Requires n Soub 

Shard. 

3 

SB 

?00 

30 Yd 

3 sec 

— 

2#40« 

Ensloves the target dsmon, up to level 62, fcraag it to do your hiddng. While ensloved, the demon's oltodc speed is slewed by 30% and its costing speed 
b slowed by 30%. Lasts up lo 5 min. if you ropooledly enslave the sane demon, it wl become more difficuirto [DEitid with eocti ottempL ftequires a Soub 
Shard. 




Shadow Ward is only on a 30-second cooldown, but its 
Shadow^/a^^ duration IS only 30 seconds as well. Use this to buff a target 
..r. against Shadow damage. 


Rank 

level 

Mnno 

Hctnge 

Casijng Time 

Cooldttwn 

Cost to Train 

Effect 

1 ' 

32 

135 

— 

1C 

30sec 

70 « 

Absorbs 185 shadow damage. Lasts 30 sec. 

2 

42 

195 

— 

It 

30 sec 

1#10# 

Al)sqrbs 300 shodowdomage. Lasts 30 sec. 

3 

52 

255 

— 

IC 

30 sec 

1#809 

Akirhs 430 sbodew damage. Losts 30 sec 


Create Spellstone requires a Soul Shard. When equipped, they raise the Critical rate for a Warlock's spells by 1%, When used, 
■ ,, ..r. the Spell stone creates an anti-magic shield for a decent sum of health. 



Level 


Costing Hme 

Cooldown 

Co^ to Train 

Effect 

CteoteSpellsione 

36 

500 

5 sec 

— 

90# 

Cceotes a Spdlslane for the easier. When equipped end used, the Spelbtoue removes all magic effects brnn the caster and will obsorfa 40D magk damage 
fm ] min, Coiiured Items dbappear if bgged otrt (w more than 15 min. Requires Soul Shord, 

Create Spellstone ' 
(Greater) 

48 

750 

5sec 

— 

1 9 40# 

Creoles o Greater Spelbtoiw for ie toster. When squ^ ond used, tlw (seoter Spellslona rertvmras all mogk effects from tfie costec oird wil absorb 650 
magic damage for 1 mm. Canfured items disappear if logged out for more tfnu 15 min. Requires Soul Stnid. 

Oeote Spelbtone 
(Mqor) 

60 

1000 

Ssec 

— 

2#60# 

Creoles a Mofor Spellstone for the cosier. When equipped ond used, Hie Mo^r SpelEstene msKm all mogic effedls from the cosier and will obsmb 900 
magk damage far 1 mill. Conjured Ifems disappear if kgged out for rtMte than 15 min. Requires 5«ul Shard. 


Map^ 




Soul Liri/3 


Soul Link is a Talent-learned ability that transfers 30% of the damage taker by the Warlock to their pet. There is also a buff to the 
damage rate of both the Warlock and the pet while this is active. 


Rartk 

Minimum Level 

Mane 

Range 

Costing Ume 

Cooldowr) 

Cost to Train 

Effect 1 

1 

40 

1 270 

IDOyd 1 

IC 

— 


When active, 30% of all dairaqe taken by the coster b taken by your suntmoned derron insteod. In addition, both the demon and Ifie master wl 
inffict 3% more damage. Lasts as long as the demon b active. 




Inferno 


Inferno is a summon that requires an Infernal Slone and can only be used once an hour. This calls an Infernal down from the sky, delivering an 
AoE Stun for two seconds. Your Warlock gets five minutes of free control over this "pet" before Enslave Demon needs to be used. 


Rank 

Level 

Mono 

Range 

Casting lime 

Cooldown 

Reagent 

Effect 

1 

50 

100 % of 
Bose Mom 

30 yd 

2 set 

60 mh 

Itifemal Stone 

Sominons o from the Twisting Nether, musing 200 Firo domoge ond stunning d onamy laigats in ihe oma liar 2 soc. An Infamd nsos fmm tie 

rrolor, mtifer the tommoitd of lha caster for S min. Once cantiol is bst> the Infernal must bo Ensiovod to moinlam ronlrof. Can only be used ouldoors. 


Ritual of Doom requires a Demonic Figuring reagent [costing a full gold piece), all of the Warlocks mana, and can only be used 
once an hour. This offers another way to summon a Doomguard. Warlocks need to have a group with four other people to Liegin 
the ritual and at the completion of casting Ritual of Doom, one of your "buddies" is killed off to create the Doomguard. Cast Curse 
. j of Shadow and Enslave Demon to grab the Doomguard and bend it to your wili. Note that the Doomguard from this Ritual is more 

R 

Ronk 

Level 

Mona 

Range 

Casting Time 

Cooldown 

Reogonl 

Effect 


60 

1 DD%Df 
Bose Mana 

30 yd 

to sec 

j 

60 min 

OBmork | 

Figmino 

Begins a rituol Ifiot socrifioas o random paEtfcipant to summon a doomguoid. The dwmguard must be immadrately ensloved of it will attack the htwil 
peniciparts, Requires the coster ond 4 Dddit1ari]l party members to complete the ritual. In order to partidpoto, oil players most right-clkk the portol ond 
nor mm until the ritual b complete. 



Destructignmb**^" 


1^31 Shado\^B^it 


Shadow Bolt deals ranged. Shadow damage to a target. This is not the mana efficient 
attack for a Warlock, but it does offer a fair amount of damage especially when added 
to a pile of existing DOTs. 


Ronk 

Level 

Mona . 

Ronge 

Casting lime 

Cooldown 

Cost ta Train 

Effect 

2 

6 

40 

30 yd 

2.2 set 

— 

1# 

Sends 9 shadowy bob n) the enemy, oiusing 23 to 2? shadow damage. 

3 

12 

70 

30 yd 

2.3 ssc 

— 

6# 

Sends o shodowy Mtot the enemiy, causing 48 to 56 shadow damage. 

4 

20 

110 

30 vd 

3s«c 


20# 

Saids 0 shadowy bolt ot iho enoniy, enusirg B6 te 98 shadGiw damage. 

S 

2S 

160 

30yrf 

3sec 

— 

50 # 

a shadowy bolt at the eiemy, causing 142 to 162 sfwdow domiige. 

6 

36 

210 

30 yd 

3sec 

— 

90# 

Sends a sbodowy holt at the enemy, cousittg 204 to 230 shadow domoge. 

7 

44 

26D 

35 yd 

2.8 sec 


1 #20# 

Seiitb a shodowy bolt at ifie enemiy, causing 281 fa 31S sliudow dornoge. 

a 

52 

309 

35 yd 

2.8 sec 

— 

1#30# 

Semis a shadowy bolt at the eitemy, ceusipg 360 to 402 shodow damoqe. 

9 

60 

363 

35 yd 

2.8sflf 

— 

2 9 60# 

Sends o shadowy bolt ot the enamy, cuusing 455 to 507 shadow damage. 

10 

60 

330 

30 yd 

3 sec 

— 


Sends o sfiodo^y bolt at the enemy, causing 482 to 53B Slmdow [kHiHige. 















































































































Immolate is a short-casting Fire spell that deals some of its damage up front, but the bulk of the pain 
as a DOT. 


Ronk 

Level 

lirtttna 

Rofiie 

Casfitig Time 

Cooltlown 

Cosf to Train 

fflect 

1 

1 

25 

30 yd 

2sec 


ho# 

fiurns the efiesny for 6 Fire damage and thef an additional 20 Fire daawge avej 15 set. 

2 

10 

45 

30 yd 

2sec 

— 

3# I 

Burns rtie enemy for 19 Fire domage and Then m additional 40 fire damage over 15 sec. 

3 

20 

% 

30vd 

2 SEC 


20# 

Bums the enemy for 45 Fire damoge and than an addiHencil 20 Fire damage aver 15 sec. 

4 

30 

155 

30 yd 

2sec 

— 

60# 

Barns the enemy lof 90 Fite damage tmd Ihcn an addifiotial 165 Fire damage averl 5 sec. 

S 

40 

216 

30 yd 

1,5 set 

— 

1#10# 

Burns the enemy far 173 Fre damage and then tirt oddftionol 330 Fire damage over 1 S sec. 

6 

50 

295 

30 yd 

I5sec 

— 

1#50# 

Bums Itie enemy for 255 Fire damage and then on oddilional 485 Fire domage erver 15 sec. 

7 

60 

370 

30ytf 

1.5 sec 


2 #60# 

Burns the enemy for 343 Fine domnge ond then an additional 645 Fire damoge owr 15 set. 

8 

60 

380^ 

30 yd 

2sec 

— 

— 

8vrns the eneiiiy far 279 Fire Damoge and then an oddtliDtifll 510 fire domage aver 15 sec. 



Searing^Pmn^ 


Searing Pam deals ffs full sum of Fire damage up front (a rarity for Warlocks). This causes imuch higher 
Threat than spamming Shadow Boil. 


Ronk 

Uvel 

Mona 

Range 

Castlnglime 

Cooldown 

CosttoTrofn 

Efietf 

1 

13 

50 

SOyd 

' l.Ssec 

— 

15# 

InfBct seoring pain on the etiemy Iniget, causing 34 to 42 Rre domnge. Causes a Wgh amount of threat. 

2 

26 

75 

30 yd 

1.5 set 

— 

40# 

leflief seating pain on the enemy target, couang 59 to 71 Fire damage. Couses a high omaunt of Ihreat, 

3 

34 

100 

30 yd 

1,5 sec 

— 

eo# 

Inflict searing pain nn the enemy target, causing 86 to 104 fire damage. Couses a high amount of lltreot. , 

4 

42 

127 

1 30 yd 

1.5 sec 

— 

1#10# 

Indict seoring pnin on the enemy iorget, causing 122 tn 146 Fite dareege. Couses a high amount of threat. 

5 

50 

152 

30 yd 

1.5 sec 

— 

1 # 50 # 

inlTict seoring pain on the enemy target, cousing 158 to 18fl Fire damage. Causes a high amount of threat. 

6 

58 

185 

30yJ i 

1.5 sec 

— 

?»40« 

inflict seoring pain an (he enemy target, causing 204 to 240 fire domngo. Causes a high amount of threat. 



Rain of^Fire^ 


Rain of Ffre is a channeled AoE that deals substantial damage to your enemies. This is cast at 
range, and docs not benefit heavily from bonus to damage from gear. 



Rank 

Level 

Mono 

Range 

Casting Time 

Cooldown 

Cost fo Train 

IffecI 

1 

20 

295 

30 yd 

iC 

— 


Coiis down a fiery rob to bum enemies in the area ot effect for 168 Fire domoge over 8 sec. 

2 

34 

605 

30 yd 

1C 

— 

80# 

Colls dewn o fiery rain to burn enemies in flie area of effect for 384 fire damage over 3 sec. 

3 

46 

885 

30 yd 

IC 


1 # 30# 

Calls down 0 fiery min to hum enemies in the aroo of effect for 620 domage ever 8 sec. 

4' 1 

58 

1185 

30 yd 

it 

— 

2 # 40 # 1 

Calls down a fiery noin to bum enemies in Ihe urea of effect for 904 Fire damage over 8 sec. 



Shadowbum 


Shadowbum Is a Talenldearned ability on a 15-second cooldown. Warlocks cast this as an instant spell to deal Shadow damage that is 
fairly heavy. Shadowbum requires a Soul Shard; it gives your Warlock a free Soul Shard if the target dies within several seconds of the 
attack. 


Rank 

Winimutn Level 

Montf 

Reagent- 

Range 

Casting Time 

Cnoltjown 

Cost to Train 

Ettert 

1 

20 

105 

Soul Sherd 

20vd 

IC 

15 seconds 


Instanify blosls the forget for 91 to 104 Shadow damage. If tho forget dies fiom Shadowbum, and yiolds 

Biipeifence or hooot, the caster goins a Soul Slrard. 

2 

24 

130 

Soul Shard 

20 yd 

IC 

15 sec 

1«509 

Instantly blasts the target for 115 to 131 damage. If the target dies wi'tfiin 5 sec from Shadowbum and yields 
experience at honor, the caster gains a Soul Shard. 

3 

32 

19D 

Soul Shoid 

20 yd 

IC 

15 sec 

3 #50# 

In^nlly blasts the torget for 186 to 210 damoge. If the target dies within 5 sec from Shadowbum and yields 
experience of honor, Ihe CflSlEr gains 0 Soul Shard. 

4 

40 

245 

Soul Shard 

20 yd 

IC 

ISsec 

5 #50# 

Instantly blasts the forget for 261 to 293 damage. If the target dies within 5 sec from Shadowbum ond yields 
experietKe at honor, the taster gains a Soul Shard. 

5 

40 

305 

SwI Shred 

20 yd 

IC 

ISsec 

7# 

Instantly blosts the turget for 350 to 392 domnge. If the forget dies wilhin 5 sec horn Sfiodowbum and yields 
experience of honor, the caster goins a Soul Shard. j 

6 

56 

365 

Sou! Sfiard 

20viJ 

IC 

15sec 

11 # 

Insfonlfy hfasfs the forger for 450 to 502 damoge. ff the target dies within 5 sec from Shndowburn and yields 
experience of tfflnor, Ihe caster gains a Saul Shard. 


PRHbS W tifi ^ Helffirc is the type of spell that makes other characters roll Warfex^k alts. This point blank AoF deals unrepentant damage, rarely rivaled by 
UBBL AoEs. Your Warlock is going to get massive aggro, take damage from Hellfire itself (unavoidably), and require major attention from your group. 


Rank 

Level 

Marto 

Range 

Costing Itffie 

Cooldown 

CosifoTmin 

Effect 

1 

30 

645 

— 

IC 


60# 

Ignites Ike orso ajfrreinding Ibe coslre, ctresiiig 83 Fire damoge to himself ond 83 fire damoge fo all nearby enemies every 1 sac. bsfs 15 sec. 

2 

42 

975 

— 

1C 

— 

1 #10# 

Ignite lha area sarroatidifig the caster, causing 139 fire donwga fo himssll and 145 fire damage to all nearby eoerriies every 1 sec. Utsfs 15 set. 

3 

54 

1300 

— 

IC 

— 

2# 

Ignite the area surrounding lhe coster, ajusrng 208 Fire damage fo himself aivd 216 fire damage to oil iioarhy enemies every 1 sec. Lusts 15 sec. 


Confla^ate 


Conflagrate is a TaJeni-iearned ability that consumes an existing Imnnofaie effect on a target and deals a major dose of 
instant damage. 


Rank 

Minimum Level 

Mona 

Range 

Casting 111110 

Cooldown 

Cost to Train 

Effect 

1 

40 

165 

36 yd 

IC 

10 seconds 

— 

Ignites a target that h abeady offlicted by ImnwIcrtB, deollirg 249 to 316 Fire damage and consuming the Immolirre spell. 

2 

48 

200 1 

30 yd 

IC 

10 sec 

/# 

Igntfes 0 target that is afreody affected by Irnnrotate, dretlh^ 316 to 396 Fire Dumtfge and cunsumfog the fmmalate spell. 

3 

54 

230, 

30 yd 

IC 

lOsec 

I0« 

Ignite a target Ifoit is already effected by Immoloto, dealing 383 to 479 Rre Damage and consuming Ihe Immobte spell 

4 

60 

255 

SOyd 

IC 

10 sec 

13# 

ignites a forget that is already affected by fmmoiafo, deafing 447-557 Fire Damage and consuming ttie fmmdafo spell 







































































































l^'Soiii Fim 


_ Soul Fire is a slow spelf to cast, has a one^rriinute cooldown, and it consumes 
a Soul Shard when used. However, the Fine damage dealt by d^is spell is lewd 


and unfair (for the target). 


Rank 

Uvd 


Range 

CosfifLgTtme 

Cooldown 

Cost to Troin 

Effect 

1 

4fl 

305 

30 yd 


1 min 

1#40# 

Bum tke anemy's soul, cousirg 52^763 fire damop. 

2 

56 

335 

30 yd 

6sec 

1 min 

2#J0« 

Bums the enemy's soul, caitsing 70M31 Fire damage. 


Imp Abilities 


Fireball deals ranged Fine damage to targets. This is not a massive quantity, but it 
supplements exiting Warlock attacks well, espcxiially in cases where a melee pet 
would be troublesome due to enemy AoEs. 

Blood Pact increases the Stamina of group members in range, this stacks with Priest 
and Druid buffs, allowing for all characters to reach very high sums of health! This is 
quite a bonus for a group with a solid main tank. 

Phase Shift turns your Imp invisible when it is not attacking. This is quite useful in 
dungeon situations, where pets can path oddly and cause huge problems when they 
aren't dismissed. When the Imp Is out and Phase Shifted, he'll path right through 
enernies with causing wipes, though players who aren't used to it might lose a bit of 
sphincter control while seeing it. 

Fire Shield is another tank-friendly spell. This buffs the target with a damage 
shield, helping to cement damage on the main tank, especially when fast attack¬ 
ers arc involved. 

VoiDWALKER-^ABILmES 

Torment is a powerful Taunt that Voidwalkers use to keep their primary target 
engaged. This has no value in PvP, but does wonderful Ihinp in solo PvF. for holding 
aggro even when the Warlock is using higher-Threat attacks. 

Sacrifice destroys the Voidwalker but gives the Warlock a shield for the next 30 
seconds* This is wonderful for PvF and PvP escapes, and it really one of the only PvP 
functions of the Voidwalker (for Warlocks who are making death runs at the enemy 
and want to survive that much longer). 

Consume Shadows is used outside of combat to restore Voidwalker health. This takes 
them ten seconds to channel. Considering how often Voidwalkers are beaten upon, 
this is a necessary ability that is used all the time* 

Suffering is an AoE Taunt that costs a great deal of mana from the Voidwalker. This 
gives the Warlock enough Threat leeway to throw DOTs onto secondary and tertiary 
targets while letting the first enemy die. Then, the Warlock helps to finish off what¬ 
ever health is left on the initial foe, then start blasting away at the next foe. 

SuccuBus Abilities 

Lash of Pain deals instant Shadow damage when the Succubus uses it. She can score 
Criticals off of LoP, bringing Succubus DPS up to a fairly high level for a Warlock pet. 

Soothing Kiss is an ability to reduce Threat on the Succubus, much like the ability for 
Hunter's pets to Cower. Usually, the Succubus doesn't get a lot of aggro, so this isn't 
an ability that she needs to have on aulocast. 

Seduction is the most prominent ability of a Succubus. This is used as crowd 
control against Humanoids, especially in PvP situations. When there are many 
casters present. Warlocks go with Feihunters in PvP. When there are more physical 
classes, the Succubus becomes dominant. This ability offers crowd control over a 
modes! period, and gives the Warlock time to prepare the distance and casting for 
very nice spell chains. 

Lesser Invisibility makes it look like your Warlock doesn't have any pets with them. 

At range, younger PvFers might even mistake your Warlock for another type of caster 
if they don't spedfically highlight you for your level/dass informatron. In any event, 
this protects your Succubus from a fast attack that would quickly kill her. Left on 
Passive, she is then reserved for Seduction! Even experienced players won't often 
have the time or ability tn detect her and lake her down, as they have other things to 
worry about, 

Felhunter Abilities 

Devour Magic lakes a positive effect away from an enemy or removes a negative 
effect from an ally. This process heals the Felhunter as well! This function is Incred¬ 
ible for group support in PvP and PvE situations, where many negative effects are 
devastating. Because this onty has an eight-second cooldown, Feihunters really help 
Paladins and Priests to keep groups dear from harm. 

Tainted Blood reduces the Attack Power of enemies that strike the Felhunter in melee 
(and this stacks up to five times). It's better not to keep this on autocast at .aH in PvP,, 
where very few people are going to go after your pet. ■ ■ 

Spoil Lock is an instant ability to Silence an enemy for three seconds; if that target 
was already casting, they cannot use a spell from the same school of magic for an 
even longer period. An ama?:ing!y useful against PvF and PvP casters. 


Paranoia detects stealthers very well. Rogue.s and Druids in Cal Form are not going 
to be able to sneak up on a Warlock with a Felhunter out. This makes Warlocks 
wonderful for defending flag rooms, choke points, and so forth in PvP, 


% 


Warlock Talents are able to hone this 
class toward one of several ends. The Af¬ 
fliction line makes Warlocks even more 
effective with long-term satisfaaion (bet¬ 
ter damage over time, higher efficiency 
with debuffs and DOTs, chances for 
instant casting from time-to-time, etc.). 

Demonology allows Warlocks to survive 
well beyond their normal means. This 
Talent tree develops pet abilities and 
gives PvP and PvE Wadocks immense 
survivability. 

Destruction goes toward the direct end of Warlock attacks, greatly improving the 
output of a Warlock's fire and bolt spells. Later in the line, there are Talents to Im¬ 
prove the chance and power of critical spells. 

Affliction is a cero-downtfme tree of I’alenis that allows for very fast leveling. The 
combination of Talents to improve your aiready mana-efficient abilities is quite 
impressive. 

Take Improved Corruption [always), because this saves ama;^rng levels of casting 
time during the early fights. Warlocks can rattle off Curse of Agony and Corruption 
on multiple targets, even in large-scale PvP, without wasting time or much mana. 

This really puts pressure on healers for enemy PvPers, and it works Just as well in 

PvL. 

Improved Drain Soul helps with leveling speed, but also look into Improved Life 
Drain. For specific Warlock builds, this can be a valuable add it ion [if you plan on 
tanking for your pel instead of relying on the Voidwalker). Fel Concentration is a 
mij^f have Talent for that style of play, because it prevents your Warlock from being 
disrupted heavily when Draining in close combat. 

Nightfall and Grim Reach are both too much fun ti> miss. Grim Reach gives you the 
extra range to help with giving more lead time against targets in PvP and PvQ. Night¬ 
fall allows for instant Shadowbolts from time to time and it procs most often from 
Corruption [something that Affliction Warlocks use on every target, all the time). 

For PvF, go ahead and take Curse of Exhaustion and its Improved Talents. For Pvt 
though, this doesn't end up being nearly as useful. Instead, grab Siphon Life, then 
return to earlier tiers for a few points to take Talents that you kind of wanted (Jnfi- 
proved Life Tap, Suppression, etc.). 

Shadow Mastery and Dark Pact complete the tree, and anyone putting more than 20 
points into Affliclion is going tu want to finish the lint? and enjoy these major perks. 

Your Warlock is never going to run out of mana with ihis build, the Threat they 
accumulate is low, but the damage over time Is still very high. Wonderful for skilled 
soloers, superb in PvF groups, and capable in PvP. 

Demonology- ^ — . 

Demonology is an odd line, and the things your Warlock gets from it are varied. 
Improved Imp is quite good in the earlier levels, though Demonic Embrace is a 
Talent that becomes indispensable later on because of its huge improvement to 
sustained Warlock combat, 

FeJ Intellect is a champion of the next tier, with its improvement to mana for all 
standard pels. This makes quite a difference in damage output or survivability, 
depending on the pet you are using, if combined with an Afflictiori build, Fel Intel¬ 
lect Js doubly rewarding. 

Improved Succubus is a keen choice for PvP Warlocks, primarily because of its 
'improvements to Seduction duration and Lash of Pain damage. Soloers who rely cm 
thfi Vd id walker are going to be lured in by Fel Stamina instead, with its noteworthy 
boost to pet health. 

Take Unholy Power for its damage improvements; ftiough this won't redefine your 
character, it certainly helps the nag-abiilty of your pets lo wear away at their targets. 
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SUPPR£S5IO>4 


JMPROVEP HEALTHSTONE 






Reduces the chance for enemies to resist your Affliction speils 
by 2% {Per Rank) 

. tMPROVED CORRUPTION _ S 

Reduces ihe casting time of your Corruption spell by 0.4 se;c 
(Per Rank) 

IMPROVED CURSE OF WEAKNESS_ 3 

Increases the effect of your Curse of Weakness by 0%. ’ 
Progression: &%/] 3%/2()% 

IMPROVED DRAIN SOUL _Z 

Gives you a 50% chance (Per Rank) to Increase mana regen by 
100% if your target dies while you are casting Drain Soul 
IMPROVED UFETAF_2 

Increases ihe amount of Mana awarded by your Life Tap $pe]l by 
10% (Per Rank) 

IMPROVED DRAIN LIFE _ 5 

Increases the Health drained by your Drain Life spell by 2% 

(Per Rijnk) 

IMPROVED CURSE OF AGONY_J 

Increases the damage done by Curse of Agony by 2% (Per Rank) 
FEL CONCENTRATION_ 5 

Gives you a 14% chance (Per Rank) to avoid interruption caused 
tvy damage white channeling the Drain Life, Drain Mana^ or 
Drain Souf spell- 

AMPLIFY CURSE _ I 

Instant Cast 5 min cooldown Increases the effect gf your next Curse 

of Weakness^ Curse of AKony, or Curse of Exhaustion by 

GRIM REACH_ 2 

Increases the range of your Affliction spells by 10% (Per Rank) 
NIGHTTALL_ 2 

Gives your Corruption and Drain Life Spells a 2% chance to 
I cause you to enter a Stiadow Trance slate after damaging the 
opponent, file Shadow Trance state reduces the casting time of 
your next Shadow Bolt spell by lCt0%, - Progression 2%fS% 
iMFROVEP DRAIN MANA _ I 

'“Causes 15% of mana drained by this spell (Per Rank) to damage 
your target 

SIPHON LIFE_ I 

1 SO Mana 1J sec cast 30yd range 1 ransfers 15 health from the 
target to thecasicr every 3 sec, Lasts JOsec. 

CURSE Of EXHAUSTION_ ± 

17 Mana Instant Cast 3U yd range Reduces the target's speed to 
90% of normal for 15 jicc. Only one Curse per Warlock can l>t’ 
active on any one target. 

IMPROVED CURSE OF EXHAUSTION_4 

Increases the speed reduction of your Curse of Exhaustion, by 
5% fPtfr Rank) 

SHADOVy MASTERY_ 5 

Increases the damage deaft by your Shadow spelfs by 2% (Per Rank) 
DARK PACT _ 1 

(Instant Cast 20 yrd range Drains 250 of your pet's Mana 
returning 100% to you. 


Increases the amount of health returned by a Healthstone by 
10% (Per Rank) 

IMPROVED IMP_ _3 

Increases the effect of an Imp's Firebolt, Fire Shield, and 
Elcwdpacl by 10% (Per RanM 

DEMONIC EMBRACE_ 5 

Increa.ses your totaf Stamina by 3% (Per Rank) at a loss of 1 % of 
your Stamina (Also Per Rank) 

IMPROVED HEALTH FUNNEL_ 2 

Increases (he amount of health returned by Health Funnel by 
10% (Per Rank) 

IMPROVED VOIDWALKER_ 3 

Increases the effects of your Void walker's Torment, Consume 
Shadows^ and Suffering by S% - Progression: S%/16%/25% 

FEL INTELLEa_ 5 

Increases the maximum mana of your fmte by 3% (Fter Rank) 
IMPROVED SUCCUBUS_ 3 

Increases the effect of your Succubus' lash of Pain,, Soothing 
Kiss^ and Lesser Invisibility by S% - lY-ogression: B%/1 b%/2S% 
FEL DOMINATION _ I 

Adds an Instant ability that reduces pet summorting time by 5.5 
seconds^ and lowers mana cost by 50% 

FEL STAMINA_ 5 

Increases the maximunn health of your peEs by 2% (Per Rank) 
MASTER SUMMOMER_ _ _ 2 

Reduces fhe .stimmoning lime of your pels by 2 seconds (Per Rank) 
UNHOLY POWER_5 

Increases mefee damage done by your pets by 3% (Per Rank) 
iMPRjQVED ENSLAVE DEMON_5 

Reduces the attack speed/casting speed penalty of your 
control fed demons by 2% (Per Rank) 

DEMONIC SACRIFICE _ I 

Sacrifices your pet for a 30 minute buff - Progression: Imp 
(Increases Fire Damage by 15%), Void walker (Increases health 
by 1 S%3, Succubus (fnereases Shadow Damage by 15%), 

FgI hunter (Increases mana by 20%) 

IMPROVED FIRESTONE ___, 2 

Increases the damage dorne by your f fresionGs by 15% (Per Rank) 
MASTER DEMONOLQGIST _ Z 

Reduces the mans cosi and casting time of all stone-creation 
spells by 20% (Per Rank) 

SOUL L[NK_ L 

Adds an Instanr ability that splits damage taken between you and 
your pet for 30 seconds 

IMPROVED SPELL5TONE_ 1 

Increases the amount of damage absorbed by your SpcFIstones 
by 15% (Per Rank) 


IMPROVED SHADOW POLT 


Ygur Shadow Bolt critical strikes increase Ihe next 4 sources of 
Shadow damage dealt to the target by 4% (Per Rank) 

CATACLYSM_5 

Reduces ihe JVUina cost of your Destruction spells by 1 % (Per Rartk) 
BANE_ 5 

Reduces the casting lime of your Shadow Boll and Immolate 
spells by 0.1 sec (Per Rank) 

AFTERMATH _5 

Gives your Destryction spells a 2% chance (Per Rank) to da^e 
the target for 5 sec. 

IMPROVED FIREBOLT_ Z 

Reduces the casting time of your Imp's Fireboli spell by O.S sec 
(Per Rank) 

IMPROVED LASH OF PAIN_ 1 

Reduces the cooldcri-vn of yewr Succubus' Lash of Pain spell by 
3 sec (Per Rank) 

devastation_5 

Increases the critical strike chance of your Destruction spells by 
1% (Per Rank) 

5HAOOWBURN _ 

130 mana, Instant cast 15 sec cooldown 20vd range Reagents: 
Soul Shard' Instantly blasts the target with 12S to 150 Shadow 
damage. This spell generates loss threat than would normally be 
caused. Requires 1 Soul Shard, Awards 1 Soul Shard if the target 
dies from Shadewbum, 

INTENSITY _2 

Gives you a 35% chance (Per Rank) to resist interruption caused 
by damage while channeling (he Rain of Fire or Hellfire spell. 
DESIKUaiVE REACH _ 2 

Increase* the range of your Destruction spells by 10% (Per Rank) 
IMPROVED SEARING FAIN 5 

Increases the critical strike chance of your Searing Pain spell by 
2% (Per Rank) 

PYROCLA5M 2 

Gives your Rain of Fire and Hellfire Spells a 12% chance to stun 
(ho target for 3 sec, - Progress ion : 12%/25% 

IMPROVED IMMOLATE 5 

Increases the initial damage of your immolate spell by 5% (Per 
Rank) 

RUIN 3 

Increases the damage done by your critical strikes by 100%. 
EMSERSTORM_ 5 

Increases the damage done by your fire spells by 2% (Per Rank) 
CONFLAGRATE 1 

220 Mana T .5 $ec Cast 10 sec cooldowr> 20yd rartge ignites a 
target that is already afflicted by Immolate, dealing 214 to 256 
damage aiyd consuming the Immolate spell. 






























































































Demonic Sacrifice musf be taken; it h ore of the most incredible Talents in the 
Demonology line. With this, a Warlock can Sacrifice any of their pets for fairly major 
buffs, and the Voidwalker specffically turns the Warlock inio an unstoppable machine 
of Aob destruction. If these AoE death rushes excite you, take Improved Firestone as 
well; this doesn't add a major damage boost, but ITs bigger than it first appears. 

Master Demonologfsi is a passive effect that improves all of your standard pets; take 
all five ranks of this. 

Half of the entire point in taking Demonofogy past the first couple of tiers is to get 
Soul Link. For PvP and 50lo PvE functionality. Soul Link causes Warlocks to survive 
as it they were real tanks. 

Demonology, taken heavily, is very good as a first-time choice for characters who 
are learning the game (that isn't to say that experienced players won't fail in love 
with it too), instead, the idea is that Warlocks with these Talents are extremely 
hard to bring down. They can solo, using their Voidwaiker, and beat down almost 
anything in their way. The process is slower than Affliction or Destruction Talents, 
but you always have your finger on a series of'l win" buttons to either win the fight 
outright or at least survive to resummon your pet and try again. 

Improved Shadow Bolt is decent for a solo player and only gets better when you 
have more buddies around'. Warlocks and Shadow Priests workirrg together gel are 
very mean with these tricks. 

Bane and Aftermath am both great in the second tier. In the long-run, you might grab 
both of them. In the short-term, use Bane for its consistent improvements to Warlock 
casting speeds, or take Aftermath if you want sporadic effects {for most, Aftermath 
becomes much better in later levels). 

Steal Shadowburn as soon as possible, as it is a perfect spell for burst damage, finish¬ 
ing targets, and so forth [and being another Shadow spell, itfiils out the Destruction 
line anyway). Then, take Devastation; this cannot be left behind. 

The choices are difficult again in the next line. If you solo or PvP a lot, take Improved 
Searing Pain now. If you join small groups for PvF more often or deal with large- 
scale PvP, Take intensity and Destructive Reach first (you are going to get all of these 
eventually anyway). 

Immediately grab Ruin in the next tier; it is so powerful that anyone who doesn't take 
it while making a Destruction build Is either a for)! or a genius beyond their time. 
Take all five points of Improved Immolate, then get four points of Emberstorm. 

The damage tn this line is now crippling for burst use in soloing and PvP. Complete 
the process with Conflagrate, then return and fill out the spec with the final point of 
Emberstorm, Pyroclasm {if AoLs are very important to your character), and Aftermath/ 
Bare, from earlier levels. 

This takes a massive investment in a single 1 aieni line, but (he results are quite 
worthwhile. Though Inefficient, compared to Affliction Warlocks, Destruction casters 
are able to burst in PvP and lake down almost anything on the field. They are feared 
and respected wherever they go, arid there are only a few character types that are 
eager to face this build. 

in PvE, Destruction Warlocks have more downtime, require a bit of extra cash [for 
greater supplies of water and potions), and must be careful about their Threat gerrera- 
tfon in groups without a masterful mair^ tank. That said, they add a great deal to the 
overall damage output. 


STRATEGIES 


Okay, it's time to head out into the 
field and bring down enemies. There 
are great ways to do this as a Warlock, 
especially if you are patient. After level 
ten, when you have the choice of Imp or 
Voidwalker as pets, the game gets quite 
interesting. From there. Warlocks level 
and receive more and more choices, 
eventually becoming one of the most 
complex classes in the game. 



Some" General’^Tips 

Your Curses make a huge difference in the outcome of a battle, whether you are 
alone or in a group. Curse of Tongues is the best way to say hello to casters. Curse 
of Elements/Shadow is vicious in groups with multiple casters or for limes when you 
plan on unleashing many Fire or Shadow spcifs. if there art’ other Warlocks in the 
group, work out which Curses are going to be used. This keep.S you from stepping on 
each othcr^s toos. 


Remember to avoid heavy Threat abffitEes early in a fight when you are grouped. 
Shadowbolt is only a little naughty, Searing Pain is extremely naughty, and AoEs or 
Soul Fire are right out. Wait for tanks to have serious aggro before playing around 
with high damage/high Threat abilities. 

When working with an AoE group, keep Health.stones available [and on your quick- 
bar) at all times. Keep the Voidwalker out for immediate Sacrifice, and get used to 
dying. AoE groups are for high-risk/hi|h-reward playing. 

Soul Shards*^ - 

Always keep a heavy supply of Soul Shards around. These items are needed for so 
much of a Warlock's utility that it's very dangerous to run out of them. Summorrlng 
allies, grabbing more important pets, and even some of the special class spells later 
down the road cost shards. Don't be shy about having an entire bag dedicated to 
keeping extra shards, and replace these as soon as possible when the supply starts to 
drop. Also look into the special bags for Soul Shards that are made by Tailors; these 
give you even more space for large group of Shards (e g. Core Felcloth Bag, Soul 
Pouch). 

Remember that only enemies that are worth experience/honor to your Warlock can 

drop Soul Shards. Killing rabbits and cows is not going to gel you what you need. 

Give various stones to your allies in a group as soon as possible, as they can be use¬ 
ful al any point. Be sure to give a Soul Stone to group Rezzer first, and a Heafthstone 
to the main tank first; they are the ones that are most important to protect from a 
wipeout. 

When grouping or raiding, fill extra bag space with Soul Shards before you enter 
a dungeon. The greatest and most difficult press for Shards is during the first few 
minutes, when a group is getting ready. Your Warlock is needed for Healthstones 
aplenty, Summoning your pet, Summoning straggling group/raid members, Soul- 
stones, and so forth. And, you don't want to lap out! Even if it flfls two bags or more 
with Shards, go Into groups prepared. After all, those Shards will be long gone from 
at least one bag by the lime you gel enough loot to worry about the space, so it's not 
like your Warlock is going to miss out on treasure. 

]f you need more Shards before a run, lei people knovv. For smaller groups that aren't 
facing raid-Eeve! challenges, there are usually offers for a few folks to head outside 
of the dungeon and help you kilt a few targets while waiting for the group/raid to get 
together. For friendly runs, this is no big deal at all (just don't rely on this for sched¬ 
uled raids and such, where people want to start at a specific time). 

Standing--Alone 

As stated, the Voidwalker is critical to safe soloing. This tank of a pet is able to keep 
enemies' attention fairly well. For you to do your part, stick with DOTs and wand 
activity and watch the creatures faii into death without realizing lhal you are the one 
to blame. Slap Corruption, Curse of Agony, and a nice Immolate on targets once the 
Voidwalker has them in melee and switch to your wand for the conclusion. 

For adds that your Voidwalker can handle, slap DOTs on them as well, after the 
Voidwalker has gotten their attention. A more dangerous add can be Feared to give 
yourself time to bring down the first target. If it looks like Fear is going to backfire {by 
drawing more monsters), slam the initial target with ail DOTs, then a Searing Pain to 
get it off of your pel and divide the damage between yourself and the Voidwalker; 
this isn't optimal, but it's a last-ditch method that works in a pinch. Kill the first crea¬ 
ture and turn on the second once your Voidwalker is ready for it. 

[f things get worse, Sacrifice your Voidwalker for extra lime and run like Fel! 

Another type of solo work altogether (and not for the faint of heart or light of skill) 
is to truik consEsienily for your pels. Ditch the Voidwalker and use your Imp or Suc- 
cubus for this, for their high damage potential. This is often an Affliction Warlock's 
specialty; Oralntank the enemy by using DOTs, Drain Life to keep yourself afloat, 
and switch to the wand for the kill if mana conservation is ever needed. With ihe 
right spec, this brings In experience at an immense rate. 


Pet Ghoicesun A Group 

Bring out tfie beloved Succubus or Imp in a group and watch the DPS of your ex¬ 
tended character improve. Though the imp is a dangerous creature if it stays in active 
mode, you can keep from pulling many acerdentaf enemies by setting the monster to 
Passive and controlling him carefully. With the Imp's Fire Bolts and damage shield, 
he adds quite a percentage to a group's overall performance; 

The Succubus is ai her besi when a skilled Tank is at the le^H qf a group. Work with 
the Tank so lhal they know to keep the Succubus at llie enemy's back {to avoid 
Cleaves and other front-targeted Ao£$). The Succubus is obviously a great choice for 
added crowd control against Humanoids as well, in PvE and PvF. Seduce Humanoid 
adds while the group maintains focus on their primary target. 

The Felhunter isn't a choice for damage, but the creature's utility is quite welcome, 
if your group is facing casters, the Felhunter has no peer. Even groups that have a 
Paladin or Priest benefit from the Felbuntor's Devour Magic ability. 










Warriors are the prorertors in World of Warcraft. These brave souls fight for both the Horde and Alli- 
arce, and neither side would survive for lortg without their perseverance. Fighting primarily in melee, 
Warriors use their heavy armor and damage mitigation to endure the attention of monsters; their role 
in a group is to gather as much of that aggression as possible. By doing this, weaker classes are left free 
to use their healing, higher OPS, and other such abilities without fear of reprisal and death. Both in the 
field and in dungeons. Warriors always have, a place in a skilled group. When soloing or assisting other 
Warriors, these fighters reveal that undernealh (he armor there is a savage kflier than is able to sacrifice 
mitigation for destructive power. _ 



W e approached the ancient homeiand of the spiteful gnomeSr and putres¬ 
cence filled the air we breathed. The smell was one of the worst (flings 1 could 
have imagined. It poured like steam out of the tunnels around us, but it came 
from the very gnomes lived in the ruined city. They were fouled with disease, 
a fate worse than many would have wished even for the wasteful beasts. 

I heard llliathu, our Shaman, cry out. Three of the demonic things had chat^ged 
her, and 1 knew her strength would fail before long against such an onslaught. 
Cryfng with all the strength the Earth mother allows me, I ran over and leapt 
onto the first. It stood Still for a moment, paralyzed With fear even as my axe 
struck home. The others would have continued their attacks on llllathu, intent 
on her falling Totems, but I was on them as well. 

Swir^ging left and right, mocking their horrid faces and torturous heritage, I got 
their attention every way I knew how. They turned to me and struck helplessly 
against the finest steel our crafters can forge. The earlh'^s bounty protected me. 
Illiathu used her time weif, and the few wounds that had blossomed under my 
armor tightened and ceased to bleed, I felt no pain. 

The two Forsaken with us were doing ail of the killing; no great surprise there* 
With small blades and burning fire, they were the ones destroying the gnomes, 
but I wounded all of the foes during the fray, tearing the armor from their 
bilious forms and knocking aside their steel before it landed home. When we 
, left later that day, our mission successful, not a single ally was left behind in 
the darkness. 

Nothing wilf defeat die Horde as long as there are people ready to stand in 
the way of evil. We Tauren believe in the power of the Earthmother, and the 
\ Scourge, Burning Legion, gnomes, dwarves, and humans will nor stop us from 
^protecting our people. 




Warriors are very easy to pick up, but 
it lakes an immense amount of time to 
master them. Some people perceive 
the class as being forced into one role 
by their specializations, but no Talent 
configuration truly pigeonholes a War¬ 
rior with skill. Bring along a wide range 
of weapons, and watch how easy it is for 
a Warrior to be a DPS class or a tank, at 
any time. 


The key Is to master stance switching 
and weapon selection. Within the same fight, a Warrior can start as a DPS class 
(using dual wield or a two-handed weapon), bring down some light targets, then 
switch to tank mode (with a one-handed weapon and shield) to deal with adds or a 
Specifically powerful creature. Battle Stance offers consistent damage and control, 
while fast use of Berserker Stance is nice for Whirlwind Aobs and Berserk Rage. 
Then, when you need to generate more Threat against single targetJi and survive 
longer, drop into Defensive Stance. 


Warriors tutn change their Threat generation and survivability at the drop of a hat. 
The difference between Berserker Stance and Defensive Stance alone is 20% in terms 
,of incoming damage. Add a shield to that, and a Defensive Stance Warrior is taking 
well over 30% less damage. Demoralizing Shout, switch quickly to Battle Stance for 
a Thunder Clap, and now the enemies are really hitting like kittens. Not enough? Use 
Shield Block and Disarm (if possible). 



One interested thing about Warriors is 
that they lack mana. Instead, they gain 
the power to use their abilities from 
Rage. This builds when a Warrior takes 
or deals damage (there are a few class 
abilities to generate Rage as well). The 
more damage you deal or take at a given 
time, the more Rage you wifi gel. This 
makes it essential to keep your weapons 
upgraded as often as possible. Rage 
deteriorates between fights, when a War¬ 
rior is out of battle, so it helps greatly to 
have as little downtime as possible. 


Available Races 


Dwtiff 

Glwme 

Hyrnsn 

: Wight Elf 


timlead 


What do Attributes Mem to Me^ 

Sitefigih 

Inci^os^ Meke Domoge Greatly, Improves Amcunl of Dnmage Absorbed Daiiitg a Ml 

Siomino 

Heaflii 

Agility 

Rtjises ChaiKs to Get o Crilkaf Hif Dodge 

Infe^ect 

Foster 12tite lor Goiiring Weopon Skills (Worlliless) 

Spirit 

Improves Heolib Recavary (Worthless) 


ITEMS AND EQUIPMENT 

Warriors are more dependent on equipment than any other class; their weapons 
need to be as deadly as possible when it comes to DPS (for the damage itself, for 
increased Threat generation, and for getting more Rage). They also need armor that 
is extremely up-to-date, and peripheral items that raise Stamina and Strength are at 
a premium for dungeon runs. Add bandages, food, and ever some explosives to the 
mix, and Warriors are often laden with goodies. Most of the time, they are pretty 
darn poor as well! 

Okay, so what are your priorities? As 
a Warrior, whether you solo or join a 
group, a massive investment in armor 
is required. Unless you are going with 
a two-handed weapon, a shield is one 
of your best items. Keep searching for 
quests with shield rewards and look for 
dungeons where high-quality shields 
drop. 

Try to keep your Armor Rating as high 
as possible while being somewhat picky 
about which pieces you grab. When available, armor pieces with similar stats should 
be distinguished by the attributes they raise. A Warrior who goes for survivability 
wants to have as much Stamina as possible on their equipment. Enchant your items 
and always be on the lookout to replace gear that isn't quite right for your stats with 
better pieces. Stamina is almost always the first pick for a Warrior, with Strength and 
Agility following behind. Spirit and Intellect are just about worthless, and should 
pratCitally be avoided in favor of getting other attributes. 



Even Arms and Fury Warriors are extremely hard to kill when they use their stances 
correctly and keep a full range of equipment ready to go. All Warriors, of all types, 
should have a shield, one or two single-handed weapons, and a two-handed 
weapon. These should be in your bags, afl the time, fully repaired before dungeon 
runs* There Is a time and place for everytlTmg! 

Bind stance-switching to keys that are easily accessible. Master them, be able to 
switch without losing time to think, and keep an organized quickbar that is as 
intuitive as possible for you. Keep shout abilEttes in the same location for att of your 
stances, and leave interrupts on similar keys as well. 


Weapons with procs instead of attributes must he chosen carefully; your Warrior 
needs those combat attributes to function well, so it's always a tough tradeoff. Don't 
go for a proc unless the effect on bit is extremely good. For defensive one-handed 
weapons, only look for procs that raise Armor Rating, Defense, add healing, or other 
suivival-based elements. For dual-wield or two-handed choices, go for procs that are 
aggressive and deal enough damage to be worth giving up the stats. 







































In regard to auributies themsefves, Stamina is needed in PvP and PvE. Only Fury 
offtanks are likefy to look for less of this attribute than other Warriors, but even they 
aren't going to ignore it. The more complex choice is the decision between Strength 
and AgfHiy. For burst damage (e.g. PvP Arms Warriors), Agility should be taken pretty 
heavily, A high Critical rate is essential for burst damage. However, for steady Threat 
to keep monsters on your Warrior, a high Strength is far more useful. Strength adds to 
base damage, so it won't matter if you are getting the Crlticals or not; high damage at 
a smooth rate is extremely important for a good tank. 

At the higher levels, when you start to sec + Hit and +Crltical items, remember that 
a Warrior wants to have about +5% to Hit [maybe +6% in a pinch, but that is a 
stretch). There is no ceiling for how much ^Critical gear you want, but generally 
figure that a point in +Cnticar is worth almost 20 Agility for you. 

Items that raise Defense are also part of the nriix. Higher-tier items usually add to 
several attributes, then have a bonus to +Hit/+Cri»/+Defense. This means that even 
with your bast gear, there is going to be a rough choice, 1 tit and Crit more, or lake 
that lovely Defense? Defense allows for higher burst defense, if that makes any sense 
to you. Warriors with a high Defense receive fewer Critical hits from enemies. Don't 
give up Stamina for Defense, and only give up your damage-dealing statistics If your 
Warrior is holding aggro without any problems in all of your groups. Defense means 
nothing if you aren't dealing enough damage and using your abilities well enough to 
maintain aggro at all times) 


CHOOSING YOUR PROFESSION 


Many first-time Warriors go for Blacksmithmg and Mining; they are an intuitive com¬ 
bination. They also let a lot of Warrior down, sadly. There aren't many Blacksmithing 
items before the very late-game that are good enough to keep a Warrior protected 
well (and the early to mid weapons art^ horrible). Warriors need/want the besi-of- 
the-best gear possible, and almost all of that is going to come from dungeon delving. 
Orly take Blacksmithing if you are serious about getting it up to Its maximum value 
and working hard to find rare or epic recipes; those are the only Blacksmithing items 
that really draw people in. 


Not as many early Warriors take Herbal is m/Mchemy, but this is actually a very wise 
choice. Warriors drink more potions, on the whole, than a lot of classes. Belng able 
to make your own is very important unless you have a guild or friend that is willing 
to do the work for you. Warriors gain so much from the extra Strength, Agility, Criti¬ 
cal rate, and such that potions provide. 

For a PvP Warrior, Engineering is a solid choice (also paired with Mining). Having 
bombs and some of the gadgets that Engineering provides is effective for turning the 
tide of nasty battles, especially if you are a very active fighter. Charge ahead of your 
group, use bombs to disrupt the irtcoming enemy lines, then continue forward for 
the softer targets. A short Stun and some extra damage is more than enough to push 
initiative in your group's favor, and a frontline character has a greater chance to 


make these things happen. 



Even more useful to a Warrior in action, 
however, are the secondary trades 
Cooking and First Aid are very powerful 
for reducing downtime and limiting 
your need to buy expensive food from 
local vendors. Keep both of these trades 
at a fair level and use them heavily to 
improve your kill rate. Even in groups 
this does very good things (reducing 
the burden on your healers can greatly 
shorten quest and dungeon times). 


Rage is on a scale from 0 to 100, and 
unlike other classes, it stays at zero 
when you aren't engaged in combat. 
When a Warrior strikes enemies or is hit 
by them, the Rage Meter goes up. Using 
points from this bar engages various 
abilities to defend the Warrior, do extra 
Damage, heip the group, or otherwise 
aid in combat. 

Below are the tables for these abrliiies, 
broken down by their limitations. 


Arms! 



Hprnir f Heroic Strike is an ability that generates massive Threat) It is a Rage sink, 
—^ but has its purposes. 


Ronk 

Level 

Stance 

Rage 

Cost to Train 

Effetls 

1 

1 

All 

-15 

— 

A slrong atiact that iiKreases mebe ttampge by 11 ond ttmsfls a high amMint of threat, t 

2 

8 

AjII I 

TS 

20 

A streiig Dttad that liKreases mdea damage by 21 ond rouses a high amotint of (tiietit. 

3 

16 

All 1 

dS 

20# 

A s-lieag oltodL that increases metes damage by 32 ond touses a high Dmowitof ifiieot. 

4 

24 

All 

■15 

m0 

A stiung altotk tliot incteases raebe damage by 44 and (MKes a high amotMof tbieot. 

5 

32 

All 

■15 

t#40# 

A strong oHad that mtroases mebe damage by 50 ond causes a high amowit of ihieat. 

6 

40 

All 

■15 

2«&20# 

A stieitg attack that intreasas meJee damage by 00 and causes a high amotintof Itiieot. 

7 

48 

All 

■15 

4# 

A strong attack that increas0S melee damage by 111 and causes g high amcnjnt of rtiicat. 

8 

56 

All 

15 

9 #60# 

A struiig attack that intreases mdee damage by 13S and causes a high arnomit of 

9 

60 

Ail 

■IS 

— 

A Strang otiack that ttKfeases metee damage by 15 7 and couses a high amowir of llifeat. 



^ I Charge is a blessing from the heavens. This allows your Warrior to enter melee from range. It also 

^ . generates bonus Rage and causes a trivial Stun effect to interrupt casters. 


Rank 

Level 

Stance 

Rage 

Cost te Train 

Effects 

t 

4 

hVk 

9 

1# 

Charge ar eneroy, generate 9 Roge, and shm Ttka t s«. Cowwt be usd in cembat. IS secood coeldowa. 

2 

26 

Battle 

12 

1 # 

Charge m enemy, generate 12 Rage, and stun it Ich 1 sec. Cerawt he iisd in cajnbot. 15 second cooldown. 

3 

46 

Balde 

15 

3#60# 

Cliarge an eneray, generate 15 Rogs, and siwi it foe 1 sec. Cnnnot he usd in cambat. 15 second coddowti. 


m 

Rend ^ 

enci produces a laughable DOT on a target. This occurs instantly and doesn't require 
luch Rage. Don't use Rend for the damage done, use it for its DOT effect. 




Rank 

level 

SlOFice 


Cost Icr Trail 

Effecis 

1 

4 

Boitfe, Oeferisive 

-ID 

1 0 

Wounds the target, caiEirg them to bleed for 15 damage rarer 9 seconds. 

2 

10 

Bnltto, Oeferisive 

-10 

I 0 

Wounds iho target, causing them to Meed far 20 damage rarer 12 seconds. 

3 

20 

BpttfG, Defensive 

10 

40# 

Wounds the target, causing them to bleed for 45 damage rarer 15 seconds. 

4 

30 

Bettfftj Defensive 

-fO 

1#20# 

Wotittds the large!, causing them to Meed for 66 damage rarer 10 seconds. 

5 

40 

Bottle, Uefensive 

-10 

2 9 20# 

Wounds the target, cousing them to bleed lor 90 domege over 21 seconds. 

6 

so 

Bnlrte, Defensive 

-10 

4 0 20 9 

V/ounds the target, causii^ them tc bleed tot 126 damage over 21 seconds. 

1 

6D 

Bflttla, Oetoe 

-10 

4»!0# 

Wounds ihe target, causing them ta hleed for 147 domoge over 21 SKods. 




Warrior 


























































Thunder Clap deals Nature damage for up to four enemies and reduces their attack speed 
for a modest time. This offers more damage mitigalior 
against single enemies. Thunder Clap is worthwhile. 


Thundet^lSp ' ^ modest time. This offers more damage mitigation than it appears, and even in fights 


Rank Level Stance Rage CosttoTroin Effects 



28 


38 


48 


Battle 


Bottle 


Bottle 


Bottle 


Bottle 


•20 


-20 


-20 


-20 


-20 


•20 


30# 


1 10 # 


2 


Blosts nearby enemies with thunder, slowwg their attock speed by 10% for 10 seconds and doing 10 domoge to them. Will affect up to 4 torgets. 4 second cooldown. 


Blosts neorby enemies with thunder, slowing their ottock speed by 10% for 14 seconds ond doing 23 donwge to them. Will effect up to 4 targets. 4 second cooldown. 


Blosts neorby enemies with thunder, slowing the'j attack speed by 10% for 18 seconds ond doittg 37 domoge to them. Will affect up to 4 targets. 4 second cooldown. 


Blosts neorby enemies with thunder, slowing their ottock speed by 10% for 22 seconds and doing 55 domoge to them. V/ill offect up to 4 targets. 4 secotrd cooldown. 


Blosts neorby enemies with thunder, slowing their ottock speed b*/10% for 26 seconds ond doing 82 domoge to them. Will offect up to 4 targets. 4 second cooldown. 


Blosts nearby ertemies with thunder, slowing Iheii ottock speed by 10% lor 30 seconds ond doing 103 domoge to them. WiH offect up to 4 torgets. 4 second cooldown. 



Hamstring 


Hamstring deals trivial damage but produces a Snare effect on your target. 


Rank 

Level 

Stance 

Rage 

Cost toTroin 

Effects 

1 

8 

Bottle, Berserk 

-10 

2# 

AAoims the enemy, cousirg 5 domoge and slowing the errem/s movement to 60% of normal for 15 seconds. 

2 

32 

Bottle, Berserk 

-10 

1 #40# 

A^oims the enemy, cousirrg 18 damage ond slowing the ertem/s movement to 55% of normol for 15 seconds. 

3 

54 

Bottle, Berserk 

-10 

5#60# 

Moims the enemy, cousing 45 domoge ond slowing the enemy's rrwvement to 50% of normal for 15 seconds. 



Overpower is the Rogue destroyer. This ability uses almost no Rage and deals a full weapon attack with bonus damage to anyone who 
^ dares to Dodge your Warrior's hits (even special attack Dodges trigger this). With a slight investment in the Arms Talent line, this also gains 

}^!V^POW^_ 3 chance to Critical. 


Rank 

Level 

Stance 

Rage 

CosttoTroin 

Effects 

1 

12 

Bottle 

-5 

10# 

Instantly overpowers the enemy, rousing weapon damage plus S. Only usobfe after the target dodges. The Overpower cannot be blocked, dodged, or parried. 5 second cooldown. 

2 

28 

Battle 

•5 

1 10# 

Instantly overpowers the enemy, causing weapon domoge plus 15. Only usoble offer the torget dodges. The Overpower connot be Mocked, dodged, or parried. 5 second cooldown. 

3 

44 

Bottle 

-5 

3 40 # 

Instantly overpowers the enemy, cousing weapon domoge plus 25. Only usable after the target dodges. The Oveipower connot be blocked, dodged, or parried. S second cooldown. 

4 

60 

Bottle 

-5 

6 20# 

Instontly overpower the enemy, cousing weapon domoge plus 35. Only usoble offer the torget dodges. The Overpower cannot be blocked, dodged, or parried. 5 secorvl cooldown. 


Mnrh-*no^]nt^ Mcxrking Blow is on a two-minute cooldown. This instant strike deals a light amount of damage, causes increased 
-- Threat, and forces the PvE enemy to attack your Warrior for a short time. 


Rank 

Level 

Stance 

Rage 

Cost toTrriin 

Efffecis 

1 

16 

Bottle 

-TO 

20# 

A mocking ottock tfiot causes 22 damage, a moderate amount of threat, ond forces the target to focus its ottoeb on you for 6 seconds. 2 min cooldown. 

2 

26 

Bottle 

-10 

1 

A mocking attack thot causes 3T domoge o moderote omount of threat, and forces the torget to focus its attocb on you for 6 seconds. 2 min cooldown. 

3 

36 

Battle 

-TO 

1 80# 

A mocking ottock thot couses 46 domoge o moderate amount of threot, and forces the target to focus its ottoeb on you for 6 seconds. 2 min cooldown. 

4 

46 

Bottle 

-TO 

3 60# 

A mocking ottock that couses 71 domoge o moderote omount of threot, ond forces the forget to focus its ottoeb on you for 6 seconds. 2 min cooldown. 

5 

56 

Battle 

■10 

5 80 # 

A mock^ attock that couses 93 damage a moderote omount of threot, and forces the target to focus its ottoeb on you for 6 seconds. 2 min cooiderwn. 


\ V:- 


A nvi>r Anger Management is a Talent-learned ability that changes the rale of Rage 

^® - decav vou receive outside of battle. 

Reduces the time required for your Roge to decoy while out of combat by 30% (Per Rank). 




F 




10 Point in Arms, 5 Points in Tocficol Mastery 


T^Ptnlintir^ Retaliation is on a 30-minute cooldown, linked with Shield Wall and Recklessness (thus, only one of these abilities can be used every half- 
--——..- an-hour). Retaliation itself allows a Warrior to counterattack, at full damage, every time they are struck from the front. 


1 Rank 

Level 

Stance 

Rage 

Cost to Train 

Effects 

N/A 

20 

Bottle 

— 

40# 

Instontly counterottock any enemy thot strikes you in melee for 15 sec. Melee ottoeb from behard connot be counterottocked. A maximum of 30 attocb will couse retoriation. 30 
minute cooldown. 


Sweeping 


20 Points in Arms, Bottle Stance, Your next 5 melee weapon swings 
strike on odditionol erremy. 


Sweeping Strikes is a Talent-learned ability that gives your Warrior's next five melee swings the ability to hit an additional target. 
Mortal Strike is o Tolent-leomed obtiity that deals an instant ottock with moderate bonus domoge and odds o debuff on the target that halves heoling effectiveness. 


f^o^al Strike is a Talent-learned ability that deals an instant attack with moderate bonus damage and adds a debuff on the target that 
JVWriai^riK^ halves healing effectiveness. 


Rank 

Minimum Level 

Stance 

Rage 

Ronge 

CosttoTroin 

Effects 

1 

40 

All 

•30 

5yd 

— 

A vicious strike rhot deols weopon domoge plus 85 ond wounds the target, reducing the effectiveness of ony healing by 50% for 10 sec. Requires AAelee 
Weapon. 6 sec cooldown. 

2 

48 

All 

-30 

5yd 

— 

A vicious strike thot deals weopon domoge plus 110 ond wounds the torget, reducing the effectiveness of ony healing by 50% for TO sec. Requires 

Melee V/eopen. 6 sec cooWov/n. 

3 

54 

All 

•30 

5yd 

— 

A vicious strike thot deals weapon domoge plus T35 ond wounds the torget, redudng the effectiveness of ony healing by 50% for 10 sec. Requires 

A\elee Weopon. 6 sec cooldown. 

4 

60 

All 

-30 

5yd 

— 

A vicious strike thot deals weopon domoge plus 160 ond wounds the target, reducing the effectiveness of ony heeling by 50% for 10 sec. Requires 

Melee Weopon. 6 sec cooldown. 



























































































Fury^i 


Battle Sliout 


BatHe Shout unfeashes an AoE buff to Melee Attack Power. 


Rank 

Level 

Stance 

Rage 

Cost fo Train 

Effects 

} 

1 

All 

10 

10# 

The warrior sliout, increasing the oltek power of ufl party iruembeis wilfiin 20 vqecIs bv D. Losis 2 rnan. 

2 

12 

All 

10 

10# 

The warrior shouts, increasing the oirock power nf utl party membeis within 20 yoEcls by 35. lusls 2 iran. 

3 

22 

All 

■10 

6Q# 

The warrior shouts, increasing the itftDck power of oil party membas within 20 yaoB by 55. Lasts 2 omr. 


32 

All 

10 

1 |t4Q# 

The warrior shouts, increasing the alttick power of ah party (tBmhejs within 20 yords by 85. Lasls 2 tniit. 

S 

n 

All 

■10 

3# 20# 

The warrior shouts, increasing the attack power of oil party membejs within 20 yords by 130. Lasts 2 min. 

6 

52 

All 

■10 

5 #40# 

The warrior shouts^ increasing the attack power of qLI party membHS within 20 yards by 185. Lasts 2 tnin. 

J 

60 

All 

10 1 

— 

The warrior shouts, increasing the attack power of oil parly memliets within 20 yards by 232. Lasts 2 min. 



Demoralizing Shout is another AoE shout. This time, the 
Deinoralizin^St!oUt^' enemies. Ihey receive a debuff to their 


Attack Power. 


Rartk 

Level 

Stonce 

Rage 

Cost to Train 

Effects 

t 

14 

All 

-10 

IS# 

Notes the attack power of oil enemies within 10 yds by 35 for 30 seconds. 

2 

24 

All 

-10 

30# 

Notes the attack power of all enemies within 10 yds by 55 for 30 seconds. 

3 

34 

All 

-10 

1 »6D9 

Reduces the attack povrer of oil enemies within 10 yds by 20 for 30 seconds. 

4 

44 

All 

10 

3# 40# 

Reduces the ottock po'^r of all enemies witbiit 10 yds by 105 for 30 seconds. 

5 

54 

All 

■10 

S • 60« 

Reduces the ottack power of ol enemies within TO yds by 140 Tor 30 seconds. 


Cleave costs a fair sum of Rage [20 Rage pfus your next meiee swing), btit it hits your 
■ ■Mil ■ ■■■ target and an additionai frje. 


Rank 

level 

Stance 

Raga 

Cost to Train 

Effects 

1 

20 

Alt 

■20 

40# 

A sv/eeping ultod that doos ymir weapon damage plus 5 to your torget and his neatest ally. 

2 

30 

All 

■20 

1 

A sweeping attack that dries your weopem damage plus 10 to yMir target and bis nearest oily. 

3 

40 

Alt 

■20 

2 #20# 

A sweeping attack that tioes your weapon damage plus 18 to your target and his newest oily 

4 

50 i 

All 

■20 

4# 20# 

A sweeping ottock that does your weapon damage plus 32 to your target and his nearest oily. 

5 

60 

All 

-20 

6 # 20 # 

A sweeping ottock thot does your weapon domoge plus 50 to your turget and his neorest olty 


Piercing HoWl 


Piercing Howl i$ an AoE that reduces movement speed. 


-Wii 

: Rwk 


Effecl 

1 

10 Points on Fury 

Causes oil eneimes near the warrior to be dozed for 6 seconds. 



j ■ '/1/itrnfr intimidating Shout instantly causes up to five enemies to be struck with Fear. Note that many of them 

^ S — y^ill around willy-nilly, and could cause PvE adds to an existing fight 


cause f 


i existing fight 


1 Rank 

Level 

Sfonce 

Rogc 

CaslloTrdn 

Effects 1 

N/A 

22 ' 

All 

■2S 

60# 

Iho wurriOf shouts, causing the targeted enemy to cower in fear. Up Eo 5 total nearby enemies wil llee in fear. Lasts 8 sec, 3 mitiute coofdown. 


ExeCUte^^' Execute becomes available when an enemy drops befow 20% of their full health. This strike eats up all of the Rage your Warrior has, but the 
1 I. i _damage output is fairly substantEa]. 


Rank Level Sfaitte Rage [ojtio Train Effecis 


1 

24 ' 

Bathe, Berserker 

-IS 

80# 

Allempft to finish uff a wounded foe, causing 125 domooe ond cuiwertinig each extio pdnt of rage into 3 additional domage. Only useable on targets with 20% w less heuhh. 

2 

32 

Baitie, Berserker 

■15 

1 , 40# 

Altempt Ed fitiish off o wounded foe, cousitig 200 domage and coiweriing eoch extio jtoinr of rap into 6 additional (fcmage Only useable on targets with 2^1 or Jess heafth. 

3 

40 

Baitte, Beise-ker 

■15 

2 20# 

Attempt to finish olf a waunded foe, causing 325 domoge and converting each extra point of roge into 9 oddrtional domage Only aseoble on targets with 20% or less health. 

4 

i 48 

Boille, Beiseiker 

-15 

4 

Attenipr 10 finish off a waimded foe, causing 450 damage and coirverting each ejctro point of rage tnto 12 addlonal damage Can only be used on torgeis with 20% or less tieallh. 

5 

56 

Suttie, Barserker ’ 

■15 

5 30# 

Attempr (Q finish off o wwnded foe, coesing 600 domage and converring each esdra point of rage into 15 oddilionol durnoue Only useoble on targets with 20% nr bs heoltb. 

1 

1 jj Challenging Shout is an emergency aggro ability on a ten minute cooEdown. This 

1 _ ^^i^nenging :^nout wa™. 

Rnnk 

Level 

Stance 

Rage 

CosItoTroEfi 


H/A 

26 

All 

-5 

1«W« 

Forces ail nearby eaemies to loots attacks on you for 6 setoiiis. 10 minute caaldawn. ] 





1^ . 1 ^ j Death Wish is a Talent-learned ability on a three-minute cooldown. 1 hough this increases your Warrior's physical damage by 20% 

■ — 11 I I .ir —■ ^ — and makes the character immune to Fear, it also lowers Armor Rating and Resistances. 



21.<i 

























































































Intercept is used in Berserker Stance to close the distance between your Warrior and 
T f an enemy. This does more damage than Charge, has a longer Stun, and can be used 

during combat. 


Rank 

Level 

Stance 

Rage 

Cost to Train 

Effects 

1 

30 

Berserker 

•15 

— 

Chorge on enemy, cousing 40 domoge and stunning it for 3 seconds. 30 second cooldown. 

2 

42 

Berserker 

-15 

4#40# 

Charge on enemy, causing 45 damage ond stunning it for 3 seconds. 30 second cooldown. 

3 

52 

Berserker 

■15 

5 #30# 

Charge on enemy, cousing 65 domoge ond stunning it for 3 seconds. 30 second cooldown. 




Slam is a situational ability. Wait until just after a normal attack, then Slam 
to deal a full-damage hit after a short casting time. Slam can be interrupted, 
Slam can fail if the enemy moves away, and Slam isn't useful if your weapon 
_ has a low min and max damage. 



j Slam 


Rank 

level 

Stance 

Rage 

Cost to Train 

Effects 


1 

30 

All 

-15 

1#20# 

Sloms the opponent, causing weapon domoge plus 32.1.5 second cost time. 


2 

38 

All 

-15 

2# 

Slams the opponent, causing weapon domoge plus 43. 


3 

46 

Al 

•15 

3 #60# 

Slams the opponent, cousing weapon domoge plus 68.1.5 second cost time. 


4 

54 

All 

-15 

5«6O0 

Sloms the opponent, cousing weopon damage plus 87.1.5 second cost time. / 




Berserk e r fM S^ Berserk Rage is a wonderful ability. Even without the Fury Talents to generate free Rage when using this, the ability provides both 


immunity to Fear for ten seconds, and extra Rage generation when taking damage. 


Rank 

Level 

Stance 

Rage 

Cost to Train 

Effects 

N/* 1 

32 

Berserker I 


1 40# 1 

The warrior ente 5 a berserker roge, becoming immune to Fear and incopocitale effects and generoting extro rage when taking damage. Losts 10 seconds. 30 second cooldown. | 

M 

TATi^* I Whirlwind delivers an AoE attack that hits up to four targets instantly. This is amazingly Rage-ef- 

Whirlwind 


Rank 

Level 

Stance 

Rage 

Cost to Troin 

Effects 


1 R/A 1 

1 36 

1 Berserker J 

1 -25 1 

|l#80# 1 

In 0 whirlwind of steel you ottock up to 4 enemies wHhin 8 yards, cousing weapon domoge to each enemy. | 

a 

1 p Pummel allows Warriors to interrupt casters without having a shield equipped (normally, a Shield 

P - Bash is used if you aren't carrying a two-handed weapon). 

Rank 

level 

Stance 

Rage 

CosI to Train 

Effects 


1 

38 

Berserker 

-10 

2# 

Pummel the target for 20 damage. It oho interrupts speVcosting and prevents otiy sped in that school from 
being cost for 4 seconds. 10 second cooldown. 

2 

58 

Berserker 

•10 

4 #80# 

Pummel the torget for 50 domoge. II also interrupts spelkosting ond prevents any spell in thot school from 
being cost for 4 seconds. 10 second cooldown. 



R/ t Bloodthirst is a Talent-learned ability that deals damage instantly based off of Attack Power and restores health to your Warrior for up to the 

- —, next five swings. 


Rank 

Minimum Level 

Stance 

Rage 

Range 

CosI to Train 

Effects 

1 

40 

All 

-30 

5 yd 

— 

Instantly ottock the target, cousing domoge equal to 45% of your ottock povrer. In oddition, the next 5 successful melee attacks wiH restore 10 heolth. 

This effect lasts 8 sec. 6 sec cooldown. 

2 

48 

All 

'30 

5yd 

— 

Instantly nttock the target, causing domoge equol to 45% of your ottock power. In addition, the next 5 successful melee ottocks will restore 13 heolth. 

This effect losts 8 sec. 6 sec cooldown. 

1 

54 

All 

-30 

5yd 

— 

Instonlly ottock the torget, causing domoge equal to 45% of your ottock power. In oddition, the next 5 successful melee ottocks will restore 17 health. 

This effect losts 8 sec. 6 sec cooldown. 

1 

60 

All 

•30 

5 yd 

— 

Instantly ottock the target, causing domoge equal to 45% of your ottock power. In oddition, the next 5 successful melee ottocks will restore 20 heohh. 

This effect losts 8 sec. 6 sec cooldown. 


_ - - Recklessness is on the 30-minute cooldown with Retaliation and Shield Wall. This one should not be used while tanking, because it 

increases Incoming damage by 20%. However, most strikes delivered are going to be Criticals for 15 seconds. 



Ronk 

Level 

Stance 

Rage 

Cost to Train 

Effects 

1 

50 

Berserker 

— 

4 20 # 

The womor will cause critical hits with most ottocks, and will be immune to Feor effects for the next 15 seconds, but ol domoge token is inoeosed by 20%. 30 minute cooldown. 


Protections"***#!*^ 


^Sl_ Rage 


Bloodragc costs a fair slice of health to use, but it can be done in battle or outside of combat to gain an instant ten Rage and another ten Rage 
over a short period. 


1 Ronk 

level 

Stance 

Rage 

CosI to Train 

Effects 1 

1 "/* 1 

to 

All 

20 

6# 

Generates 10 Roge at the cost of Heolth ond then generates an odditionol 10 Rage over 10 seconds. The warrior is considered in combat for the duration. 1 minute cooldown. 


■ 

1 Taunt 

. Taunt is exactly what is appears. Nothing hidden here. 

Rank 

Level 

Stance 

Roge 

CosI to Train 

Effects 

|j^ 

10 

Defensive 


— 

Taunts the target to ottock you, but has no effect if the target is olreody attacking you. 10 second cooldown. 






























































9 . 


Sunder ^Sinor Armor is meant to be used all the time. This reduces the target's damage mitigation, 

--- and the effect can stacked up to five time?. This generates good aggro. 


Rank 

Uvet 

Stance 

Rage 

CosItoTroEn 

E^ecls 

1 

10 

All 

■15 

— 

Syndeis Ihe target's armor, reducinj il by 90 per Sunder Aimoi and causes a high omoDUt of ibraot. Con be 
applied up lo 5 times. Losls 30 seconds. 

2 

21 

All 



..Sunders Ihe Imgefs ormor, reducing it by 180 per Sunder Anriw ond causes o higln omoijiit of Ifireot. Coo be 
oppli^ up lo 5 times. Lasts 30 secojids. j 

3 

34 

AH 

-IS 

1 #6Q# 

Smtdersle hnget's armor, reducing it by 270 per Sunder Armor onrl causes a high amount of threat. Can be 
oppiy up ia.,5 times, lasts 30 sscontfe. 


4^ 

All 

^15 

39 60 9 

Sunders the turgefs aimer, redirdng it by 360 per Sunder ArrUDc and causes o higli omounl of threat. Can b 
applied up to 5 links, kists 30 seconds. 

5 

58 

All 

■15 

5# 

Sunders the Enrgefs omiof, reducing it by 450 per Sunder Armor and causes a high amount of threat. Can be 
applied up to S times. Lasft 30 seconds. 

■ 

1 Rrtcfi interrupt casters. Wait until they are a second or two into their casting, 

! - then *bonk* them out of their ability. 

Rank 

Level 

Stonce 

Rage 

Cost te Troin 

Effects 

1 

12 

Botrie, Ddefishre 

■10 

10# 

Bashes the forget with your shield far 6 damage. It olso iulerrupls spioisfing and prevents any spell in that 
school from being cost for 6 seconds. West hove a sJiisM equipped. 12 second coaUawn. 

2 

32 

Bottle, DeffifiSive 

■10 

1^409 

Bashes tte target with yaur shield far 1B damage, ttulsa interrupts spelkasting ond pnawjnts ary spell in that 
school from b^ng cost for 6 saconds. Must have o sfiieW equippd. 12 second cooldown. 

3 

S2 

Bottle, Defensive 

-10 

5 9 409 

Boshes the target with your shield lor 45 damage. It olso interrupts spelfcosting and prevents any sprfi in that 
school from baiig cast for 6 seconds. Must have a shiey equipped. 12 second cooldown. 


B 1 «<= 


Revenge shares a cootdown with Overpower and is only usable in Defensive Stance. This is 
triggered after your character Blocks, Dodges, or Barries. The counterattack made is not high on 
--r“ damage, but it costs very little Rage and carries a high bonus Threat. 


Ronk 

Level 

Stance 

Rage 

Cost to TfflSn 

Effecls 

1 i 

14 

Defensive 

■5 

159 

Iftstanrty cwnteratloclc an enemy far 12 to 14 damage ond a high amouit af threat. Revenge must fellow o 
black, dodga, or porry, 5 second corridovrn. 

2 

24 

Defensive 

-5 

80# 

lustanrty cooitEmtlod on enemy for 18 la 22 damage ujid a higb omourtt of Ifecar. Revenge must fellow a 
block, dodge, or parry. 5 second ccwldown. 

3 

34 

Defensive 

-5 

1 9 60 9 

Instanify (Mjtulemftudc on enemy for 2S to 31 damage oak d hi^ omouat of Ibrent. Revenge must felbw o 
block, dorige, cm parry. 5 second cwldowii. 

1 

4 i 

44 

Defensive 

-5 

3#40# 

Irsfanife toaileratlod on enemy for 43 to 53 damage ond a hi^ amount ul rtireot. Revenge must fellow a 
block, dorige, cm perry. 5 second (Mldowa. 

S i 

! 

54 

Defensive 

-5 

5 #60# 

Instantly counterattack on enemy fei 64 to 78 damage ond a high omounl of Hneot. Revenge must fellow a 
block dodge, cm porry. 5 second cooldown. 

6 ^ 

6D 

Defenspve 

S 

- 

Instantly coonferattock on enemy for 31 lo 99 damage ord o high amount oE Hireot. Revenge nvusl fallow o 
block, dodge, or parry. 5 second cooldown. 



Shield Block almost certifies that your Warrior will block the next in- 
Ulnrlr attack (it adds 75% to your chance), and the effect lasts until you 

■" -. 3 make a Block or until five seconds has elapsed. 


1 Ronk 

Leva! 

Stance 

Roge 

Cost to Train 

Effects 1 

\jiLl 

16 

Defensive 

-10 

20# 

Increases chance to block hy for S seconds, but will only block 1 ottock. 



Disarm 


. Disarm rips the weapon out of an enemy's hands for ten seconds. 


Ronk 

Level 

Stance 

Roge 

(©ftoTroin 

Effects 

1 

18 

DufEnshra | 

-20 1 

30# 1 

1 Disoim the 0 nam/$ weapon fer 10 sewndj. 1 minute coolcfown. [ 



■tor 't St Sitand is a Talent-1 earned ability on a ten-minute cooldown. This gives your Warrior a 30% health bonus for 20 seconds. 

- Use this whert your health is low during a major encounter to give healers time to save your tanky life. 


Rank 

■ Prereqursite 



Effect 

1 

10 Points in Protec1»n, 2 Points in Improved Bloodroga 

When aclfvnied, this aMHy tempororily gmirts you 30% of your maximum Hit Points for 20 seconds. After the effect expires, tha hit points are lost. 


' M M? "/r shares the notorious 30-minute Warrior coofdown. This adds ten seconds of reduced 

-- damage from almost all sources (-75% damage). 


Rank 

Level 

Stance 

Rap 

Cost to Train 

Effects 

H/A 

2fl 

Oefensive 

— 

191Q9 

Reduces the damage token from melee attacks, rangect attacks and spelts by 75% for 10 socornfe. 30 minute 
cooldown. 


Concussion BIow is a Taleni-iearnecl ability 

Concu^i^Bi^ 

seconds. 


[Rank 

f refepisfles 

rr.',.-r-s-v'j- •V -- 


Effect 

1 

20 Roiiits in f rofeciwri 

Stuns the opponerii for 5 secertds. [ 



Hunter 







iBriestr 


Ikorucj 


iSharfranl 


!g^riockl 


Warrior 


9 




































































shield Slam^ 


Shietd Slam is another Talent-1 earned abfliiy. This one crowns ihe Protection tnee^ and allows Warriors with shields to deaJ moderate dam¬ 
age, gain extra Threat and possibly Dispel an effect on the target as well. 


1 

40 

Defensive 

'30 

5yd 


Sbm the target wirii yaui shield, cuusinig 203 to 352 damage aid has o 50% thante of dhpeing 1 mogk effect on Ihe torget. Also causes a high 
ontciontof tat. i sec ctwfiJcwii, 

2 

4S 

Delemive 

-30 

5yd ' 


Slam the target wilh your shield, causing 342 to 418 damage and fins o 50% chance of dispdliag 1 magic etfed en the target. Also couses o high 
amowntofftfBot. 6 sec cooldown. 

3 ■ 

54 

Defensive 

-30 

5yd 

- -l 


Slom the target with your shield, toasing 396 to 484 damoge and has o 50% dtonce of disgolling 1 mogic effect on the togeL Also couses o high 
amount of threot. 6 sec cooldown. 


Warriors Talents really help to push your 
characteris toward either the defensive 
or aggressive ends of the spectrum. It's 
hard to walk the middle ground with 
a Warrior, and weapon choice plays 
into this quite distinctly. Arms is seen as 
major PvP line or a secondary selection 
for other Warriors, and it focuses on 
flexibil ity and burst damage. Fury is 
all about higher damage over time and 
a number of survival tools that might 
surprise you. Fhe Protection line encourages one-handed weapons, a shield, and 
mitigation through survival and Stuns. 


■ • 


Arms' 


The Arms line is often heralded as the best for PvF {though all three fines are capable 
and have their place on the field, this carries some truth). Arms is certainly the best 
Talent line for burst damagel 


Deflection is almost a must have for just about any Warrior; five percent lo Parry 
is a very big deaf no matter how you look at it. From tliere, Improved Charge and 
Tacticai Mastery both should be taken. Tactical Mastery is not fun in the least, and 
It costs a full five Talent Points. It's also mandatory. No Warrior can function very 
well without it. This Talent alone allows your Warrior to switch between Siances and 
retain up to 25 Rage. Switch to Berserk for an instant Whirlwind (doable), .switch to 
Defensive Stance, Taunt, Sunder Armor, back to Battle Stance {doable without losing 
momentum). You need Tactical Mastery. 

Improved Overpower is also kind of a must, even for Protection Warriors. This is 
just too fun to pass up. But that ends the forced Arms Talents. After that, it gets 
more interesting. 

Arms/PvP types should avoid Improved Heroic Strike, and Improved Thunder Clap. 
Instead, gel your Two-Handed Weapon Spec, Sweeping Strikes, choose a weapon 
spec (Sword or Axe, mosE likely), then take Improved Hamstring, and Mortal Strike, 

Improved Hamstring is great in the Batlfegrounds for Rooting target over a short 
period. Your Warrior can ever spam Hamstring until this effect lands! Svi/eeping 
Strikes gives you much more AoE potential to support an AoE group, and Mortal 
Strike speaks for itself. No Arms Warrior goes that deep and ditches Mortal Strike, 


In the next line, take Enrage fully. If you are this far into the tree, you canT help but 
use this Talent. While soloing, it's mcredible. While tanking, ft's stunning. Only 
Warriors that offtank all the time, never aa as main tank, and never solo should 
avoid Enrage, 

Death Wish is a must grab, even though it too Is situational. Then, choose whether 
to take Improved Intercept (for PvP types especialiy). Improved Slam (for heavy off- 
tanks), or go back up for Blood Craze and one poirit of improved Execute (for main 
tanks who still love the Fury line). 

Take Flurry to full. Every Fury Warrior who gets this far needs to have it, and it's 
useful to almost any weapon build or situation. Improved Berserk Rage should also 
be taken, as it comes in handy often, 

Bfoodthirst completes the table. Dealing damage based off of Attack Power allows 
Bioodthirsl to scale very well wiili certain gear types, and the extra damage is quite 
fun for soloing. Even as an offtank in the raid game, iTs always good to steal life in any 
way possible, because the healers are always focused on keeping main tanks alive. 

This Fury combination gives Warriors major damage output over time. When scoring 
Critical or being struck by Criticals, these Warriors go craaiy. They can more Rage 
than any other build, and they are able to hold aggro quite well. Though surpassed 
as tanks by Protection Warriors, these folks tan still do a very good job as either 
offtanks or main tanks. The only thing you really give up is the promised burst dam¬ 
age from heavy Arms Talents, 

Protections**’**^ 

The Protection line always seems to be changing. You can always rely on it to be 
somewhat tepid at soloing, slow for leveling, but amazing for raiders and for tanks 
who want to hold the most aggro and survive the longest. Without argument, it's 
much easier to be the main tank for a group when you are a Protection Warrior. 
Other builds can get the job done, but there are safety nets here and allow your 
group to survive even when things start going wrong. 

Shield Specialization starts off the tree well, with a bit of extra Rage generation and 
slightly higher mitigation of damage, due to increased Blocks, in the next line, al¬ 
ways take Improved Bloodrage and Toughness, though you might have to come back 
later to polish off the last two points of Toughness. Iron Will is PvP ability most often, 
and can be ditched most of the time by PvE folks. 

Land Stand is your first major wipe prevention Talent. This Talent is good at almost 
any level, and really helps with raid-level content. Us cooldown is short enough that 
Last Stand can be used in just about every boss fight your Warrior gets into. Use it, 
love it. 


Then, with those in place, take Improved Rend (yuk). Deep Wounds (nice), and 
Impale (brutal). This lineup gives your Warrior a major increase to their Critical dam¬ 
age output. With the proper Agility and +Crit gear, this gives you burst damage ail 
over the place. Charge, normal bit. Mortal Strike, hit them so hard that Execute Jusl 
liL You know what to do from there. 

This places a fairly high burden on your Arms line, but the results are very nice. 

You can try to ditch some of Deflection. Improved Charge, and another point from 
the grouping to try and score 20 points inft> Fury (for Enrage), This is all a matter of 
playstyle preferences. 


The other third-tier Talents are also wonderful, and they present some mean choices. 
Improved Shield Block is impossible to leave behind (it just offers too much extra 
mitigation, so take at least one point in it for the added Block). Then, put three points 
into Improved Revenge if you are trying to level as a Protection Warrior or Defiance 
if you are reaching the endgame. Defiance, with its higher Threat generation, is 
amazing in the later game. Improved Revenge only offers Stuns, and those become 
less and less useful in the endgame. 

Improved Sunder Armor and Improved Taunt are the immedrate selections for the 
next tier. Improved Disarm only has value in PvP, quite honestly. 


Fury 



Fury is a more gentle mistress than the Arms fine. You won't need to put 31 or more 
points in here to maximize the tree. Instead, take Cruelty (no matter what kind of 
Warrior you are). 

Unbridled Wrath is horrid except for those who dual wield constantly, and if s barely 
good enough for them. Improved Demoralizing Shout is far more useful to the major 
ity of Warrior builds. Take Piercing Howl in the third tier if you PvP a great deal, but 
possibly skip it if you only do PyE (It's quite situational there). Improved Battle Shout 
is always going to be a solid choice, as it's almost free Attack Power. 


Fill out the rest of the Protection line if you are going this far. The extra damage from 
one-handed Specialization makes a huge difference in holding aggro while tanking. 
Getting more time from Shield Wall is another raid-saver. And Shield Slam is fun for 
PvP damage while being a Protection Warrior and a major boo.st in PvE for holding 
aggro in Defensive Stance. 

Protection Warriors are usually seen as the least fun. This build is powerful, have no 
doubt, but you won't be able to keep up with Fury and Arms warriors for extended 
damage or burst damage. What you can do is promise a 40-man raid that you car 
last through major damage and extended damage that would destroy a main tank of 
another build. How many gold pieces of repairs Is that going to save your guild when 
you face new dungeons? How much sooner are your buddies going to complete that 
next boss fight? Protection Warriors are the safest choices for main tank, and It's hard 
lo put a value on that, even if you lose a great deal oi your damage output. 



















IJVtPROV£D HEROIC STRIKE _3 

Reduces the cQSi Qf y^ur Heroic Strike ability by 1 Ra^e f>oinl 
(Per Rank). 

DEFLECTION _5 

Increases yoyr Parry by 1 % (Per Rank). 

IMPROVED REND _3 

Increases the bleed damage done by your Rend ability by 15%, 
Progression }5W5W3%. 

IMPROVED CHARGE _2 

Increases the amount o( Rage generated by your Charge ability 
by 3 (Per Rank). 

TACnCAL MASTERY _5 

You retain up to 5 of your rage points (per Rank} whet? you 
change stances. 

IMPROVED THUNDER CLAP _3 

Reduces the cost of your Thunder Clap ability by 1 rage point. 
Progression 1/2/4. 

IMPROVED OVERPOWER _ Z 

Increases the critfcal strike chance of your Overpower ability by 
25% (Per Rank}, 

ANfGER MANAGEMENT _ L 

Reduces the lime fiequired for your Rage to decay while out of 
combat by 30% (Per Rank). 

DEEP WOUNDS _3 

Your critical strikes causes the opponent to bleed, dealing 20% 
[Per Rank) of your rnelee weapon's damage over 1 2 seconds. 
TWO-HANDED WEAPON SPECIALIZATION _5 

Jncreases thedamaie you deal with two-handed melee weapons 
by 1 % (Per Rank), 

IMPALE _2 

Increases the critical strike darnage bonus of your abilities in 
Battle Defensive, and Berserker stance by 10% (Per Rank). 

AXE SPECIALIZATION _ S 

[ncreascs ycur chance to get a critical strike with Axes by 1 % 

(Per Rank). 

SWEEPING STRIKES _1_ 

Your next 5 melee weapon swings strike an additional enemy. 

MACE SPECIALIZATION _5 

Gives you a 1 % chance lo stun your target for 3 sec with a 
Mace. Progression l%/2%^%/4%/6% 

SWORD SPECIALIZATION 5 

Gives you a 1 % chance (Per Rank) to get an extra attack on the 
sanne target after dealing damage with your Sword. 

POLEARM SPECIALIZATION _5 

increases your chance lo get a critical strike vyith PoJearms by 
1% [Per Rank). 

IMPROVED HAMSTRING _3 

Gives your Hamstrin-g ability a 5% chance (Per Rank) to 
immobilize a target for S sec. 

MORTAL STRIKE _ L 

A vicious strike that deab wertpon damage plus 85 and wounds 
tlie largeL reducing the effectiveness of any healing by 50% for 
10 seconds 



BOOMING VOICE _5 

Increases the area effect and duration of your Battle Shout and 
Demoralii:ing Shout by 10% (Per Rank). 

CRUELTY _5 

Increases your chance lo get a critical strike with melee weapons 
by1%(PerRank}. 

IMPROVED DEMORALIZING SHOUT _^_5 

Increases the Attack Power reduction of your Demorafizing 
Shout by 8% [Per Rank}. 

UNBRIDLED WRATH S 

Gives you a 6% chance [Per Rank) to generate an additional 
Rage point when you deal u'lelee damage wiih a weapon. 
IMPROVED CLEAVE _ J 

Increases the bonus damage of your Cleave ability by 40% (Per 
Rank). 

PIERCING HOWL I 

Causes all enemies near the warrior to be dasred for 6 seconds. 
BLOOD CRAZE 3 

Regenerates 1 % (Per Rank} of your total health after being the 
victim of a critical strike. 

IMPROVED BATTLE SHOUT _ 5 

Increases the Anaek Power bonus of your Battle Shout by 5% 

[Per Rank). 

DUAL WtELD SPECIAUZATION _5 

Increases the damage done by your offhand weapon by 5% (Per 
Rank). 

IMPROVED EXECUTE _ 7^ 

Reduces the Rage cost of your Execute ability. Progression 2/5- 
ENRAGE _5 

Gives you a 5% melee damage bonus [Per Rank) for 12 seconds 
up to a maximum of 1 2 swings after being the victim of a critical 
strike. 

IMPROVED SLAM 5 

Decreases the casting time of your Slam ability by 0.1 seconds 
[Per Ratik). 

DEATH WISH ___ , _ I 

VVhen activated^ increases your physical damage by 20% and 
makes you immune to Fear effects but low^ers your armor and all 
resistances by 20%. Lasts 30 sec. 

IMPROVED INTERCEPT _2 

Reduces the cooldovi^n of your Intercept ability by 5 seconds 
(Per Rank). 

IMPROVED BERSERKER RACE _2 

The Berserker Rage ability will generate S rage (Per Rank) when 
used- 


FLURRY _5 

Incteases your attack speed by T0% for your next 3 swings after 
dealing a critical strike. Progression 10%^15%/20%/25%/30%. 
BLOODTHIR5T _[ 

Instantly attack the target causing damage equal to 40% of your 
attack power. In addition, the next 5 successful melee attacks 
Will restore 10 health. This effect Iast5 B sec. 







Increases your chance lo resist stun and charm effects by 3% 

(Per Rank). 

LASTSTAND __ L 


When activated, this ability temporarily grants you 30% of your 
maximum Hit Points for 20 seconds. After the effect expires, the 
hit points are lost. 

IMPROVED SHI ELD BLOCK _ __3 


Allows your Shield Block ability to block an additional attack, 
and increases the duration by 0.5 seconds (Per Rank). 

IMPROVED REVENGE _| 


Gives your Revenge ability a 20% chance to stun the target for 3 
seconds. Progression 20%/30%/4Ci%. 

DEFIANCE __5 


Increases the threat generated by your attacks by 3% (Per Rank) 
while in Defensive Stance. 

IMFRQVEP SUNDER ARMOR __ 3 


Reducei the cost of your Sunder Armor ability by 1 ragE point 

(Per Rank), 

iJVtPROVED DISARM _ 3 

Increases the duration of your Disarm ability by 1 sec [Per Rank). 
IMPRQVED TAUNT_ Z 

Reduces the cooldown of your Taunt abiliiy by 1 sec [Per Rank). 
iMPROVED SHfELD WAIL _ 2 


Increases the effect duration of your Shield Wall ability by 3 sec. 
Progression 3/S. 

CONCUSSION BLOW _ I 


Stuns the opponent for 5 seconds, 

IMPROVED SHIELD BASH _ 2 

Gives your Shield Bash ability a 50% chance (Per Rank) to 
silence the target for 3 seconds, 

ONE HANDED WEAPON SPECIALIZATION 5 


Increases the damage you deal with a One-Handed melee 
weapon by 2% (Per Rank), 

SHIELD SLAM _1 

Slam tKc wi|h yemr thicld^ causing to 352 damage and 

has a 50% chance of dispelling 1 magic effect on the target. Also 
causes a high amount of threat- 


increases your Defense skill by 2 (Per Rank). 

IMPROVED BLQOORAGE _ _ 

Reduces the Health cost of your Bloodrage ability by 25% (Per 
Rank), 

TOUGHNESS 


Increases your armor value from items by 2% (Per Rank). 
IRON WILL 


SHIELD SPECIALIZATION _§ 

fneneases your chance to block attacks with a shield by 1 % (Per 
Rank) and has a 20% chance (Per Rank} to generate 1 Rage 
when a block occurs 
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STRATEGIES 


By the same tokenf if you don't want/need Threat, don't stick around in Defensive 
Stance. Use It for Taunting a single mob as a backup tank, or to Disamn, but don't re¬ 
duce your damage by 10% if you aren't trying to either grab aggro or mitigate damage[ 



It takes months to master the full breadth or Warrior abiJities and functionality, but 
a couple pages of tips can get you odd to a good start. This biggest point of all is to 
be flexible. Warriors aren't a one-trick pony; not by a long sboL This is a class with 
damage and mitigation galore, and most games aren't [ike that v^^iih their tanks, Bliz- 
zand was very good to us; usually, tanks absorb damage and have no fun at anything 
else, ff you play Warriors long enough, youTI start to expect more out of MOG life, 
and that is a beautiful thing. 



General Tips*' * 

Always have food, bandages, healirrg 
potions, and something to buff Strength 
or Stamina on hand. Your bags should 
also have a shield and a full assortment 
of weapons. Be prepared. Use this toys 
all of the time for faster leveling and a 
greater joy of killing. Even if you aren't a 
Blacksmith, also keep Sharpening Stones 
on-hand for increased weapon damage. 

Bccome close friends with an Enchanter, 
or become one. Warriors love the 
+Slamlna enchantments, and the weapon enchantments are even better. Crusader is 
your best friertd: anything that lets you heal yourself in battle while getting a Strength 
buff is almost too good to bo true. Don't be afraid to put down the money for these 
on your high-end weapons. 

Run dungeons as often as possible. Not only are Warriors needed in these, but most 
of the best gear while levefing is found on bosses in dungeons. This is true for all 
classes, but Warriors stand to gairt so much more. What we mean is that a Mage 
in cruddy gear fs outperformed moderately by a Mage in good gear. Skiff means 
almost everything to those caster foiks. For a Warrior, skill and gear work hand-in- 
hand. [f you get your Warrior decked out in the best goodies, you become a god of 
battle: dealing damage, mitigaiirig a ton of incoming problems, and winning friends 
wherever you go. Get your gear! Though working to do this slows down leveling 
dramatically, because dungeons aren't good places to get experience, the process of 
leveling is tremendously more fun w'her you have the right gear 

And after all, aren't you playing your Warrior to have fun? 

Being Fair About Aggro 

Sonre demands are fair from groups. They want you to hold aggro, within reason. 
They want you to have a shield for big battles, boss fights, or higher-fevel monsters. 
They need you to know when to Taunt and use Defensive Stance, even when Battle 
Stance is more to your liking. These are fair things to expect. 

Don't, on the other hand, let people force you to stay in Defensive Stance, with a 
sword and shield, all the time. If you are holding aggro and the healers aren't tapping 
out of mana every fight, feci free to put a bit more DPS on the pile. You don't have to 
be a Protection Warrior to tank, and you don't have to sit in Defensive Stance all day 
to hofd aggro. Let the situation dictate how you play. If you have the aggro under con¬ 
trol, lei I people that you know' w'hat you are doing and don't let them badcseai lank. 

If you are losing aggro, stay in Defensive Stance more and remember to use Sunder 
Armor, Heroic Strike, Revenge, and other abilities that give you a lot of Threat. If 
that still Isn't enough, remember that your group mates have a responsibility to deal 
with aggro as well. Is there one specific person ripping aggro off you? If it's a healer, 
you are probably doing something wrong, or your group just isn't up to the dungeon 
quire yet. However, If if s a DPS class, they shoufd took at themseives fsisL Other 
classes using abifities with extra Threat may be causing trouble fMInd Blast, Sear¬ 
ing Pain, Mages spamming their instants or AoEing, Rogues that aren't using Feint, 
Fluniers that Multishot without Feign Death, etc.). Let these DPSers know to cool off 
slightly, and give you more time to cement aggro. 


Are Stances 'Just About Abilities? 

Some abilities are reserved for specific stances, but that isn't all that stances do Look 
at the foHowing lable. 



‘I 

BiFttle Slntitje 

fullDamno^* decreased Ihreot 

! Dfffensive Stonte : 

^'-10% EJijmtrge Dank, -10% Damiiga fteciive, Greurty Increase Thtecu 

Bersetk&Sioiice 

+3% CriUcal Rate, 4 TO DcmiHige R^eived, Deeded Threat 


As you can see. Berserker Stance is not a wise stance to slay in when you have a 
great deal of aggro. Having +3% to your Critical rate isn't worth it. That said, you 
can EWfitch into a stance, use an ability, and quickly pop back out of it (this is why 
Tactical Mastery is a required Talent). Use Berserker Stance for Berserk Rage, Whirl¬ 
wind, or Pummel. 



Damage-point per damage-point. Defensive Stance is the ideal way to keep firm ag¬ 
gro. Though the numbers look nice in Bailie Stance and Berserker Stance, the change 
in Threat from these stances make it impossible to hold aggro nearly as well as some¬ 
one in Defense Stance, even when they are dealing a fraction of your damage. 

Nobody Fights Fair 

PvP is great for Warriors that have mastered the class. With the proper gear, there 
are probably one of the top two Or three classes in the game. Without high-end gear 
and a lot of skill, things aren't so easy. The problem is that everyone knows what you 
want to do (get in close and hammer on people). Because of that, each class does 
everything in their power to keep you at range. Druids use Entangling Roots, Mages 
Frost Nova/Blink and Keep you at range, Priests and Warlocks Fear you away and lay 
down the damage. 

The key is to know how to close distances quickly. Charge the moment you get a 
chance in PvP. Don't hesitate, don't think, don't even select targets if a few enemies 
come around a corner. Charge first, target second. Even if you have to charge a 
Hunter pet that is ahead of a group, go ahead (at least you get the free Rage and 
cover mosi of the gap). 

Next, master the switch to Berserker Stance and use Intercept. This is the PvP gift to 
Warriors. Intercept lets you catch up with fleeing people and Stun them long enough 
to get your Hamstring off. Then, even if you are Snared, they are in the same boat. 

No fast running away for those cowards. Destroy them! 

Buy the PvP Trinket (the Insignia) as soon as you can. Even a few Battleground 
matches are enough to start gaining ranks, and this opens the first reward. The PvP 
Trinket gets Warriors out of Snare/Root problems. Use this Trinket heavily in PvP, 
keep it on your quickbar, and surprise those people who think they just locked you 
in place. Free Action Potions aren't a bad investment either. 

Keep your two-handed weapon out in PvP. Enemies don't stick around for dual 
wielders to get many shots off. For that reason, you and up losing some of their DPS 
efficiency. Two-handed weapons only need one opportunity for a hit every few 
seconds. That means that it's easier to keep your attacks going even when folks arc 
running behind you, trying to Stun your character, and so forth. 

Since your weapon is your only source of damage invest in a weapon chain. There 
are also several pieces of equipment that grant your immunity to disarm. 


1 Want More Aggro 

Charge a group, use Demoralizing Shout to get group aggro, Thunder Clap to cement 
it. Switch to Berserker Stance, hit Berserk Rage if you are Fury specced. Whirlwind, 
use Mortal Strike/Blood Thirst/Shield Slam to burn any .spare Rage, then drop to 
Defensive Stance and start to focus on a single target. 

Sunder Armor early on, use Revenge any lime it appears, and tap Heroic Strike with 
spare Rage for a ton of extra Threat, If a second target runs off and you don't have 
an offtank to deal with it, switch targets, Taunt, Sunder Armor, then go back to your 
main foe. 

[f you arc having particular problems with one monster, go to Battle Stance and use 
Mocking Blow. If you lose the whole group, try Challenging Shout. 

Use items that keep you afloat earlier m a fight, when you have less aggro This 
keeps your healers from stealing peripheral monsters. Any trinkets that absorb dam¬ 
age, for instance, are good to use at the start of a fight with many enemies. 

If you can't gel a target to aggro on you. Stun them with whatever you have: Bombs, 
the f auren's Warstomp, Concussive Blow, Improved Revenge. This way, at least the 
foe isn't killing your buddies. 













"Wngr i§ 


At the core, there is only one difference between a dungeon group and a raid. Dun¬ 
geon groups have a maximum of 5 characters while Raids have anywhere from 6 to 
40. This very simple distinction makes the two very different however. As the size of 
a group increases, specialization in each character is fundamenially necessary. 


instance Dungeons in World of Warcraft should be done in groups of five. Instances 
often allow as many as ten, but quests are not able to be completed. 


ROLES IN A DUNGEON 


Role Table 

WP,: ■' 


Role ;> 

Responwfaility 

[Iqssoi 

Toj^ - ■ ■ 

fidtlM, Mwnltitn, ond Suivive 

Womof, Oiuid, hjIadMi, Slsamofr 

Saomdary Tank [Off-Kink] 

Ptil Aggro from nort-iniik memlbers 

Warrior, Diwd, Poladm, Skmnn, 

Warlock, Hunter 

Heoler ■ .1^ ■ 

Keeji Party taboisABv® 

Priest, Diuid, Shaman, PolotJin 

Cfowd Cnny (CO 

Nevtdize Enemies 

/AarjC, Rogue, Hunter, Priest, Woikict, 

Dama^ [DPS) 

Enemes 

Rogue, Mage, Warlock, Huntifr, Dnrid 

ftfMaf[|tectOwiiQg& (M) 

DaniQi^rnyHa ensniJesDt&ntfi 

Moge, Warlock, Huntm, Worrior, 

Onid, Priest 

fesunexfifliifREz) 

Revive Folfeo takis 

Priest, Siwman,Payin,Onii(! 

Wipe Recovery 

fiesiifrect 01 Survive D Total Porty Wp 

Pdlndiu, Woifock, Shaman, Engineer 




While you m limited to five members in yotir party, there ote moify job to do. Many chamcleR / 
can fill muliipb rdes. A Priest ton be Hder, Crowd Control, and fiesorrecrion while o Huntei can i 
be Secondary Tank, Damage, afid Crowd Control, t 


J 


Some roles take more attention thon oliteis. Ifc one should ever be both Tank and Healei. [fs too ^ 
math tespoasfbilrty and doesn't wotk. 


.1 


Tank 





As one of the most important roles, a 
good tank can make a party while a 
bad tank can break one. The party tank 
should start the fights to get early aggro, 
and use abilities to maintain the aggro. 
Often this is done after all forms of CC 
are in effect. 


WARiUQI< 


Warriors make the best tanks. They have the heaviest armor (mail until level 40 
when they learn to wear plate), can use a shield, have abifities to hold single en¬ 
emies, and abilities to hold multiple enemies. Taunt and Mocking Blow are useful to 
pull an eneni/s attention off another party member while Sunder Armor and Heroic 
Strike cause higher threat and are usefuf for keeping an enemy on you. When all 
goes wrong, Chalienging Shout pulls all enemies in range onto you. Combine these 
abilities with Defensive Stance, Demoralizing Shout, Shield Block, and Shield Wall 
and you've seen the very basic abilities a Warrior can bring to the table as a tank. 


DRUID 


At first, Druids seem like a poor choice as a tank. Thdr leather armor doesn't stand up 
to much. Only Druids using Bear Form or Dire Bear Form should be considered for the 
role of tank. Speccing in the Feral talent tree makes you even more effective. As a bear 
(or dire bear), the Druid's armor is increased greatly and they gain access to a number 
of abifities that help them substitute nicely. Feral Charge and Maul work well to keep a 
Single target's attention, while Swipe and Demoralizing Roar affect multiple enemies. 
With a Druid as your tank, your group needs to be careful about focusing fire as the 
Druid doesn't have as many ways to quickly peel aggro off other members. 


FAimm 



Like Warriors, Paladins have access to the heaviest armor in the game (mail until 
level 40 when they learn to wear plate) and can equip a shield. This combined 
with their ability to heal themselves, can make the Paladin extremely durable as a 
tank. They aren't quite as effective with holding aggro as a Warrior, but they have 
a number of abilities to aid them. Blessing of Salvation keeps other party members 
from drawing as much threat. Blessing of Sanctuary reduces all damage, while Seal 
of Justice and Hammer of justice can stun an enemy to further reduce the damage 
they deaf. Righteous Fury multiplies the threat generated by the Paladin's holy spells. 
Used in conjunction with Holy Shield and Consecrate, this creates a decent amount 
of threat. Paladins are very good at reducing the damage enemies can deal to a 
party, but not as talented at maintaining the attention of several enemies. Keep your 
parlies fire focused when using a Paladin as tank. 
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Dungeons 


Listing 


Raids 




SHAMAN 


Of all the classes that can perform the role of rank. Shaman are the most dangerous. 
They have several tools to hold aggro, but they can only wear leather (and mail after 
level 40]. While a Shaman can be a passable tank for instance groups until level SO 
or so, the instances after that arc much more difficult for the Shaman to survive in. 
While Stoneskin Totem reduces melee damage dealt to the party and Shaman can 
equip shields, it's their ability to hold aggro that qualifies them to fill the role of tank. 
Rotkbiler Weapon and Earth Shock generate great amounts of threat, while WEndfury, 
Weapon can dramatically increase the Shaman's damage output for a short time. 
Shaman make better secondary tanks, but can be used as tanks if absolutely needed- 


Secondary»Fank^' 


If party members aren't focusing fire well 
enough or an enemy resists CC or you 
just plain get unlucky, enemies jump 
from the tank to your healers or dps. 
Rather than having the tank run around 
trying to regair> aggro, it's better to have 
an off-tank grab the aggro and pull it 
back to the main tank before returning to 
the primary target or simply tie It up. 





As having all the tools to be primary tank. Warriors are fully qualified as secondary 
tanks. Using Taunt or Mocking Glow [to pull aggro off another party member] in 
conjunclson with Sunder Armor or Heroic Strike (to build aggro quickly) allows the 
Warrior to perfornn this role with flying colors. Warriors acting as secondary tanks 
should consider switching to a two-handed weapon or using Berserk Stance to 
increase their damage to the primary tank's target when they aren't acting as off-tank. 


DRUID 


As secondary tanks aren't always needed, the Druid is free to use whatever form he 
or she chooses when not performing this role. When a party member pulls aggro off 
the main tank, a Druid can shift to Bear or Dire Bear Form and keep the enemy tied 
up until the main lank can pull it off. Another option Is to tear aggro off the other 
party member and move to the front l ines so the main tank can pull it off you. Once 
the job of secondary tank is accomplished, the Druid is free to nuturn to the role they 
were fulfilling prior. 
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PAI.AB1N 

Paladins have a few more tools as secondary lank than they do as prirnary lank. 
Without many opponents to interfere with their casting, Paladins can use heals as 
well as their damage to pull aggro off party members. Holy Shock can be used as 
instant damage against the enemy or to instantly heal a friend and give you enough 
lime to pull the enemy off. Stun the target with Hammer of Justice, then use Judge¬ 
ment of Command because the threat is multiplied by Righteous Fury. As with 
Warriors, Paladins fulfilling this role should consider usin^g a two-handed weapon to 
increase their damage as their heavy armor Is enough to keep them alive against a 
Single enemy. 

SHAMAN 

The aggro grabbing tools of the Shaman make them a great choice for this rote. A 
quick Earlhshock combine with a Lesser Healing Wave c^n quickly puH aggro off 
a party member. As youll likely only have a single enemy on you, the survivability 
problems of the Shaman aren't an issue. Your armor is enough to keep you alive until 
the party i$ ready to deal with your target. Using a two-handed weapon increases a 
Shaman's damage output, but have a shield bridges the gap between their armor and 
the heavier types. Consider using a one-handed weapon and a shield until your enemy 
is dead or looking at the main tank before p>ulling out your two-handed weapon. 

WARLOCK 


allows the Druid to heal while spreading out the threat they draw. Using these before 
a battle begins ensures that damage is being healed without the attention of the 
Druid or drawing aggro. 

SHAMAN- 

Shaman have a number of tools to buff and heal party members. In addition to the 
standard heals of differing %\ze to keep from overhealing and drawing aggro, their 
totems can heal and buff party members. Healing Stream Totem and Mans Spring 
Totem restore health and mana to all party members in range. While not having any 
way to reduce the amount of threat they are drawing. Shaman wear heavier armor 
and can survive unwanted aggro longer. 

PALAOiN 

Paladins have fewer tools for this role, but can be used as a backup or when none 
of the other classes are available. Blessing of Proteclron can keep a party member 
safe from physical attacks for a short duration. This gives the Paladin enough lime to 
heal the party member or the party to kill the enemy. The greatest tools the Paladin 
has for this role are the wide array of blessings. Blessing of Light coupled with Flash 
of Light (rank 3) can be cast repeatedly with very high mana efficiency. As bless¬ 
ings have short durations, the Paladin will be very busying keeping them active. A 
Paladin's Lay on Hands can turn a disastrous situation into a livable one. As it uses 
all the Paladin's mana, IPs a last dilch effort to safe a parly and once it's used, the 
party is without further healing. 


Clad in cloth, the Warlock doesn't seem a wise choice for a secondary tank, tudeed, 
they are very poor choices for this role. However, their pets are great choices for It. 

A Voidwalker has an impressive amount of health and is fairly durable. The best part 
about it is the Warlock's ability to simply summon another one outside of combat, if 
their pet dies. This allows you to sic your Voidwalker on an enemy, have it use Tor¬ 
ment to grab and maintain aggro, and forget about it as you go back to the primary 
target. If a Warlock is to fulfill this role, let them know ahead of time as it takes a 
good while to summon a Voidwalker and their other pets are generally poor choices 
for secondary tanks. 

HUNTEK 

Both a Hunter and their pet can fulfill this role. Putting a pet on an enemy and 
Growling keeps that enemy tied up until the pet is dead or Cowers it off. Hunters 
speccing in the Beast Masrery talent tree have pets that can nearly rival Warriors for 
their durability and ability to maintain the attention of an enemy. 

The Hunter can also fulfill this role. Distrading 5hot followed by Arcane Shot Is often 
enough lo puli an enemy off a softer party member, With leather armor (mail after 
level 40), the Hunter isn't nearly as ki liable as other party members. Once the tank is 
ready to pull aggro off the Hunter, using Disengage or Feign Death makes this much 
easier. The ability to quickly pull and drop aggro combined with a pet, make I lunt- 
ers an almost optimal choice for this role. 


Healer' 



PRIEST 


The Priest is the first obvious choice as heafer. With heals of several sizes, the 
Priest can avoid ovcrhealing and drawing aggro. The other assets of the Priest are 
their buffs. Power Word: Fortitude is a Jong duration buff that increases the party 
memb^^Stamina, and thus their health. Power Word: Shield is a very short term 
buff that absorbs damage. This draws more aggro, but can give the party the lime it 
needs to pull an enemy off before a member dies. Shielding the tank before battJe 
begins avoids the aggro issue and gives the tank several moments to generate threat 
before taking damage. Drawing aggro isn't the worst problem of the Priest, as using 
Fade reduces your threat level considerably. 

D^RUID 

While In caster form, the Druid has a great many tools for the role of healer. They 
have the standard heals of varying size to keep from overhealing and drawing aggro, 
but their true strength lies elsewhere. Mark of the Wild fs a long term buff that in¬ 
creases all stats and armor of a party member. This increases health while decreasing 
incoming damage. Regrowth and Rejuvenation are both heal overtirne spells. This 



This role is fairly self explanatory, but 
there are a few subtleties to it. Healing 
someone is pretty straight forward. Using 
the right heal at the right lime is a bit 
more difficult. A Healer's first priority is to 
keep the lank alive. The second priority 
being to keep themselves alive (who will 
heat after you are dead?) and healing oth¬ 
ers comes third. A Healer's mana should 
tje watched by the entire party as once it 
runs out, things gel more serious. 


Crowd Control 

It's always easier to survive three 
enemies attacking you than four. CC 
keeps enemies tied up for lengthy peri¬ 
ods without lowering your damage or 
increasing your risk. CC is often broken 
any time the affected enemy takes dam¬ 
age. There are two distinct types of CC; 
in-combat and out-of-combat 

Out-of-Combat CC tends to Iasi longer, 
but can only be used when you or the 
enemy is out of combat. Groups using 
any of the.se abilities should use them 
before the fight begins. 

MAGI 

Mages are useful crowd control in a variety of circumstances. Should there be a 
single enemy the party can't deal with at the time, a Polymorph neutralizes them 
for a good long time; as long as the enemy is a humanoid, beast, or critter. When 
the Polymorph breaks, it can be recast with only a duration penalty. Frost Bolt and 
Cone of Cold can snare single enemies, while Mages have other tools to hamper the 
movement of enemy groups. Frost Nova roots for several seconds, while Fine and Ice 
specced Mages can make use of Blast Wave and Improved Blizzard. Counterspell is 
also a powerful means of controlling a caster 

ROGUB 

Both in-combat and out-of-combat, CC is what the Rogue brings to a group. Sap can 
only be used on humanoids and before combat begi ns. It can only be used on one 
enemy and the Rogue is detected immediately by other enemies unless he or she has 
the Improved Sap talent. Blind lasts for several seconds and takes a reagent. Gouge 
is a nearly free CC, but doesn't last long and can only be used if the enemy is facing 
the Roicuc. Only lasting a few seconds. Gouge can barely be called CC, but it can be 
useful in emergency situations. Kidney Shot also works if things Start ot get chaotic. 

HUMTSR 

Most Hunter abilities are out-of-combat crowd control. Traps can only be used if the 
Hunter is out of combat. This can be accomplished before the battle begins or by us¬ 
ing Feign Death (provided your pet isn't engaged). Freezing Trap creates an area that 
slows all enemle.s who enter, while Frost Trap can encase a single enemy in a block 
of ice for an extended period of time, ff the Hunter is specced in the Survival taJent 
tree, Wyvern Sltng can also be used to put an enemy to sleep before combat begins. 
Marksmanship Hunters have a short in-combat CC in Scatter Shot. This is only useful 
in emergencies when a few seconds makes the difference, 

FWEST 

Priests have three forms of CC. Psychic Scream sends nearby enemies running in 
fear for several seconds. This gets them off your partyj but may send them into more 
enemies and make the situation much worse. Use this ability with extreme caution in 
the confined spaces of instances. Shackle Undead can only affect undead enemies, 
but very few classes have any ability to CC undead, so It's still fairly powerful. It 
neutralizes the enemy for several seconds and can be recast if broken with only a 
duration penalty. The third rs Mind ControL It fs dangerous to use in pfek-up groups, 
but tor a sea.soned group this fs a powerful way to start a fight. 





WAKLOCK 

Enemies can be CCed several ways by a WarJoekn Demons and elementais can 
be Banished for a long lime. Banish can be recast and cannol be broken untii the 
duration passes. During ihe time it is banished, the demon or etementaf is immune 
to damage. Fear causes a single enemy to flee, while Howl of Terror causes several 
enemies to flee. This gets them off the party, but can make the situation worse if the 
fleeing enemies find friends to bring back. Deathcoil is a short duration fear, but is 
really only useful in emergencres. The final form of CC the Warlock possesses, is 
actually a pet abilfty. The Su ecu bus can use Seduction to CC a humanoid target for 
extended durations. 


Damage 



ROGUE 


Doirig damage is easy. Doing a Sot of 
damage is a little harder. Doing a lot of 
damage and living to tel i about it is even 
more difficult. Focusing all the damage 
so things die quickly and aggro is main- 
tained.. Jhat is the penultimate. 

Start slow with the damage and iricrease 
it as the enemy's health drops. This helps 
your tank maintain aggro until you're 
ready to finish it. 


With so many tools to deal damage and avoid aggro, the Rogue is a great selection 
for this role. Deadly Poison and Instant Poison can proc extra damage on every 
swirjg the Rogue makes. Using damage over lime abilities [Garrote, Deadly Poison, 
and Rupture) against harder targets keep the Rogue from getting aggro as quickly 
while using fast damage abilities (Ambush, Backsiab, Sinister Strike, instant Poison, 
and Eviscerate) can kill weaker targets very quickly. Slice and Dice is a good finisher 
for those pesky bosses. Feint can keep a Rogue from generating too much threat and 
Vanish can be used in emergencies to dump threat quickly. 


MAGE 


Mages are all about damage. Once aggro is established. Mages should feel free 
to blast away, but don't start with Pyroblast or any other large spells. Keep these 
for your second or (hind volley against a target instead start with Arcane Missies, 
Fireball, or Frost bolt. These don't do quite as much damage, but Mages should 
start small and finish big. As the fight progresses and the enemy's health drops, start 
throwing everything you have at it Pyroblast, if you're specced in the Fine talent tree. 
Scorch, and Fire Blast throws a good bit of damage in a short period of time. Being 
able to create their own water. Mages shouldn't be worried about mana efficiency 
against weaker enemies as they can recover between fights, 

WARLOCK 

Many of the Warlock's spells don't do much up front damage. Against weaker 
opponents, the Warlock isn't ideal. Against very tough enemies, however, (he 
Warlock's DoTs really start to shine. Any of the pets the Warlock can choose from 
aid in doing damage with the Succubus being most damaging. Throwing Corruption, 
Curse of Agony, and Immofate on an enemy doesn't do much damage at first but as 
the seconds pass, the enemy's health continuously drops. Being able to Drain Mana 
or Drain Health, also make the Warlock great for longer fights as they can maintain 
consistent damage. If you are Destruction specialised, Shadowbolts with an occa¬ 
sional Conflagrate deals awesome damage, 

HUNTER 

Constantly firing arrows or bullets at an enemy makes the Hunter a valid choice for 
a damage slot To increase the damage they are putting out, Hunters can use Serpent 
Sting, Aimed Shot (if they are specced in the Marksmanship talent tree), and Arcane 
Shot, If the party is fighting a single enemy, using Multi-Shot adds further darrtage. 

In fights where fast damage is important. Rapid Fire and Beastial Wrath (if you are 
specced in the Beast Mastery talent tree) increases the damage of the Hunter and the 
pet for a short durationi arid have a fairly short cooldown. 


DRUID 

When in Cat Form, Druids function a great deal like Rogues. The reduced surviv¬ 
ability of this form is offset by the increased damage potenliai. As such, a Cat Form 
Druid tnakes a perfectly acceptable damage slot occupant. For quick fights against 
weaker enemies, starting with Ravage, using Shred or Claw to build combo points, 
and finishing with Ferocious Bite does a great deal of damage in a very short time. 
Using the DoT abilities of Cat Form is more Ideal for longer fights against tougher op¬ 
ponents. Begin with Pounce, use Rake and Shred to build combo points, and finish 
with Rip. While this does just as much damage, it spreads it out over time and makes 
it easier for the tank to maintain aggro. 


Area op Effegt'Damage 


There are times in dungeons where it 
takes far too long to kill the enemies one 
at a time and tryirrg to do so can result in 
the entire group dying. For these fights, 
(often against a dozen or more non-elite 
enemies) being able to damage many 
a I once is the wisest course of action. 
This must be done quickly as only very 
skilled tanks can hold aggro against 
multiple enemies in these situations. 



MAGE 

One of the kings of AoE damage is the Mage. Arcane Explosion allows (be Mage to 
continue doing AoE damage even while being attacked because of its instant cast 
time and limited targeting time (it is cast with you as the center of the effect). Bliz¬ 
zard and Flame Strike can be cast at range, but have differing effects. Flame Strike 
does damage immediately and continues damaging any enemies in the area over 
time. Blizzard is a channeled spell and does damage over the duration of the cast, 
but can slow the enemy's approach if you have the improved Blizzard talent. Often a 
good line up is to start with Blizzard or Flame Strike and switch to Arcane Explosion 
as the enemy advances on you. 

HUNTER 



- 

Dungeons 


Hunters are a good second place when it comes to the AoE slot. They can do almost 
as much damage to almost as rnany targets as a Mage. Setiing an Explosive Trap before 
the fight and using Multi-Shot then Volley throws a lot of damage out very quickly and 
generates a great deal of threat. Feign Death to allow the tank to grab aggro, before 
putting another Explosive Trap and backing off to Multi-Shot and Volley again. Keep¬ 
ing you per on Passive and not attacking allows you to set another trap. 


WARLOCK 

Warlocks have a number of tools that qualify them for an AoE slot. Warlocks have a 
ranged AoE (Rain of Fire) and a point blank AoE (I lellfire). If the Warlock is the only 
AoF. party member, they should stati, the fight with their Voidwalker. Cast Rain of Fire 
until the enemies closes with you and begins attacking. Sacrifice your Voidwalker to 
protect you from casting interruptions and use Hellfire to finish the enemies. While not 
having as many tools as the Mage, the Warlock is still quite impressive in this position. 


WARREOR 

Few people think of a Warrior in the damage slot, let alone the AoE damage slot. 
Warriors have a few abilities that can be used in each fight, and a few tricks that can 
be used in very difficult fights. Switching to a two-hand weapon and using Whirl¬ 
wind and Cleave allows the Warrior to hit multiple enemies for reasonable damage. 
Warriors speccing in the Arms talent tree can use Sweeping Strikes to hit extra targets 
for a short duration and a moderate cooldown (30 seconds). In very tough fights, 
Warriors can use Challenging Shout (10 minute cooldown) to force all enemies to at¬ 
tack them, then use Retaliation [30 minute cooldown) to counter-attack each enemy. 
This tactic results In devastating damage, but can only be used every 30 minutes and 
is often saved for particularly dangerous fights. 

DRUID 

Druids only have one spell to add to an AoE engagement. They don't have the 
versatility to be a primary or only AoE party member, but they can support another. 
Hurricane is a channeled spell and should be done very early in the fight. This draws 
aggro onto the Druid. Shift into Bear Form or Dine Bear Form to survive the enemy 
damage, while the primary AoE member (free from interruption for the next few 
seconds) finishes the enemies. 

PRIEST 

A Priest's contribution, like the Druid's isn't as imprgEfelve, 'but can certainly supple- 
mem. Holy Nova doesn't do as much damage^ draw any aggro. While . 

only available to Priests that spec in the Holy itjlent tree, Eiofy Njova can add enough, 
damage to finish enemies before they finish your primary AoE member. 


Listing 












SNGINKfiRS 


I^SUW^EGTION»#Mi^^^ 



No matter how careful you are, there is 
always the chance that something will 
go wrong and someone in the party 
dies. Having someone who can resur¬ 
rect a fallen member (rez^er) can save 
the time of running back to your body, 
or save the entire run if enemies have 
respawned behind you. 


PRIEST 

Resurrection can be cast any time outside of combat and doesn't have a cooldown. 
The fallen party member must be within line of sight. If the party member has already 
released their spirit, cast the spell, then click on the body to target the person's corpse. 


SHAMAN 

Shaman have very similar restrictions as Priests. Ancestral Spirit cannot be used 
during combat and has no cooldown. Line of sight and range are still concerns and 
players who have released can be rezzed in a similar fashion by casting the spell 
before clicking on their corpse. 

PAEADIN 

Paladins can ask Redemption for dead party members. Constricted by line of sight, 
range, and combat just as Priests are, Paladins are not often the primary rezzers, but 
they are just as qualified for the position. 

DRUID 

The Druid has the most restrictions on their ability to rez others, but make up for it 
by having one of the common restrictions removed. Rebirth is the only rez spell that 
can be cast during combat. It costs a reagent each time it is used (the reagent varies 
depending on level) and has a 30 minute cooldown. Line of sight and range are still 
issues, but Druids are generally secondary or emergency rezzers. 

WiPE^ Recovery ^ 

Total party wipes happen sooner or later 
and can be a crushing blow to morale, 
but having a fast way to recover from 
them can save time and your entire run 
as enemies may have respawned be¬ 
tween the instance entrance and where 
your party died. 


WARLOCK 

By far, the Warlock Is the easiest and most versatile class to use as wipe recovery. 

For the cost of a Soul Shard, the Warlock can use Create Soul Slone for a party 
member. This allows the 'stoned' person to instantly resurrect himself instead of 
releasing their spirit. The soul stone buff lasts one hour, has a 30 minute cooldown, 
and needs to be renewed. Inslanly rezzing yourself uses the stone, so choose when 
to resurrect yourself carefully. Classes that can resurrect others arc almost always the 

ones chosen to have their soul stored. 

PALADIN 

Paladin wipe recovery is a little trickier to use and is more like wipe prevention. 

By using a Symbol of Divinity and sacrificing themselves. Paladins can call upon 
Divine Intervention and remove a party member from combat and all danger for 3 
minutes. At the end of the duration, the party member can be attacked as normal, so 
it should be cast on someone who can resurrect others and is outside of the enemy's 
aggro detection. Couple this with the restriction of having to cast Divine Intervention 
before the person dies makes proper use of this spell nearly an art form. 

SHAMAN 

Shaman are the only class that can resurrect themselves (and only themselves) with 
out any form of setup (aside from buying the Ankhs before they came). Reincarnation 
^ has a one hour cooldown (unless you have taken the Improved Reincarnation talent), 
and consumes an Ankh each time It Is used. Also possessing the ability to resurrect 
Mothers, Reincarnation makes Shaman quite ideal at recovering from wipes. As Sha¬ 
man can resurrect themselves, they are often a poor choice for Soul Stones, unless 
Ihey have used their Ankh recently. 



Hunters or Rogues with Engineer skill can remove themselves from combat (FD 
or Vanish), then use Goblin Jumper Cables to restore a priest. Remember, Goblin 
jumper Cables are unreliable. 


Dungeon Quick Table 




Zone ’ 

13*18 

RogefireChosm 

OrgrinuTMir 

17*24 

Wailing Caverns 

Barrens 

17*24 

Oeodmiies 

i Westfall 

22*26 

Shadowfong Keep 

Silverpine Forest 

24*28 

Blodfntfiom Deeps 

Asfienvnle 

24-28 

IbeStockodes 

Stormwind 

25-30 

Rozorfen Kraul 

Barrens 

29-38 

Gnomeregon 

Dun Morogh 

3340 

Rozorfen Downs 

Barrens 

34*45 

The Scarlet Moflostcry 

Tiiisfol Glodes 

3M7 

(Jldomon 

Badlands 

44*50 

Zd'Forrok 

Tonoris 

47-55 

The Sunken Temple 

Swomp of Sorrows 

45-50 

Moraudon 

Desoloce 

52+ 

Blockiock Deptlis 

Ssormg Goige/Buming Steppes 

55+ 

Dire Maul 

Ferolos 

58+ 

Stratholme 

Eastern Ploguetands 

57+ 

SchobmoKe 

Western Ploguelonds 

58+ 

Blockiock Spire 

Searing Gorge/Bumtng Steppes 


Ragefire Chasm^ 


Zone; Offln'mnwr _ 

' Level .^C|;ig#^ l3-I8 . 

Primory Enemies; Huntonoid _ 

Items; to ^ 

Entrance Requirements! None 

Ragefire Chasm is only accessible to 
Horde parties as it lies deep within the 
heart of ore and Troll territory. It's a 
good training ground for groups as many 
of the things you will encounter In later instances are present here. 

It's fairly important to have a good variety in classes as there is little overlap with 
abilities at this level. Having a tank Is always important. A Warrior Is the best choice, 
but a Shaman or Druid in bear form can be used also. Druids, Priests, and Shaman 
all have the ability to act as a healer, but don't ask a Druid or Shaman to be both 
healer and tank. Mages are very useful for their Polymorph spell's ability to control 
combat. 

After the more difficult jobs are filled. It's time to add some damage to your group. 
Every class can add damage. Extra Warriors can serve as backup for the main tank 
while they cut through the enemies. Additional Priests can serve as backup healers 
while they bla.st the enemies with the power of shadows. 

What makes this particular Instance troublesome is that most classes have yet 10 
acquire many of their class-defining skills so CC can be a major Issue. 











































Wailing Caverns 


Blackfathom Deeps 





Primary Enemies: 

Itemsi 

Entrance Requirements; Mwie 

The primary enemies are hunTanoids 
and beasts. This means both Ro^jues 
and Druids ean be used to control pulls 
in addition to Mages. A number of the 
enemies cast their own crowd control spells and having someone to wake sleeping 
members or interrupt enemy attacks is vital. Warriors, Rogues, and Shaman all have 
interrupts and should watch for casters. Green glowing effects usually warn of heah 
ing spells, while white gfowing effects warn of sleeping spells. Priests can Dispel 
Magic and Shaman can use Tremor Totems to wake patty members. 


Be ceriarn to have a group with crowd 
control, many interrupts, and some good 
armor. There are some very large fights 
in the Deeps, and you often are faced 
with multiple casters. 


While the instance has a number of enemy types, the larger fights are against human 
oid targets or against too many targets to effectively CC. Mages and Rogues nnake 
good choices for controlling pulls. Bring someone in for some Aof work as there are 
a couple fights at the end that can be very dangerous and confusing. 


Zone: Adi^iivah 
■ level . 

Primary Enemies: HunioFiwd 
Items:None 


Entrance Requirements; None 


Zone: ttarrefis 


Level RggTgej i? 24 


The last few enemies really puts your tank and healer to the test. Having a highly 
skilled tank and healer make these fights seem easy while having less skilled mem¬ 
bers will make these fights nightmares. 

For the collectors in us all, the Embrace of the Viper leather armor set drops from 
enemies in Wailing Caverns, While ideally for a Druid, the pieces of this set are 
quite good for their level and can be used by a number of cla.sses. 


Deadmines^-^ 

Zon6:Wesifiil| _ 

Level/ ; 

Primary Enemies: Hbinanoid_ 

'Sp^tat items; set . . 

Entrance Requirementji ttone _ 

With almost an entire instance of hu¬ 
manoids, Mages and Rogues are primary 
choices for crowd coniroh Enemies are 
fairly close together but run for help, so 
killing ibetn quickly is fairly Important as 
multiple enemie.s. 



is having a tank that can take the attacks of 


In the Deadmines, but not quite in the instance you will find undead. While the 
undead portion is fairly small. Priests can take up the CC duties while youTe there. 
Deeper in the dungeon are casters. Once you begin meeting the casters, have an 
interrupt order ready as their spells (primarily fire based) can be quite damaging and 
are cast at range. Consider Pofymotphing casters if running to them to interrupt cast¬ 
ing risks pulling more enemies. 

The Deftas Leather armor set is quite nice. Rogues, Hunters, and Shaman are certain to 
enjoy the armor, while Warriors and Paladins may even find the bonuses to their liking. 


Shadowfang-Keep 

Zoite; Sitireipiiie Forest 

-.Level 

Primary Eriemtes: UntW_ 

JSpt^ianternsi to i- \ rl. >: 

Eg traiiice Reqotrerngtirs: _ 

Shadowfang Keep has few humanoid 
targets but an abundance of undead. 
Many of the enemies are immune to 
shadow magic, so Warlocks should 
switch to their fire spells while Priests sfiould make use of their holy spells. Have a 
Priest to CC the undaad vyhile a Mage can CC the few living enemies, makes pulls 
more manageable. 

The enemies also use a variety of abilities to debuff your party. Magic, Disease, 
and Curse debuffs will sureiy be cast on your party, and having someone who can 
remove them makes your run much faster and safer. Priests can Dispel Magic de¬ 
buffs. Shaman and Priests can remove disease effects. Mages and Druids can remove 
curses. These abilities take iittie mana or attention so can be done in addition to the 
member's standard role. 



The Stockade - 



Zone; SlDrmwnd __ 

Level Range; 24^23 
Primary Enemies; HufTiMn^itf_ 

Spi^iat Items; tee 
Entrance Regyirements! Hone 

Just as Ragefire Chasm is only accessible 
to I lorde parties, Fhe Stockade is only 
accessible to Alliance groups. Standing 
in the very center of Stormwir>d (the very 
heart of the Alliance), only fools would attempt to enter the Stockade as Horde parties. 


The .Stockade is a short dungeon populated nearly exclusively by humanoids. Having 
a Mage or Rogue to help control the pulls and an off-tank to keep the enemies from 
jumping on casters Is ideal, but not fully required. Though the pulls are larger than 
much you have dealt with so far, do not attempt to use AoEs to kill the targets more 
quickly as they are all elites and can kill your AoE members very quickly. 


Razorfen Kraul 

Zorte: Borrens__ 

' Level • - 

Primary Enemtes: Humtmoitfjeasl 
■ Items: >^ong y- 

Entrance RequiremenLs! Hone 

Because of the multitude of Quilboars 
using magic and ranged attacks, having 
a party member who is familiar with the 
dungeon can make the assault easier. 

If the entire party is new to Razorfen Kraul, take it slow and have someone who is 
familiar with pulling casters and ranged attackers lead, Using terrain to pull enemies 
into melee range keeps the Quilboar from feasting on your corpses. Hit the enemies 
from range and duck around a corner or run past your party to force the enemy to 
come closer. 

Characters with ranged interrupts make this easier, Mages with Counterspell and 
Shaman with Earth Shock can force enemy casters to come to you. Several of the 
fights within are against enemies that do tremendous damage. Using anything but a 
Warrior or Paladin for your tank is doable but risky. 

Gnomeregan 

Zone: Buti togh _ ~ 

Level 29-3! _ 

Primary Enemies: HumiasDitf 
SpHe^ial Items: fforje _ _ 

Entrance Requirements: Ibde [nrlies 
tied to complete Cbiof Engineer Scooty lo use 
Itig teleporter in Booty Buy __ 

Many of the fights within GnoiTieregan 
are against enemies rhat are highly 
resistant or immune to rr>ost forms of CC. Having an off-tank watching for enemies that 
escape the attentEon of the tank is important. As enemy groups are dose together, hav¬ 
ing a character with a ranged attack put I the enemies back to the party is preferable. 






























































There are many things that tan go wrong in Cnomeregan. Druids have a hard time 
keeping up as rezzers, so a Priest, Paladin, or Shaman is preferable. Warlocks, Sha¬ 
man, and Paladins gain their wipe recovery abilities at Jevef SO and you should have 
one in the party as one unlucky puli can doom your group. 

Razorfen Downs 


Zone: EonBits 

Level Rdrtges 33-^0 _ 

Primory Enemies: UrKfesd/Hujiionokl 
Spedfll irems: Bone_ 

Enfrqnce Requiremenrs; Hone _ 

While forming your party, consider bring¬ 
ing someone who can cure diseases. 1 he 
Quilboar have forged an affiance with the 
Scourge. Youll be afflicted with many 
diseases as you travel through Razor fen Downs and having the ability' to cure them 
makes this assault easier, even possible to some groups. 

A number of fights have several enemies. Having strong AoE potential in the party 
can make these fights much easier. Mages and Warlocks are ideal for this with Hunt¬ 
ers being a reasonable backup. 

With so many undead in the area, most forms of CC are useless. Having a Priest to 
shackle can make quite a difference. 



The Scarlet^Mgnastery 


Zone: Ticisfal Gkides _ 

Level ftaiiget 3445 _ 

Primery Enemies: HurnCToitf _ 

Special Items: Chain of feStiwhlCTUSDsfe 

Entrance Requirements: TtieScaiiet 
ley b jaguiigil k snfer the Catfiedfoi ot Aimpiy. _ 

This dungeon is split into four parts with 
four separate portals. The Library and 
Graveyard can be accessed at any time, 
but the Armor and Cathediaf are behind closed doors (the key can be obtained in 
either of the unlocked portions). Rogues who are highly skilled at picking locks can 
open the doors ftbis is also a wonderful place to train lockpicking). For this reason 
many parties only do one portion of the instance at a time. 

The Scarlet Crusade allows very little deviation in their order. This instance is almost 
entirely humanoid (making Mages, Warlocks, and Rogues very useful for controlling 
pulls), but undead run rampant in the graveyard portion (making Priests the only 
viable CC), 

There are very few non-elite enemies in the dungeon, but having at least one person 
with an AoE ability makes the final fight In the Armory much more fun. The humans 
are very social and run for help. Kill them quickly and have someone ready to snare 
enemies to prevent late additions to a fight (crippling poison is your friend). 

Those visiting the Scarlet Monastery for loot should keep an eye oui for the Chain of 
the Scarlet Crusade. This mail armor set has some wonderful stats but is very near an 
armor change level. Warriors and PaJadins switch to plate armor soon after level 40, 
and Hunters and Shaman can't use arty of the pieces until level 40. 

Zone; Eodtoiis _ 

Level Rqitge! 3H7 
Primary Enemies; HumitmDlti, G5leri 
Special Items: iion& _ 

Entrance RequiremenLs: Mona 


The dwarves and Troggs early in the 
dungeon can be CCed like any other 
humanoids, but as you progress deeper 
the enemies become more difficult lo 
CC. Take an off-tank lo keep extra enemies from gelling to your softer members. 

Having a party member with high armor and high HP is crucial for surviving this 
dungeon. Chain-wearing classes can handle the Shadowfopje dwarves and the 
Troggs, but when you reach the Golems, you need someone in plate. The Golems hit 
extremely hard and have very high health. Another necessity for Uldaman is includ¬ 
ing classes that have snare or root abilities. Many enemies flee when at low health 
and there are always more enemies dose by. 




ZUL Farrak’ 



Zone: laiiarts 
Level Ratiga: 44-50 
Primary Enemies: Humoncid, Boost 

Special Iferns: flonc 

Entrance Requirements; Tk Mallet of 
ZulTqrrak ts requM H) spayra Gaz'nllo. 

Most of the fights in the troll city involve 
several humanoid enen^ies. Rogues, 
Warlocks, and Mages make your fights 
more manageable. The hardest fights are 
against swarms of enemies, so having a strong AoE member (Mage or Warlock) and a 
support Ao& member (Druid, Warrior, Hunter, or Priest) is important. 


Focus fire well and your enemies drop quickly. Fracturing damage will be the end of 
your party as many of the enemies possess high health and run when wounded. One 
party member is unlikely to be able to kill a runner before it finds friends so stay on 
the same target and be ready to root or snare fleeing enemies. 

The Sunken Temple 



Zone: Swamp qf Sorrows 

Level Rangg! 4T55 __ 

Primary Enemies: KymQnoid,Undefld, 

WyTtwltin ___ , 

Special Items; None _ 

EnFfarite Requirements: TheArwaent 
Egg is requifeii to spown tk Avotar of Hr]l:b-. 

The population of enemies is as varied 
as this dungeon is complex Though only 
one portal allows access to the temple, 
there is a major split between the upper and lower floors of the dungeon. Check 
with your party to make sure everyone has the same goal before entering as there are 
quests for both levels. 


Your party will be bJoated if you try to bring someone for each type of CC in the 
dungeon. Instead, use whatever CC you have when you can and make the best with 
the other fights. Priests can shackle the undead trolls while Rogues, Warlocks, and 
Mages can CC the living trolls and only Druids can sleep the Wyrmkin. 

The final fight of the mstance is against the Shade of Franikus which can cast sleep 
on party rnembers. Fiave an off-tank ready to pickup the dudes if the tank i.s put to 
sleep as it cannot be dispelled. 


Maraudon 



Zone: ftespbee 


level Range: 4550 


Primory Enemies: Demon, Blemenkj, Beast 

Special Items: Tlie Scaplrif.d Cfilebras tiHows 
iefeportatg to the temet &f the 


Entrance RequiremenH: Noro 


There is very little that can be CCed in 
Maraudon. The satyrs and elementaJs 
can be banished by Warlocks, but thEtta's 

about it, instead stack your group with damage so enemies can be killed quickly and 
healing to keep your tank alive. 


Having an off-tank proves Invaluable when you fight small groups of tough opponents 
(Warlock and Hunter per.s work best) and having multiple ranged damage classes make 
some of the earlier fights against the slimes easier (tlie siames do AoE damage). 

Running the purple side and orange side of Maraudon completely gives you the 
opportunity to create the Sceptre of Celebras. This allows you to portal past much of 
the instance and straight to the final portion. Croups often do 'Princess runs', mean¬ 
ing they intend to port in. Specify early which entrance you are takirig. 


























































Blackrock’Depths 


Zone: SeAfirty Spfgg/fiurreng Steppes 


Level Rfingei S2 -p 


Primory Enemies: Humanoid, Elertieural, 


Special Items: Noitg 


Entrance Requiremenrst Iti« 
Shodtjwfofge Key imaDcfe the tjeepef pcwtion of ilia 
iasroitc&s 



Having a parly with combat control is essential as many fights involve a large num¬ 
ber of enemres. Sap, PoJymorph, Mind Control, and Banish are aft extremely useful 
in the chambers under the mountain. 


The largest fights are against humanoids, but the most difficult fights will be against 
elementals. As Warlocks can CC both types (Seduce and Banish), they are extremely 
useful. 


Large enemy groups often include healers. These should be interrupted until they 
can be killed. Having several members with spell interrupts is very important. 


Dire Maul' 



Zone: fsmim 


level 


Prinnory Enemies: Elemsutat Humangid, 


Special Items: 

the Ogre Sjjjr) is nc^rgd ift tte noiihem 


Entrance Requirements:The CFesMRt 
ftByiSfequired U eiirei itie ftortoor wssteni 


Dire Maul is another dungeon with several wings. The eastern wing is the only 
unlocked wing and is where you acquire tho key for the other two wings (north and 
west). Very few groups do all of Oire Maul in a single silting [it's just too fong), so 
specify which side you intend to do when recruiting party members. Rogues who are 
highly skilled at picking locks can open all the doors. 


The enerTiies and fights vary greatly among the wings. With the proliferation of satyrs 
in the east wing. Warlocks make a gOc?d choice for CC. The ghosts and elementals 
in the west wing make Priests and Warlocks good choices. The north wing is mostly 
ogres. This makes Rogues, Mages, Warlocks, and Priests all valid choices for CC. 


There are fights in all the wings where several weaker enemies attack you. One AoE 
member makes these fights faster, but is not a requirement to defeat them. 


Stratholme 


Zone: Eoston Ploguebtids 


Level Ronge; 58 + 


Primory Enemies: Undeod 


Special Hems: Ths t&f toIhs tiiy allows 
eaiiOTce tfiroi^ rti&back dw. P(iilsof ifielBtisfslialker, 

Shadowcrofr, Valor, Wildifg^rtofiii&f^sdrDp. 


Entrance Requiremertfsi kens 



The ruins of Siralholme are home to both the living and unliving survivors of the 

pfague. Most groups only do one wing of the dungeon at a time, but some do both. 
Knowing your goals ahead of time makes your choices easier. 


Stratholme is the first of the three dungeons that contribute to your first dungeon 
armor set. While several enemies can drop various pieces of different sets, Baron 
Rivendare is the only enemy in the game who drops the leggings for all the sets. 


Scholomance' 






Zonfei Westem flngtidands 


Uvel 


Primary Enemies: Undead, Humanoid 
5pectol items: Ik Blood cflmri'tS'k: 
peqtitred fo sjicwn Ritwi® [he Hfiidd. PcTls.of th? 
IfwstsMtkf [, IkJoyt, Dreadiat^, fisraeftts, .liof^ige, 
Wopfer, Shodcwcoft, Vula, WikHreart ormor sets drap. 
lb Coduver, BbodEftwl. kHtopife, ond Milicne amior- 
seteconbfotintt:- 


Entrance Requirement-siTbSkdalon 

Key is required to eiii^r Sdwtemanta. 


Scholomance is locked. The key can only be obtained by completing a quest chain 
that begins at Chillwind Point and the Bulwark for Alliance and Horde, individuals. A 
Rogue with a high lockpicking skill can open the door as well. 


The dungeon is almost entirely populated with undcad and some humanoids. Priests, 
Mages, and Warlocks are prime choices for CC. Rogues with Improved Sap can also fill 
the slot, but Rogues without it shouIdnT attempt to Sap (they can still fill a damage slot). 



Several of the fights are against multiple enemies. Some are against very tough oppo¬ 
nents making an off-tank very useful, while others are against many weaker enemies 
making AoE members useful. 


SchoEomance also has parts of the first dungeon armor set. Many of the enemies 
within drop various parts of the sets, but Darkmaster Candling is the oniy enemy i 
the game who possess the head piece for the sets. 


Dungeons 


Listing 


Lower Blackrock Spire 


Zone: Seattug Ijorae/Buming Steppes 


level Rg^gg; 5g^ 


Prifnary Enemies: HumntKjid 


Special Hems: M of Jhe’Beo?i!tatbr, 
Devout, DtfflidmFst, Ebmwh, iigktforge, Mogisfer,. 
ShcnkMcralt, ^lor,.Wik'lie(]rt QmwT m dttjjj, Tib ^ 
Spfdefs Kfes wtitipan sat drops, 


Entrance Requirement$; None 



Rjidj 



Blackrock Spire is a single instance, but is separated between a non-raid portion 
(lower) and a raid portion (upper). The door to upper can only be opened by obtairt- 
ing the key through a quest chain that begins inside lower Blackrock Spire. Rogues 
cannot pick this door as it is magically shut and only the key can open it. 


The enemies in the spire are predominantly humanoid. This makes improved Sap 
Rogues, Warlocks, and Mages very good choices for their ability to control the pulls. 
Hunters make an excellent addition with their traps as the enemies hit very hard but 
don't often attack in large groups. 


CC is good, but a well equipped and skilled tank is better. As most of the fights arenT 
as large as in Scholomance or Stratholme, Paladins and Druids can make successful 
tanks. 


Many of the enemies in lower Blackrock Spire drop parts of the dungeon armor sets. 
General Drakkisath drops the chest piece for all the dungeon sets. 




There are many tasks that are simply too large for a single group of five to handle. 
Some of these only require a second group while others require nearly an entire army. 


West side (also knowm as live side or scarlet side) has many undead in the beginning, 
buuhe harder fights are against fewer and tougher humanoid targets so Rogues, 
Warlocks, and Mages are useful for CC purposes. 


HOW TO FORM A RAID 


East side (also known a$ undead side or Baron side) is populated by the undead. 
Many of the fights are against large groups of elite and non-elite undead. Priests can 
CC an elite each fight while the party kills the non-el it^ first. This can be done with 
AoEs, but is dangerous and should be discussed first. Without at least one strong AoE 
class, however, some of the bter fights are very difficult. 


Forming a raid Is slightly different to forming a group. Invite people into your group 
as normal. When you have the first five people, open your social window (defaulted 
to and select the Raid tab. Push Convert to Raid and continue inviting. ' 

There are two things that make the inviting process easier and faster. 


Ptojtwfing olhas: With ifie raid whidow open, light citk on o memhefs rtome and jiramola theffl. This thorn oo 
D^sistpnt Dfid a\\<sm to aid wiHi inFfiting oieis. 


long Ticiirro?;; Some peofile have VEiy lonit Of diSiciilt Ig type fiomss. If lha petsoa lies spoken waniff, right dick or 
iliek met! the dist lio>( Qtid ht# them. • 












































ROLES IN A RAID 


DJR.UH> 


Role Table 



Role 

ResponsiMiy : , T 

Classes '--•■.V- . . 

Afeirt Tajik 

Gfllker, Moinloin, and Swvijw Aggro 

; Warrioi, Dniid 

Backup lank 

Goitier, Mainlnin, ond Sufvwe Aggro 
omBoKodds 

V/omer, Onjid,, PWodin 

SutondaiyTonk (Off-taniO 

Full Aggro from noMonk members 

Warrior, Oruid, Patelin 

Heafet 

teep Party Wembets Alive 

: Priest, Otuid, Sbmon, Polarfin 

Dili Eeinovol 

teirwvs Damaging and Debriititting , 
Muffs 

Priest, PEdodin, Sbamon, ASago 

Cfwd Contral (CC) 

Heulralire Enemies 

iiAage, fiogue. Hunter, Priest, Wiitlotk 

/lUlrgaFioo 

Reduces Dcwmige Mit by EEreiiiies 

Rogue, Wtiriotk, Ptffist, SiwEnan, 

Ojuitf, Hunter, Warrioi Patodin 

Burst tage (BPS) 

Kill Enemies (Joitkiy 

^Artge, Rogue, Druid 

Stsstoitied Damage (OPS) 

Moinloin Higfi Damage Led Owr 
time 

Htifiter, Rogiro, Workk, Wnaiprs 

ftiea of Damdge (AdE) 

Domoge mdtipfe enem^ at once 

A(age, Wariotk, Hunter, Warrior, 

Druid, Priest 

Resurrectifin (ted 

tetfiue Eaten tobers 

Pries!, Sliamofl, Prifedin, Druid 

Wipe tecoveiy 

Rossatecf or Survive o Total hirfy Wipe 

Paladin, Workk, Shaman, Et^ineer 



Depending on vUd\ raid you m atteiding, not- ol[ of these roles need to be frlled. Crowd Conliol ^ 
is very imporfont in tipper fibckrock Spire, while Oecnrsers and Dispdbrs are necessory to fake ' 

on Lord Umi. 



As one of the most important roles, a 
good tank can make a party whife a 
bad tank can break one. The main tank 
should start the fights to gel early aggro, 
and use abilities to maintain the aggro. 
Against the most vicious of the raid 
enemies, main tanks often need very 
high resists in addition to high armor, 
defense, and health. Some fights involve 
several enemies that are immune to CC, 
so there may be several main tanks in 
your raid. 

WARRIOR 

Warriors make the best tanks. They have the heaviest armor (pfate), can use a shield, 
have abilities to hold single enemies, and abilities to hold multiple enemies, 

DROID 

Orly Druids using Dire Bear Foriri and specced in the Feral talent tree should be 
considered for this role. As a dire bean the Druid's armor is increased greatly and 
they gain access to a number of abifities that help them fill this role. 

Backup Tank 

This person is generaify bored until boss fights. This role becomes the raid^s only 
hope when there are adds in boss encounters. 

WARRIOR 

As Vk^ith nfiain tanks. Warriors make the greatest backup tanks. They have the armor 
and shield to survive against a tough opponent and have several abilities to turn the 
fight around at a moments notice. Charge brings you into batife with rage to burn, 
if you were already engaged and have little rage, use Blood Rage. Taunt, Mocking 
Blow, and Challenging Shout wili puJl the enemy's attention very quickly. Follow 
with a few Sunder Armors to lock aggro onto you. 


Main Tank* 



Only Druids using Dire Bear Form and specced in the Feral talent tree should be 
considered for this role. The Druid only has a few abilities to pick up aggro quickly* 
Cooperation from the rest of the raid is essential for a Druid to fill this role. Challenge 
ing Roar is your only tool to gathering aggro quickly. With its ten minute cooldown, 
it's only useful in emergency situations, but that's what this is. Frenzied Regeneration 
can keep you alive longer without taxing your healers as much, but drains your rage, 
so be careful about using it. 

PAIADIN 

[.ike Warriors, Paladins have access to the heaviest armor in the game (plate) and 
can equip a shield. This combined with their ability to heal themselves, can make 
the Paladin extremely durable as a tank. 


Secondary#ank 

If party members aren't focusing fire 
well enough or an enemy resists CC 
or you just plain get unlucky, enemies 
will jump from the tank to your healers 
or dps. Rather than having the tank run 
around trying to regain aggro, it's better 
to have an ofMank grab the aggro and 
pull it back to the main tank before 
returning to the primary target or simply 
tie it up. 



WARRIOR 

As having all the tools to be primary tank. Warriors are fully qualified as secondary tanks. 


DRUID 

As secondary tanks aren't always needed, the Druid rs free to use whatever form he 
or she chooses when not performing this role. When a party member pulls aggro 
off the main tank, a Druid can shift to Bear or Oire Bear Form and keep the enemy 
tied up until the main tank can pufi it off. Once the job of secondary lank is accom¬ 
plished, the Druid is free to return to the role they were fulfilling prior, 

PAtADIN 

Paladins have a few more tools as secondary tank than they do as primary tank. 
Without many opponents to interfere with their casting, Paladins can use their heals 
as well as their damage to pull aggro off party members. 
































Healer 

H In raids, there are often mulliple heafers. 

This is necessary as the enemies are 
either more numerous (meaning more 
tanks to heal) or more devastating. 
Determining who heals who and when 
is important and avoids wasting mana. 
There are several ways to divvy the 
duties of healing: 

One Hdef Per Giotifl: PuSlbg one liet^r in eeds pep oih 3 flJoUftg each rospoitsihle fet ttieir pup ^pteorfe the 

beding ftut o goed bit, btitsome heoteis wi be fox whife oieis [the hedsr wiHi the macn tonkl wer-toxed, 

‘ V"?-' "'^V!---fr.* 1. .I.iiv -A-' . Lri JL ■W.J 

One: HW tjf e Bme: ,ik«,eg a. single' heebr .msringol'te ttM^^uiilil they.p.out:d.manQ .con dlovy your Jd^ •. ' 

' fonger egginsf tejttan opppeeriliiis'llte' henfeis ml edltvety. Itediny ore f^ederat^. (tiofKtr. Iltepjpf ffewnsidi! - 

;^^-grng7jrjj^ti^.fQra.^ifeebtoddwijhg]i^^ 

Only Ose SfudB Heok: Using smab lieflis splils aggro ™ eikfively hur depletes youi hder's mana more qukfely (ns 
smoBer beak ore iess imimi effidorif}, ll gives dl the healers a chonce b mterrupt their casting if their target goins hsolth 
from onothoc coster. 


Crowd Control 



CC keeps enemies lied up for iengthy 
periods without lowering your damage 
or increasing your risk. Many forms of 
CC are broken any time the affected 
enemy takes damage. There are two 
distinct types of CC; in^combat and out^ 
of-combat. 

Out-of-Combal CC tends to last Eonger, 
but can only be u.sed when you or the 
enemy is oulof combat. Groups using 
any of these abifities should use them 
before the fight begins. 


MAGE 

Mages are useful crowd control in a variety of circumstances. Should there be a 
single enemy the party can't deaf with at the tinae, a Polymorph neutralizes them for 
a good fong time; as ior>g as the enemy is a humanoid, beast, or critter. When the 
Polymorph breaks, it can be recast with oniy a duration penally. 



PRIEST 

The Priest is the first, obvious choice as healer. With heals of severai sizes, the Priest 
can avoid overheafing and drawing aggro. 


ROGUE 

Both fn-combat and out-of-combat CC is what the Rogue brings to a group. Sap 
can only be used on humanoids and before combat begins, Biind lasts for several 
seconds and lakes a reagent. 


Dungeons 


DRUID 


hunter 


Lfsring 


While in caster form, the Druid has a great many tools for the role of healer. Regrowih 
and Rejuvenation are both heal over time spells. This allows the Druid to heal while 
spreading out the threat they draw. Using these before a battle begins ensures that 
damage is being healed without the attention of the Druid or drawing aggro. 


SHAMAN 

Shaman have a number of tools to buff and heai parly members* In addition to the 
Standard heals of differing size to keep from overheaflng and drawing aggro, their 
totems can heal and buff party members. 

PAEADIN 

Paladins have fewer tools for this role, but can be used as a backup. 


Debufp-Removal^ 

Debuffs can be crippling to a raid. Many 
of these abilities hamper you, while 
some do damage, and some even force 
you character to fight for the wrong side. 
Recognizing and dispelling these effects 
make fights much less difficult. 

Most fights, the character will have 
another role and remove debuffs as 
needed. There are four types of remov¬ 
able debuffs; magic, poison, curse, 
and disease. Only a couple classes can 
remove each type. 


1 

Magic 

Prfet Hfe^ieE Mogieji, Bafotlin {deansel 

Pnison 

Druid (Abafisli Foisan), Sbman [Cure Pdasoa, Peisar Cleaesiiig To!em], Palodin [Cbnsc) 

im 

Mi ^effiEsre Curw), Mogs [Removelesser Cuise) 

Dlseosa 

Shonwn [Cute Drase Oeasihg Totem), Paladin [Oeanse), Pfiest (Cuie Disease, iy Esh Disease) 



Most Hunter abilities are out-of<ombat crowd control. Traps can only be used if the 
Hunter is out of combat. This can be accomplished before the battle begins or by 
using Feign Death (provided your pet isn't engaged). Freezing Trap creates an area 
that slows all enemies who enter, while Frost Trap can encase a single enemy in a 
block of ice for an e;<tended period of time. 


Raids 



Priests have two forms of CC. Psychic Scream sends nearby enemies running in fear ^ 

for several seconds [rarely is this used in Raids). Shackle Undead can only affect t 

undead enemies, but very few classes have any ability to CC undead, so it'S still 
fairly powerful. 


WAJtLOCK 

Enemies can be CCed several ways by a Warlock. Demons and efementaJs can be 
Banished for a long time. Banish can be recast and cannot be broken until the dura¬ 
tion passes. The Warlock's Succubus can use Seduction to CC a humanoid target for 
extended durations. 

Mitigation*^ - 

Many of the enemies you may fight deal 
to much damage to survive alone. Even 
with a heafer helping, your tank will 
likely die if some of the damage is no! 
mitigated. Nearly every class has the 
ability to reduce the damage dealt to 
your main lank. With people working 
on concert, even the most damaging 
enemies become manageable. Note, 
most bosses are immune to stuns, 
disarms, etc. 

Against any opponent not immune to stun, Rogues are one of the greatest mitiga¬ 
tion classes. Opening a fight with Cheap Shot leaves the enemy stunned for severai 
seconds. Use Sinister Strike or Backstab to build combo points before finishing with 
Kidney Shot to leave the enemy stunned once again, Multipfe Rogue.s staggering 
their stuns can keep an enemy stunned from the start of the fight until the end. 
Against stun immune targets, a well-timed Kick still interrupts casting. 



i 


WARLQCIC 

just as enemy curses make your party weaker. Warlock curses make enemies 
weaker. Curse of Tongues increases the casting time on enemy spefis and is quite 
useful against casters. Lengthening the cast time gives the rest of the raid more time 
to interriipl the spell. Against melee enemies^ Curse of Weakness can drastically 
reduce the amount of damage they are dealing. By debuffing the enemy. Warlocks 
are able to ntiligaie a reasonable amount of damage. 


3 ' 
































PIUEST 

Prfe&ts have a number of abilities that can be used to reduce the damage a raid takes. 
Mans Burn can destroy an enemy caster's mana pool and render them unable lo cast 
spells, while Shadow Protection raises the Tesistarice of members to shadow damage. 
Power Word: Shield surrounds a raid member, protecting them from damage, until 
the shield is destroyed. As an instant speli, it's very useful for emergency mitigation, 
but used before a fight begins reduces the amounl of damage your tank takes from an 
enemy groups fjrsl volley. 


SHAMAN 

Shaman are able to reduce magical and physical damage taken by party rriembers. 
Stoneskin Totem reduces damage on all melee attacks lo party members while 
Windwall Totem reduces all physical ranged attacks. Grounding Totem can absorb 
non-AoE spells cast at the party. Welhtimed Earthshocks interrupt enemy casting and 
the Nature, Fire, and Frost Resistance Totems reduce the damage from the appropri¬ 
ate types of spells to party members. 

Why Isn^t Ever yone Getting the Totem 1 

TQlems only affect raid memters wtio are in tiie same porty as liie Shaman who dmi^jed them, i 
For this reason^ it's not a great idea to liove oil the Shuman Ir Ifie same porty. ^ 


DRUU) 

Druids have a couple abilities that can nniligate damage. Mark of the Wild increases 
the armor of raid members (in addition to increases their stats). If the Druid is using 
bear or dire bear form, they also have Demoralizing Roar (which decreases enemy 
attack power) and Bash [which stuns for a short while). Druids aren't terribly adept at 
damage mitigation, but they can do it if needed. 

HUNTER 

Like Druids, Hunters onfy have a couple abilities that mitigate damage raid members 
take. Aspect of the Wild increases the nature resistance of all parly members and, by 
doing so, reduces the damage from nature effects. Scorpid Sting reduces the enemy's 
Strength and agility. While not terribly useful against caster enemies, it can have a 
noticeable effect against meiec targets. Marksmanship Hunters have a change to stun 
an enemy when using Concussive Shot. 

WARRIOR 

Warriors not fulfilling a tanking role can assist the lank gready with a number of 
abilities. Disarm can reduce the damage a humanoid melee enemy can deal by quite 
a bit, while Protection Warriors can even stun the enemy for several seconds with 
Concussion Blow. Thunderclap and Demoralizing Shout reduce enemy a Hack speed 
and attack power, rendering their physical attacks much less damaging. If the enemy 
is a caster. Pummel and Shield Bash can interrupt a spell when timed well. 

PALADIN 

Much like a Rogue, a Paladin's primary ability to mitigate damage to others is 
through stuns. Hammer of justice and Seal of lustice can keep an enemy from doing 
much at ail. When timed with a Rogue or another Paladin, enerrties can be stunned 
for quite some time. Paladins have other tricks however. Paladins can surround 
themselves and their party members in Shadow, Fire, or Frost Resistance Auras. This 
reduces the damage of shadow', fire, or frost effects by increasing resistances. Greater 
Blessing of Sanctuary reduces all incoming damage to raid members and Devotion 
Aura can raise group members' armor. As one of ibe l:>est way^; for a Paladin to 
mitigate damage. Blessing of Sacrifice transfers some of the damage taken by a target 
to the Paladin, 

Burst Damage 

Burst damage is useful when getting to 
a boss. The weaker enemies around the 
boss or in the dungeon can often be 
killed before they can significantly dam¬ 
age your party. Burst damage characters 
often have lower survivability, but if the 
fight is finished quickly it doesn't matter. 
Even with downtime aftei%vard, it's often 
a better plan to use burst DPS on weaker 

enemies. 

ROGUE 

Many Rogues can dish out a great deal of damage very quickly. Without worrying 
about avoiding aggro, they can push their damage even higiter. Ambush is a good 
way to start a fight. Garrote and Cheap .Shot are options for nqn-dagger Rogues. Use 
Backstab or Sinister Strike to build combo points quickly. If the enemy isn't going 







down fast enough, consider using Thistle Tea to restore your energy when it de¬ 
pletes. Finish the fight with a several combo-point Eviscerate, Having Instant Poison 
on your weapons further adds quick damage. 

MAGE 

Mages are wonderful with burst damage. They have several tools that can quickly 
turn their sizable mana pool into damage. Start the fight with Combustion and pyrob- 
last if youTe specced in the Fire talent tree or Arcane Power if you chose the Arcane 
tree. If you're clearing several groups, use your abililie.s with cooldowns more spar¬ 
ingly, bui remember that you'll be drinking between battles anyway. Follow up with 
Cone of Cold and Fireblast. Both of these are instants. Cast Arcane Missies while you 
wart for Cone of Cold and Fireblasi to cool down. Continue throwing your mana at 
the enemy until they are dead. 


DRUID 


When in Cat Form, Druids function a great deal like Rogues, The reduced surviv¬ 
ability of this form is offset by the increased damage potential. As such, a Cat Form 
Druid makes a perfectly acceptable burst damage slot occupant. Start with Ravage, 
using Shred or Claw to build comtxj points, and finishing witli Ferocious Bite. This 
does a go<xJ bit of damage in a very short time and is exactly why you're here. 


Sustained Damage 


Many enemies are loo tough to blown 
down with burst OPS. In these cases, 
it's more important to be able to sustain 
a high level of damage for a prolonged 
time. The damage is often lower than 
burst DPS, but spreading the damage 
out (making it easier for tlie tank to hold 
aggro] is very important. 



ROGUE 

Rogues have a number of tools that make them a good choice for this role Starting 
a fight with Carrote guarantees you'll do nearly as much damage as an Ambush (if 
you're specced for it)...just over several seconds. Use Backstab or Sinister Strike to 
build combo points. Mix a Feint in to keep your threat level low. When you've built 
up combo points, use Slice and Dice for sustained DPS. Coating your weapons with 
Deadly Poison adds more damage but spreads it out just like the abilities mentioned. 
Keep the DPS moving and have Vanish ready if the enemy turns to you. 

WAREOCK 

Many of the Warlock's .spells don't do much up front damage which makes them 
ideal for longer fjghis. Any of the pets Warlocks can choose from aid in doing dam¬ 
age with the Succubus causing the most damage herself, but the Imp allows the 
Warlock to caster longer. Throwing Corruption, Curse of Agony, and Immolate on an 
enemy doesn't do much damage at first, but as the seconds pass, the enemy's health 
continues to drop. Being able to Drain Mana or Drain Health as needed keeps the 
Warlock doing damage consistently. Should you run out of mana, use Dark Pact (If 
you're an Affliction Warlock] to steal some from your pel. Another option when you 
run out of mana is to use Life Tap to trade your health for mana. 

HUKTER 

Constantly firing arrows or bullets at an enemy makes the ffunter a valid choice for 
this role. Auto Fire keeps the Hunter doing damage, provided you are able to stay at 
range, while the pet can chew on the enemy. To increase the damage they are put¬ 
ting out, I lunters can use Serpent Sting (though it takes up a debuff slot). Aimed Shot 
(if they are specced in the Marksmanship talent tree), lind Arcane Shot. Use your 
special abilities until you are low on mana then stop casting. Auto Fire keeps the 
damage going while allowing you to regenerate mana. in the larger fights, use Feign 
Death often to keep your threat level low. 

Area of Effect Damage 

There are times in dungeons where it 
takes far too long to kill the enemies one 
at a time and trying to do so can result in 
the entire group dying. For these fights, 
often against a dozen or more non-elite 
enemies, being able to damage many at 
once is the wisest course of aertion. 













MAGE 


ORGANIZING A RAID 


Arcane fijiplosEon allows the Mage to continue doing Ao£ damage even while being 
attacked because of its instant cast time and limited targeting time (it is cast with you 
as the center of the effect). Blizzard and Flame Strike can be cast at range, but have 
differing effects. Often a good line up fs to start with Blizzard or Flame Strike and 
switch to Arcane Escpiosion as the enemy advances on you, 

HUNTER 

Hunters are a good second place when It comes to the AqE slot. Setting an Explosive 
Trap before the fight and using MultbShot then Volley throws a lot of damage out 
very quickly and generates a great deal of threat. Feign Death to allow the tank to 
grab aggro. Keep your pel on Passive. 

WARLOCK 

Warlocks have a number of tools that qualify them for an AoE slot Warlocks have a 
ranged AoE [Rain of Fire) and a point blank AoE (Hellfire). 

Resurrectiok*^ 

Having someone who can resurrect 
a fallen member can save the time of 
running back to your body, or save the 
entire run if enemies have rospawned 
behind you. 



PRIEST 

Resurrection can be cast any time outside of combat and doesn't have a cooldown. 

SHAMAN 

Ancestral Spirit cannot be used during combat and has no cooldown. 

PALADIN 

Paladins can ask Redemption for dead party members. 


DRUID 

Rebirth is the only rez speil that can be cast during combat. It costs a reagent 
each time it is used (the reagent varies depending on level) and has a 30 minute 
cooldown. 

Wipe Recovery- — 

loiaf party wipes happen, espedaily in 
Raids. Having good wipe recovery is the 
only thing that keeps the Raid going. 



WARLOCK 

For the cost of a Soul Shard, the Warlock can use Create Soul Stone for a party mem¬ 
ber. This allovi/s the "stoned' person to instantly resurrect himself instead of releasing 
their spirit. The soul stone buff lasts one hour, has a one hour cooldown, and needs 
to be renewed. Classes that can resurrect should be given stones. 

PALADIN 

By using a Symbol of Divinity and j^acrificing theri^sfdves. Paladins can call upon 
Divine Intervention and remove a party member from combat and all danger for 3 
minutes. At the end of the durationi, the party member can be attacked as normal, so 
It should be cast on someone who can resurrect others and is outside of the enemy's 
aggro detection. 

SHAMAN 

Reincarnation has a one hour cooldown (unless you have taken the Improved Rein- 
carnation talent), and consumes an Ankh each time it is used. 


Once you have everyone in a raid, it's important to move people into group con¬ 
figurations that are beneficlaf to your goal. In the raid window, the raid leader can 
simply dick and drag people from one group to another. 

The most obvious way to organize people is as several small groups; each with their 
own healer, tank, dps, etc. This is a very balanced way to do it and is often a good 
stsrt. As you become more comfortable with organizing raids and knowing the abili¬ 
ties of all the classes, forming specialized groups becomes quite powerful. 


The following are merely examples of specialized groups. Knowing your raid-mates, 
their abilities, and their play style will be the ultimate factors in group placement. 



Warrior 

to Tank 

Madln/Stioniaii 

Heciier/WiligDticji 

Wflriod w/lmp 

Damage 

hiKt 

Heabr/Miltgaliofl 

OnHij 

Ikobr 


This group would be quite durable. It 
would have all the healing the Main 
Tank would need and have the Backup 
Tank ready to take over should some¬ 
thing go wrong. With the mitigation and 
healing provided by the Paladin or Sha¬ 
man, the Warrior would become even 
more durable 


RdugM 



Shoirwi 

Keal/Buff 

Huiiler w/V/olf 

Dnmage/Biiff 

Hunter w/V/olf 

Domose/Buff 

Hunierw/WDli 

Doma^e/M 

HunSeonr/VfeS 

Domoge/W 


This group is a bit stale, but ifs still 
effective. The Shaman using Grace of 
Air Totem increases die agility of all 
the Hunters in the group. The Hunters 
should keep their wolves near (rather 
than sending them to attack) and use 
their Furious Howl manualiy. If the 
Hunters time it well, always have the 
Furious Howl buff and each attack has 
its damage raised significantly. The 
Shaman is fairly superfluous and can be 
replaced by a Feral Druid or a Paladin 
using Blessing of Might. 


1 AoE DamagB I 



Ice iWogs 

AqE Dantn§e 

FireMoge 

ikif! Ocirnoge 

Wfflloct 

MOlHlffige 

Warriar 

Tank/Aot Domage 

PiiSSf 

HenleT/Miligiijrion/AflE 

Damage 


Starling the fight with dual Blizzards and 
a Rain of Fire might scare most people, 
but there is a method to this madness. 
When the enemies approach the casters, 
the Priest uses Power Word: Shield and 
the Warrior Charges and uses Challenging 
Shout. Once all aggro is on the Warrior, 
pull back so all enemies are in front 

of you and use Reiallaiion (30 minute 
cooldown and not fully necessary if 
you're saving the ability for Shield Wall). 
The enemies won't be pulling off the War¬ 
rior for some time so use Arcane Fxplo- 


Fury Warrior 

Damags/Btrff 

Rogue 

Damoge 

Shumorr 

Domage/auff 

Ferd Diuid 

Damage/EuJf 

Hanter w/V(olf 

Dnmacs/fitiff 


Any of these classes can deal damage 
on their own, but together they can buff 
each other and further raise their dam¬ 
age. The Warrior raises everyone's attack 
power with Battle Shout. The Shaman 
raises everyone's strength with Strength 
of Earth Totem and increases melee 
attacks with Windfury Totem or raises 
agility with Grace of Air Totem. The 
Feral Druid increases everyone's critical 
chance with Leader of the Pack. The 
Hunter has their pet use focus only on 
Furious Growl which raises the damage 
of each person's next attack. Combine all 
of these together and this group puts out 
the damage. 


I Sustained McigiG Dam^^ie 


m~ ' 

Woflock 

Sustoinect OanuogB 

Warbek 

Siisttiinafi ftaraioe 

Woriock 

Systoineri Damage 

ShodDiitf Pries! 

, Damage 

Pulat^n 

; tlBDter 


One Warlock uses Curse of Shadows 
while another uses Curse of Elements 
to keep the targets shadow and fire re¬ 
sistance low while the other uses Curse 
of Agony, After that, everyone starts 
throwing shadow damage and DoTs. 
Corruption, Immolate, and Shadow 
Word: Pain all stack and will keep doing 
damage as you switch to Fire lx; It, Shad- 
owbolt. Mind Flay, and Mind Blast. The 
Priest should use Fade often to keep his 
or her threat lower. The Paladin brings 
a good bit to the party with emergency 
healing and his Blessing of Wisdom 
which regerserates mana for each party 
member. A Shaman using Mana Spring 
Totem can be substituted or a Balance 
Druid in Moonkin form to increase spell 
critical chance. This is a highly special- 
Izecf group, it is almosi always better to 
assign a Warlock to a tank. 


ston, Holy Nova (if you're Holy specced), 
Hefifine, and Whirlwind to finish the 
enemies quickly. 









































































WHAT IS THE DIFFERENCE BETWEEN A 
RAID INSTANCE AND AN OUTDOOR RAID? 

Raid Instances take place inside an instanced dungeon. This means you cannot have 
any outside assistance^ but it also means you won't have any outside fmerference 
(especiaily on PvP servers). Raid Instances are often long dungeons with many 
smaller enemies leading to the larger threat. 

Outdoor Raids occur in the world* 
People from outside your raid can help 
or hinder your attempt at these targets^ 
You may also be competing with others 
as these enemies often take several days 
to respawn. Outdoor Raids are often in 
areas where your raid wilf have to fight 
past small groups of enemies to get to 
the boss, but not nearly as many as a 
dungeon raid. 


lisf TlHf 



Upper BLACRtiocK Spire 

Zone: S^^ng _ 

Level ^inge; SgifiO ; _^ 

Player Limit; 10 

Prltliq^-Enemies; Hiirna^Hii Wymkin-.. 

Special Items: Fdrhoflfie Bet^lsitilksr, 

0$voijl, Ofcadmist Elements, lig-ltlfQrije.Magisi^, 

Shodowaafr, Vdor, WildheaftAfnior sets ?irop. OarM's 
Socfed CfiQuge weuptin set dtojjs. 

Entronce Requirements: A c^tshpletdl 
Sed ofteioriisreprBdlo^ntwflier^^^ a left in the first room to the sealed 

Bhdmtk Spitg . . _ • . path is filled with the humanoids 

and Wyrmkin loyal to the Black Dragonflight, 

Having Mages and Druids for CC is quite important as is having a heavily armored 
tank and watchful healer. The enemies at the end of the instance hit very hard. Have 
your wipe recovery stay well back from a fight so that if a wipe occurs they can rei: 


Zone; Strcn^leikim Vah 

Level RaiigetiO+ _ 

Player iimift 20 

Primary Enemres: Heitifw .mHtl 

Special ifemst MonytirmorafKlweEppi^sces 
indutiing class spetifc anRor sals. 

I Entrance Requiremeni$; te 

While the outcasts of the ancient 
Curubashi Empire fled to Ihe Swamp 
of Sorrows to Continue their worship of the blood god Hakkar, they soon found that 
only in the capital of the shatter'ed empire could Hakkar be fully summoned. The 
capital has been taken by the Atarai and the preparations to summon Hakkar have 
been completed. 


safely without re aggroing the enemies. 


Zul’Gurub' 





The other troli tribes have sent their greatest hiigh Priests, but to no avail. Rather than 
defeating Hakkar and his followers, these mighty spiritual warriors have been taken 
by Hakkar and are now counted among his allies. 

The quests for ZuJ'Gufub are obtained on a small island off the northwest coast of 
Stranglethorn Vale. Ihe entrance to Zul'Gurub. in northeastern Strangleihorn Vale, is 
guarded by a few trolls but you can easily run past them and zone into the area. 


Molten Gore^ 


Zane: Blodrotk Peptlts 

^vel Range: 60 -t __ 

Player Limit: 40 _ 

Priniciiy Enemies: Ef^jnsnbl Pernon 
Special Items: Class-spedlkepkonnor^cis 
well as miiEV epic weapons. Ik stortei for llie Ptiesl and 
tiantef epii; qitesis dieps fiete. _ 

Entrance RequinernentsiAltunfiniefit 

to ih^ Core 



While there is no key to Molten Core, you can't take all 40 people through Black- 
rock Depths each time. There is a Blood Elf who offers a quest that allows you to be 
'attuned' to Molten Core. Once the quest is complete, you can enter Molten Core 
from the Blocjd Elf rather than going ail the way through Blackrock Depths. 

Molten Cone is a cave of molten rock and creatures that flourish in the impressive 
heat. With many targets being opposed to the Hydraxian Watedords, this is a good 
place to increase your reputation as you will need it to summon some of the more 
powerful monsters in Molten Core. 

Bring your fire resistance gear and couple good secondary tanks. Many of the en¬ 
emies throw off any CC you put on theim and have to be tanked individually. Focus 
your fire and kill the enemies One at a time. 


OnYXIA'S bAIR- 





Zone: OustwtillDw Matsh 




Level Range; ABt 




Player Limit: 40 



PHmary Enemies; Wymilcia 


• ^ V 


Spetial flems: ApteffiofadicKeqndojiic 
ileim con fis found in tlis lKird& of dropn. 




Entronce Requirements; Coffiplnting 
the Marshal Wintbof w V/ndofti's Cemmerd quest (holn 

While a very short instance, it is very challet 

is rstpiffid for Alfjnnoft ond Hordo ithds io onlifir Oftyjfio s 
lOEr. Bfock bond's CMmmoFd 


a great deal of trouble and Onyxia herself is no pushover. Be ready with your fire 
resistance gear. 


BLACKWiNG^bAIR 


Zone: Upfwr Blackrock Spira 

Level Range: oOf __ 

Player Limit: 40 _ 

Primary- Enemies; Humoftoid, Wyfmkiii 
Special Items; Man/ojrnof raid wecpiHi pieces 
including ctoss specific ormarsfits. 

Entrance Ne 

Lord Nefarion commands his agents 
from high atop Blackrock Spire. Like 
Molten Core, the entrance to Blackwing Lair is within another instance [Upper 
Blackrock Spire)* To become attuned^ kill the Quartermaster outside Blackrock Spire 
and read his orders. Once the quest is begun, proceed into Upper Blackrock Spire 
and kill Drakkisath, With him dead, use the orb behind him to complete your at- 
tunemenl. in the future, you are able to enter Bfackwing Lair by using the orb where 
you found the Quartermaster, 

The fights within Blackwing Lair are quite varied and exciting. Each fight is extremely 
different from the previous and it wilf take several attempts before youf raid wilf 
progress tlirough this raid instance. Be prepared for the wipes and be ready to think 
about new strategies that will lead you to victory. 


























































Zone: Silthus 

l-everRiin#e?iOf- ^ • ' _ 

Ployer Limit: 20 _ 

Primory Enemies: CoiEtels, SlitJ ^ 

Specici[ Items; Mofty sKinof ojid woapofl pkes 
incying floss sjacific aimor^ek _ 

Entrance RequiremenitsrTh&GaF^SQf 

Ahii'Ciy WHirl e^en! must be ccBifJetecI bbt the Rifins 
ofAhn'i^fi^itanbe enfeied. 

Following the War of the Shifting Sands, the Qiraji were left in a devastated city cut 
off from the world. Though not defeated, they were sealed within. Many generations 
have passed, but the Qiraji have not been idle. The Ruins of Ahn'Qlraj are teeming 
with an army anxious to strike against A^eroth. 

As the primary enemies are constructs and silithids, there are few ways to CC them. 
Instead concentrate on using lanks to hold them while your raid blows them down. 

Temple op Ahn'Qira] 

Zone; Silithus _ 

■ ievol Rflfige; fe 0 + 

Player Utttifi jp _ 

PHmqry Enemies; SlMiid _, 

Speciol Items: Muity QFmoiaiKlvreBponpfetes 
kluding dass specific flrrnot seis. _ 

Entrance Requirements: Theikes 
cff iliEi'Oirnj wciAi event rntist be coiTifii«td hefoie ^e 
• feppie of Afie'Qimj tail be enteiai 


The War of the Shifting Sands never reached the center of the city. Even as the 
outskirts were laid to waste, the Temple of Ahn'Qiraj was never taken. The breeding 
grounds were never destroyed and the leadership was never attacked. 

After so many generations have passed, the armies are ready. The monument to 
unspeakable gods is not one to be taken lightly. Many of the enemies will have 
unique abilities and will take several attempts before they can be defeated. Repair 
your armor before you enter as you'll need all the durability you have and be pre¬ 
pared for many deaths. 

NAXXRAMAS^!^rt=^^ 

Zone; Eastern Plogudunds _ 

Level Rajri0ei6(>L 
Player limit: 40 _ 

Primary Enemies: Unifeaij, cists 

Special llems; crmor oitd weDp<Hi pieces 
induding tlass sp&ciHc tinior sets. __ 

Entrance Requircnnents; Goiiing 
Fspufnliofi wilti Argent OowRof iiglifs bs)ps CliOfk ate 
^DUto^Tjterfemtitw5cben;)ef. 


Honored 

Revered 

Bxnlted 

Sk Arcane Ciystal 

Arcane Crystal 

fm 

73{HiJ)l)IKCrV5y 

lx Hcmjs (jystd 


60# 

30# 


h Kightwus Oit 




Floating above the greenish haiieof Eastern Plaguelands, Naxxramas is the ultimate 
destination for those helping the Argent Dawn, 

Both the living and unliving servants of the Lich King aid KefThuzad in Naxxrarrras. 
The Necropolis has everything that Is needed to wage war against Azeroth. Defeating 
this unbelievable evil will mean far more than victory,, it will mean survival. 

Druids, Priests, and Mages make excellent choices for CC classes, but be ready to 
encounter enemies that are immune to CC entirely. Have several off tanks and heal¬ 
ers ready for fights against large groups of enemies. 

Sh;ipyd like a giant wheel, there are four wings in the Necropolis, determine which 
wing you intend to enter before the raid forms. This will save hurt feelings and time. 




Ruins'Of- AhMC^iraj 



EXISTING OUTDOOR RAIDS 


OvtdooT Table 


fsondre 

Asfi«ie, Ferafas, Ehtskwodjlte Hoiterlaiiidj 

taf 

Ashenvale, Ferofas, BusbiKMl, The HiniteriDFMk 

biticm 

Ashenvate, Ferokrs, Mwood, The Hiitterlofitfa 

tmefiss 

Ashanvole, Ferolas, Dusbrood, The Hifiteiionds 

Aiturgos 

/UstlOFO 

Lord hml 

Ihe Blosied lands 


Dragons of NiChtmare 

Something has happened within the Emerald Dream. Ysera's four most trusted lieu¬ 
tenants have eifrerged from the dream, but they are tainted. They attack anyone who 
comes near and some of them have visible signs of the taint. 

There are several things that all four dragons have in common. 



I SenetQte flDokg gt&en doiftfe Ihat cause Sleep. 

7. Gtae^fi dtlt sb^ obiliiy 

3. Att<ifk meife behind wirti Tciil Swjpe. _ 

_4,_[jsfe spsofic obalibKjit_?5%,^30%, and ?$% beultii. 

S. Aie giwfded by grsMjps of gre&Ji dragoiAin and drakes. 


Dungeons 


Listing 


YSONimE 


Zone: Ashenvab, f^ralas, Deskwood, tlis Hiittdnntk 

Level Range: 6Ck _ ' 

Primary Damage Type; Nature 
Spec id ltems: Myteafep!c.and,» 
nHJglify. . - 

As one of the Dragons of Nightn-iare, 

Ysondre shares the sleep, breath, and 
tail swipe abilities of her brethren, Have 
your raid prepared to avoid the green 
clouds and your main tank ready to keep 
Ysondre facing away from ihe largest 
portion of the raid. 

As her health drops, Ysondre summons 
several druids who attack members of 
your raid, Ysondre also has a Lightning 
Wave attack that she uses against the main tank. This does considerable nature dam¬ 
age and can leap from one person to the next. Avoid keeping people too dose to the 
main tank to reduce the overall damage done by this ability. The more people you 
bring to this fight, the more damage you do, but the more chaotic things become. 



Listing 



Zane: Adteflviile, Feidus, DuskwnDd, The Hfniterl0nds 

Level Ran^ifeOr 

Primary Damage Type: Note 
Special items; lAorty ite of ond rare. 

quality _______________ 


TAERAR 


Taerar also shares 
the tail swipe, green 

dragon brealh* and 

sleep attacks. Have 
your raid prepared 
to avoid I he green 
clouds and stay 
away from the front 
of Taerar. 

As his health drops, 
Taerar will become 
a full shadow and 
summon three 
Shacles of Taerar. 
These look identicai 
to Taerar and have 
many of his abilities. 
They have fewer hitpoints and must be 
killed before Taerar engages your raid 
again. Only the true Taerar has the ability 
to fear large portions of your raid. Fear iin- 
munity and dispelling effects greatly aids 
your success. The more people you bring 
to this fight, the more damage you do, but 
the more chaotic things become. 





































































































The ancienl blue 
dragon has many 
iricks ID use against 
your raid. Keep ev* 
eryone close enough 
to get tefeported with him, bui far 
enough away to avoid hi$ Ao£s. Don't 
attempt to resurrect after Ire's killed you 
as he will freeze you every lime he uses 
a cold attack until the fifteen minute 
debijff wears oft- 


Zone:AjshQt0 _ 

Level Hongei 6th- 
Prirngry Damage Type: Cold 

Spectcl Itemsi hm af epk find im 

qyaliiy. 


Throughout the fight, 
Emeriss casts infections 
on your raid mernbers- 
Thcse cause the tar¬ 
geted member to infiJct 
massive damage to all 
nearby rnembers over several seconds. 
Shoufci you get hit with this, run away 
from others until it cart be dispel fed. 
Emeriss, when her health drops, will 
release a DoT that deals 100% of your 
health over 10 seconds, A single heal 
keeps you from dying, but won't leave 
you with much health. Be ready to dispel and heal quickly after she does this. 


Zone: Adienvofe, Ferobs, Ouskwod, 1be tiintetfands 

Level ilcinge: 6CM __ 

Primary Damage Type; Ni^hire 
Special Items: of epk onrfmre 

qiHilitV. 


lETHON 


Tail .swipe, green 
dragon breath, and 
sleep are all abilities 
lethon shares with 
the other Dragons 
of Nightmare. Keep 
your raid away from 
the floating green 
clouds and to the 
sides of Lethon to 
reduce the effective¬ 
ness of his attacks. 


EMERISS 


As one of the Dragons 
of Nightmare, Emeriss 
also possesses the sleep, 
breath, and tail swipe 
abilities. Avoid standing 
in front of her (unless 
you're the main tarrk), 
behind her, or in the 
floating green clouds. 


Azuregos 


A7.ufegos guards the 
magical secrets of 
Azshara. He does not 
attack you until pro¬ 
voked. This makes 
assembling a raid 
easier as he patrols 
around. Clear any 
of the n'^obs in the 
area before engaging 
Azuregos. 


Lord Kazzak -^ 


Safe within the 
Tainted Scar, Lord 
Kazzak prepares for 
his attack on the 
world. Move your 
raid into position 
as one group as the 
patrolling demons 
in the scar are very 
dangerous and will 
kill any small groups 
wandering through. 


Zone: Tb Blasted loncfs 


Level Range; 60^ 


Lord Kazzak has 
several shadow 

_[ attacks and curses 

that make him rather 
difficult to defeat. Keep all curses and 
magic debuffs dispelled and be ready 
for a quick fight. Should the fight take 
loo long and Kazzak become bored, 
he begins casting shadowbolt volleys 
every couple seconds until your raid is 
dead. Do not bring more than 40 people 
against Kazzak. Any larger force (pets included} cause Kazzak to cast shadowbolt 
volleys every couple seconds until your raid is dead. 


Primary Damage Type; Shadow 


Speclat Items: Mony Itanits of opir and leie 
qualitv. 


As the battle with 
Lethon continues, he 
often casts Shadow- 
bolt Whirl that bits 
everyone in the raid. 

This makes life on healers more difficult 
so be ready. With his health falling, 

Lethon stuns your entire raid for a few 
seconds and summon wraiths from your 
bodies. These travel toward Lethon 
slowly and heal him when contact fs 
made. Be ready to AoE these to death or 
face a reinvigorated dragon. The more 
people you bring Eo this fight, the more damage you do, but the more chaotic things 
become and the more people po.ssrbly healing him. 


Zone: Asbfli^k. Fgrflios, Ouskw&od, Ik HinletlBncls 

level Range; 60 + _ ' 

Primary Damoge Type: Kufum, 
sypw __ 

special items: rtsms d ept mrE 

quaPfiy. 



































PvP 101 


Though there are many specifics in PvP combat, there are also a number of universal 
traits. The Honor System, gaining Ranks, rules of conduct, and many strategies are 
shared between the various BattEegrounds and in the open field. Before trying to 
master Warsong Gulch, Arathi Basin, or the legendary Alterac Valley, a person must 
try to understand how PvP works, at its core. 

HONOR AND REPUTATION 





- J 


^A/hcn World of Warcraft released, there wasn't nearly as much to say 
about player versus player combat. Everything was handled in duels, or 
out in the open fields, and these contests were for personal distinction 
alone. With the introduction of the Battle-grounds, the Honor System, and 
some substantial balances for the character classes, things have changes 
immensely. This chapter does all that it can to explain the rules, concepts, 
and purpose of PvP combat in World of Warcraft. It also goes into specifics 
about the various locations for such conflict, and how to come out on lop 
in your many engagements. 


Understanding Honor, Standing, 

Ratingstp AND. Rank - 


One of the first questions that new players wonder is what you can get through 
PvP, You don't get experience from killing other characters, and even victory in the 
Battlegrounds awards such a modest level of experience that it won't be a major 
focus for anyone there. Instead, PvP offers Honor, Reputation (Battlegrounds Only), 
fun, and a number of equipment rewards. 

There are two major paths of equipment upgrades that are earned from the Battle 
grounds. Honor is gained from just about any PvP action (winning a Battleground, 
sometimes losing a Battleground, slaying a target that is not grey to your character, 
taking part in a raid against an enemy faction's leader, etc.]. This Honor is gathered 
for a full week, then is calculated during server maintenance to see how your 
character has performed compared to other characters of the same faction. You are 
then given a Standing (from first, which would be the most honor gained on the 
server for your faction, to all of the Standing values for those who PvPcd at all). The 
higher your Standing, the more your character's Rank will progress. There are 14 PvP 
Ranks, though characters Start without any Rank at all. After each maintenance, your 
character has the chance to gain or lose Rank; this is a dynamic system that pushes 
characters to PvP constantly If they want to achieve or even rnaintain the higher 
Ranks in the game. 

The Long and Short of Honor System Terms 

Honor Gained for Kills and Bntlleground Activity; Used at llie End of tile Week, then Ate i 
Reset 

^ Stonding: Cakabted Aftei Seiver Marnferonce lor Eoch Week, Used lo Detetmine Whether 
Your Chorocter Goins or Loses Roting Points 

3 Rank: Voar Cotrent PvP Title: This Determines Who! Rewords You Con Access from Yoor 
Fodion; Ronk/Tllle is Bosed Off of Your Oiorocter's Current Ruling Points 

Roting: The Actual Mensure of Your Choroder's HorKw System Progress, This is More 
Acojrote Ifion Renk, ButConnot Be Seen In^Gome 



. SankSating Points 

RequtrerJ Level j 

AltianceTTtle KordeTltle Reword 

1 

Scoie 25Kaiiii 
aWsek 

H/A 

Piivoie 

S«wr 

IdtHKli 

2 

2,000 
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Efects)' 
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5,000 
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Rules of Rank Advancement 


At first this might seem complex, and some aspects of it genuinely are. Many people 
participate in the Honor System without fully understanding how it works. That 
is fine; they only need to get out there and fight if they want a few Ranks. But to 
conquer the system and get the most out of it, people need to sit down and really see 
what is going on behind the scenes. 


3 Rating Advances By Hovirtg a High Staoding (Eld the Week With More Honor Than Others] 

Roting Decoys Every Week; Yotj Are !n Q Fight to Eom Mr^e Than You Lose 

o> Betouse Lower Level Bottlegroonds aod CharacLers Are Wortfi Fewer Honor Points, 

Competition for High Stonding Isn't Possible Before the Higher Brackets 

3* Ruling/Rank is Cupped of Various Levels; Only o Chorocter at Level 60 Corr Reudi Rartk \ 

14 {All Bfockels Hove o Cap of Some Sort Before Then] 

3 Uishonoroble Kills (Toking Out Gvilions) [mmediotely Reduces Yoijr Roting, Effecitvety 

Lowering Your Ronk Progress / 




















































If Standing gets you the Ratlng/Ranks you need, and a high Standing is based on 
getUng more Honor than other characters in your faction, the obvious qirestjon is 
how to gat the most Honor. 

Duefs get you nothing of any sort. Open field PvP is almost worthless, contributing 
only a small amount of Honor over lime. In reality, the higher Ranks are not acces¬ 
sible without entering the Battlegrounds. In these battles, your character gains a high 
sum of Honor for victories while still getting supplemental Honor for the kills that 
naturally take place during the contest. Because Battlegrounds have Reputations (and 
rewards) of their own, the vast majority of focused PvP takes place with in them. 


Knowing that the Battlegrounds are the place to go for Honor, your next step is to 
find a solid team to play with. Sure, PUCtng the BGs (going into the Battlegrounds 
by queueing OH youf own) Is okay here and there. But to get a ton of Honor, start 
forming groups ahead of time. Join a good PvP guild, or just find a number of friends 
who are skilled in PvP and enjoy playing with you. This helps teamwork immensely, 
and leads to victory after victory in many engagemerts 


If Honor and victories are even more important, make sure that your guild has a 
voice chat server of some sort so that they can always be on a voice chat program 
while in the Battlegrounds, it's much faster to hit a key and say "Incoming Ramp'" 
than to type ii- In fact, speaking even allows you to quickly convey "Three incoming 
ramp, a Paladin, a Druid, and a Priest" Get as many people as possible on voice 
chat and get the folks to sj>eak out about important actions in the Battlegrounds. 


With these systems in place, practice and play often. Investing more hours into the 
PvP system is always a way to increase the Honor you are getting each week. A 
couple of hours here and there are easily enough to pull your character up through 
the first few Ranks. As the climb Continues, you need to put in more time. Competi¬ 
tion starts at Rank A, but it is trivial. You only need to be placing s<)mewhere in the 
top few hundred to make consisteiat progress. It isn't until Rank B or 9 that casual 
players in the PvP system start to really push themselves for progress. 



By Rartk 11, even those people. In a good guild that PvPs often start to see real 
challenges. To advance at that stage, your character has to be placii^g in Ibe very 
high Standings every week. And to reach Rank 14, you need to be able to steal that 
top slot on your faction for a couple of weeks in a row. It's possible to hit Rank 14 
by getting in the top three Standing Slots, but you can't afford to see far below the 
leader in Honor, whatever the case. 


Moving through the IVP Ranks takes a few months, even if you devote all of your 
WoW time to PvPing, And, depending on the level of PvP on your server, hitting 
Ranks 12 and beyond may demand ten or more hours of PvP per day. Anyone can 


get through the lower Ranks {and enjoy their rewards). Anyone can eventually gel 
enough Reputation to enjoy the Battleground-specific rewards! And most players can 
even hit the middle-Ofricer Ranks without too much trouble, lust be aware that going 
to Rank 11 and beyond requires major work and dedication to PvP and the game 
itself. Skill can only take you so far; time, lime, and more time are needed in the end- 


For the highest Ranks in the system, many players start to organi^rc themselves even 
between the guilds. Quite a few servers have formed a queue for advancing to the 
highest Ranks. This way, the high-end players enter irtto an agreement to allow 
specific people to get the highest totals. By avoiding competition betv\'een each other 
in this fashion, they dramatically reduce the level of tension in the process and allow 
themselves more free time to do other WoW activities or even logoff (it does hap¬ 
pen). Use the PvP Rankings from the worldofw 3 rcraft.com site to find out who you 
are competing v. ith at the highest tiers. Talk to them and see what can be worked 
out, iKs always worth a tryl 


The answer is probably no, even if you are inaedibly good. Rank 14 is mm obout skill 
(seme players make Rank 14 end slink ot PvP, wiftle others are jast as good 0 $ yon mifiht 
expect frem someone who FvPs coasfanfly). 

The highest PvP levels are entirely about hovlrtg the right group to play with oil the time, 
Imesting o nwssive omoont of gameploy into PvP every week for a few morrlhs or more, 
end In wiitning constonfty. If you PUG, yon won't moke ft. If you con't roll a bunch of 
enemy PUGs, you won't moke it. It you hove a job or social life that fakes you oway from 
tliu game during jiJime PvP houis, it's going to be brufally hord. 

Try out the system ond see whut types of Standing you can moke. If your level of time 
investment can get you into Ihe higher Standings in the 50s bracket, there is 0 real chance 
for you. If not, shoot for 0 Rook that Is reoHsflc and don't stress yourself out about the 
process. The gome is supposed to be fun for you, and PvP certutoly con he. Don't worry 
about things thof you can't chonge; do your best ood grub the lewords ovoiloble to you. 

After olL the Reputorion rewords are rather good by themselves, oiid combined with 0 
decent Ronk they equip 0 chorader quite nicely throughout the levels. 





Diminishing Returns and Wasted Effort 



Of A person's honor decreases by 10% each time you kill them ia 0 Botllground 


o Honor From Kills Does M Mean Very Much rn the long Run 
o Your Sum Total of If onorobJe Kills Does Nothing, Means Nothing, is Worth Nothing 




Further information about Honor is useful for your progress. Many players who are 
new to the system don't believe that the Bonus 1 lonor from the Battlegrounds is the 
key to succe.ss in achieving a higher Rating. Instead, these players try to farm Honor 
from repeatedly killing their enemies. Not only does this make for a less interesting 
and longer match, but it doesn't pay off! Observe the foffowing table. 


j Diminishjng Returns for Repeatedly Kiilmg the Same Person 
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This table shows what happens when you and your groups kill the same person 
repeatedly. The first time a specific enemy character is slairt, they yield their full 
Honor value to you (up to several hundred points). The second kill is reduced to 
75% of the total value, and so on from there. 

Honor gained from kills is purely supplemental for this reason. You can't farm 
targets; you canT gain major Rating from mass slaughter, and so forth. This is even 
more reason not to camp graveyards, not to farm kills in the Battfegrounds, and to 
push for your objectivesi 



Every 24 hours, the diminishing returns system resets, and those who you killed 
yesterday go back to being worth a full value (until you trash them again). This 
system is the main reason why places like Alrerac Valley and opjerr field PvP sites are 
not ultimate honorfests. 














































Rating Decay " 

i 

{ 

I 
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Ywi Character loses 20% of M Acaoetl Mug Evet^ Week 

3 In the Higher Ranks, 2Q% of Yolw fialirtg Leads to Slower ond Slower Progress Because 
This Value fiecomes Grealiv Higher 

lliere is a Safely Net Hiat Prevents You From Losing More than 2,500 Rating Per Week if \ 
You Go Into the negatives (This is usually Half a Rortk) 



Every week, after maintenance, your character has their Rating for the completed 
week compared to their old Rating. If you didn't PvP much at all, it is likely to you 
will lose points from your overall Rating. This can cause you to fall up to half a Rank 
per week. 

If you look at the required Raring values for the Ranks, you can see why the 20% 
Rating penalty per week becomes so fierce. At the lowest part of Rank 13, this means 
that your character needs to gel at least 11,000 Rating Points per week fust to break 
even. That means getting a substantial percentage of the number one character's 
Honor total. The person with the highest Standing only gets 13,000, SO we're not 
talking about a very high margin for slipups. 

There isn't a set total for Rating Given to anyone below first Standing. While the 
number one person gets that lovely 13,000, everyone else receives an amount 
weighted by their percentage of the leader's Honor. So, if you got the number two 
slots and onJy missed by a hair, donT fret! Your character is stili going to gel a sum in 
the high 12,000s (12,920 for example). 

There GaN' Be-* Only One 

Despite atf of the rules fur progression that we just mentioned, there are some excep¬ 
tions. The system is set up to prevent too many characters from being in the higher 
Ranks at the same time. When passing inio the really high Ranks (11 and up), this 
number dwindles to a paltry sum. 

This IS yet another reason why many players work together and form queues for getting 
into the higher Ranks. Once a person has gotten to their desired goal, it is irnpcjiiani for 
them to fall back and make room for other players in their faction. Someone who was 
crai^y enough to camp Rank 14 would be keeping the rest of their faction fronr reach¬ 
ing it. Though rare, mure than one Rank 14 player can exist at one time on a server. 

Thus, get your gear and get outE You can 
certainly still BG and will be happily 
welcomed into yuur old groups. But try 
not to BG so much that you threaten to 
get Into the top 30 Standing positions. 

Thai way, the people who need the high 
Ranks can push you out of the way. 


A Few More Tips 

If you ane trying for those highest Ranks, remember these final words of advice. Fif^t, 

learn to love Warsong. Stomping PUCs in Warsong Gulch offers the best Honor/hour 
in the game. Arathi Basin matches can be even better if you are able to sei?e a 5-0 
victory In five or six minutes, but there are some problems with that. It's not easy 
against any team worth a darn. Ifs also extremely unlikely that such teams will 
queue constantly and let your guild/PvP group obliieratc them. 

Thus, Warsong is the most consistent source for defeatable PUGs. Be nice and 
respectful to the enemies (to keep them queueing and to be a good person). Beyond 

that, remember to bring your appropriate 
PvP gear and trinkets, keep the Stamina 
high, buy Healing Potions and possibly 
Free Action Potions as well if you like to 
run the flag. 

If Ranks are that Imporlant, choose lal- 
ents specifically for the Battleground that 
you plan to camp. Dt^n't worry about PvE 
Talents and survivability If all that you do 
and plan on doing for several months will 
involve Battleground work. Keep an eye 




our for anything that will improve your burst damage or limit enemy capabilities. Stuns 
are great, instant attacks are wonderful loo. Mana efficiency Is less important, consider¬ 
ing that you won't often live for too long once you start casting heavily. 


RULES, EVEN IN WAR 

Another general theme of PvP is the sense of proper conducl that runs through its 
most respected players. There are many people who are going to break Into an ^us 
vs. Ihem^ mentality, and those are the types that often a lot more difficult to work 
with. If you want to play on consisteril, mature, and skilled teams, it usually means 
learning the rules of conduct and sticking to them at all times. 

You might wonder what is fair and what 
is unfair on the field of war. By the terms 
of the game, almost everything is kosher 
in the Battlegrounds; using/spit and 
/rude, slaughtering people rwo seconds 
after they Re^, and being a general jerk 
to friend and enemy alike Is not going 
to get you kicked off the server (unless 
you use language that violates the ToS, 
obviously). 

What those actions may do, however, 
is get you blacklisted from the best PvP 
groups available. That is a very bad 
thing, because the rale of Honor for 
PUGs isn't even dose to what a skilled 
group can rake in. And for the higher 
Ranks, even a single group hitting more 
Honor than you Is going to prevent you 
from moving forward well. 

Thus, whether you believe in being nasty 
to the enemies or not, it's very much to 
your advantage to learn how to behave 
in the way that your server deems appropriate. The specifics of that may vary a fair 
bit, but well still discuss some of the usual problems that come up here; that way, 
you at least know the sides before you have to choose which one to take. 


Graveyard Gamping 




Graveyard Camp is considered a normal tactic on PvP servers. Though frowned 
upon, donT be surprised to see it more since the cross-server Battleground merger 
of 1.12 

In Arathi Basin, never approach the file graveyard for the other side; these are lo¬ 
cated at the northwestern hill for the Alliance and the southeastern hill for the Horde. 
Don't climb the hill, don^t let enemies kite you up there, and just slay away. If the 
other side is outnumLjered and being B~0ed there, just let them stay back if they dgn^t 
want to fight. Keep it painless, take your free victory, and be happy it isn't happening 
to you. Never rub it in. 

in Warsong Gulch, there on time when you want to attack the graveyard. Yup, you 
guessed it; when their flag runner stands in the middle of the graveyard. This Is done 
by turtling teams tO give them the best chance to keep constant healing on their 
carrier. With enough healers, it can be very hard to defeat without a good group of 
crowd controllers (and you just might not have said crowd controllers in your raid). 
When that is the case, hop on every healer that Rezzes and kill em outright until the 
flag runner is dead and the flag is returned. That is the only exception to the rule 
when in Warsong. 



















In Alterac Valley, graveyard camping is built Into the system somewhat, Because the 
teams are forced to capture graveyards, there are ttmes you simply have to clear out 
recent reisers to ensure that it is safe to capture and hold the area. Don't laugh, spit, 
or be a jerk about it. lust kill the targets, get it done, and move on. As long as your 
side isn't mean about the process, the enemies are likely to understand that lt"s just 
something that had to happen. 


Spitting and'Other Emotes 

This problem comes up all the time. Some peopJe really like to/spit on their foes. You 
will see it, and you might see it a lot (depending on your server). Even on some Rl* 
servers, there is a sense that/spit Is an insult to the player and not the character. That 
isnT universal, but It Is a commonly held view. Unless you truly wish to insult an en¬ 
emy and are willing to risk offending even your own team, avoid using the Spit Emote, 

For roleplaying or just having fun, try/shake, /grin, and /roar instead. There are rnany 
cool emotes out there that donT have the same weight as /spit. Also, remember that 
/say and non-standard emotes /em "Other Test" are not viewable by the other side, 
DonT use these to try and convey a message, because they wonT gel across. 


Laughing at other players is another emote that might be taken personally. This won't 
evoke the same response at spitting, and sometimes ft just makes sense fe.g. That 
Paladin just bubbled with the flag, omg /lol). If you do this a lot though, and do care 
about being nice to the other side, try a /hug or a /comfort to go along with il. Let 
people know that you aren't ripping into them, but laughing at the situation. 


Because the system Blizzard uses to 
garble text between the factions is 
consistent, people have figured out how 
to state something that is gibberish to 
their own team and understandable by 
the other side. Please don't use this to 
Insult the other team; if s not funny or 
amusing to many people, and it gets old 
'pretty quickly. 


Text Spamming 

Spamming/say or/yell in the SGs can also get to be a major pain. Don't create 
macros to tap and fill people's textbars. This annoys folks on both sides of the fight, 
and it isn't going to win you terribly many friends. If you have specific messages for 
your team, keep it in /raid or/party chat. 

If you are roleplaying and have a 
battlecry or something similar, use it 
sparingly. There is nothing wrong with 
doing this; try to keep the message short, 
and only use it from time to time. There 
is a big difference between spam mi rig 
something to be a pain and doing some 
roleplaying (most characters on both 
sides will recognize this). 




Item Use —^ 

This is an issue that is brought up from time-toTime; people complain about the 
use or over-use of items in the Battlegrounds, People with more money are going to 
drink a great number of polion,s, including 1 fealing/Mana Potions, attribute-enhanc¬ 
ing ones, and even Flasks in truly extreme cases, free Action and Swiftness Potions 
are used commonly, and quite a few Engine?erifig pieces loo. 


Thure is nothing wrong with this; the rules of the game and even the rules of decency 
say nothing about avoiding money use for the BGs. You can choose not to use these 
items, and that is fine loo, but there is no way that both sides are going to enter Into 


an agreement to abstain from all of 
their toys. Indeed, some players get 
the most joy out of using Mind Control 
Caps, Rocket Boots, and a way array 
;Of Trinkets. 

Get used to Purging/Dispelling when 
you see heavy item users on the field; for 
a slight use of mana, you get to rip ef¬ 
fects right off of these characters, wasting 
money arid cooldowns in the process! 





Bracket Gamping/Twinkjng 

Each bracket starts at xO and goes up 
to x9 (except for Ihe capped bracket, 
for players of the highest level). Thus, 
the first bracket is 10-1 ft, then 20-29, 
and so forth. For brackets fike the lO-fft 
and 50-59, it is extremely common to 
find bracket campers; those who are 
staying at the highest level of the BGs 
and avoiding experience. These are folks 
who are trying to get either more honor 
in a somewhat easier bracket, or they are 
speciftcally Twinking to get an edge over 
Others in PvP (this is most often the case 
with level 19 characters). 


The issue itself becomes rather complex. 
There is nothing in the game rules 
that says a person lo level up, and 
twinking is not an avoidable thing either. 
Blizzard is likely to,limit some of the 
potential for twinkers in the future; it has 
been stated that high-tier Enchantments 
are going to be limited to higher-level 
characters at some point in the future. 
This will relieve some of the pressure on 
the earlier brackets. 


Okay, so what does twinking look like? Expect a certain type of level 19 player to 
have almost all Rare equipment (AH purchased), be wielding high DPS weaponry, 
and be using Enchantments that are very expensive. Life Stealing is one of the most 
brutaf Enchanlmerrts for this tier of Battlegrounds. Rogues are one of the most com¬ 
mon twink classes because their DPS is already quite capable in the high teens, 
while Warriors don't have enough of their abilities, and casters can only do so much 
to twink their characters. 


Twinking does have a vague wrongness. There isn't anything against the rules here, 
but non-twinks in the lower brackets have no chance against you. A level 10-15 
character can be one-shoued by a twink. Even level 19 characters are doomed 
against a dual-Lifesteal Rogue. Play how you want, and have a good lime, but realize 
that people don't fike to be splattered without even a fighting chance. Not everyone 
has a level 60 character already for easy funds, and not everyone is willing to play 
the Auction House for hours trying to make smooth deals. Thus, not everyone can 
twink their characters. iLs not a fair fight 

A bracket camper, on the other hand, has no specific gear. They may be wonderfully 
equipped or poorfy equipped. These characters are simply put in the Battlegrounds 
to reach a certain objective before moving on. Some bracket campers are really cool 
folks who just have PvP goals to reach. Others are trying to keep an edge in PvP as 
long as possible. On some servers there is antagonism between capped players and 
those one level below them. You can reach Rank 13 at level 59, meaning that most 
of the PvP journey can be spent without leveling to 60. It's easier to find and roll 
PUGs in the 50s (where equipment is lower, the levels are obviously varied, and 
more fresh blood moves through). 

There is no clear cut right and wrong here. The best way to avoid drama and dif¬ 
ficulty is to keep a gootl attitude, play with friends, and avoid the folks on both sides 
of the issue if they start to get nasty. Whether you bracket camp or not, keep a clean 
smile, fight a fair fight, and most PvPers will like you. Those who don't can take a 
kind leap off the side of the L umber Mill. 


STRATEGY AND TACTICS 


Time to gel new players started with a few general tips. We'il get into BG-spectfic 
tips farther down, but the ideas here are useful almost anywhere. 


Communication is Essential 


This canft be stressed enough. The only 
way to way consistently against good 
teams is to have effective communication 
with the rest of your allies. The Battle¬ 
grounds aren't about killing; they are 
focused on goals: running a flag, captur¬ 
ing resource locaiions, and pushing up 
the field tovvard the enemy's base. These 
are not done v/eli without a.ptan. 























Whether you are using text or voice chat, effective communication take.^ a fair bit of 
practice. Don't give people more or less information than they need. Warn defenders 
about incoming targets and their numbers. 

Call for attackers to fomi at a specific sire, 
and let them know when to hit. 

If you aren't the leader of a raid, listen 
closely to what is being said, then 
contribute information that would be 
valuable to the leader. State when you 
see defenders moving about, notify is 
sites are light on defense or heavy, and 
so forth. 

Learn to gel this in formal ion across ef 
ficiemly. Instead of saying/typing "There are five people coming toward out ramp," 
try "inc ramp 5." Lingo is used heavily in all of the BGs. Expect everything possible 
to be abbreviated when text is used, and even over voice some of this sticks. 



Examples of 
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The more specific your information, the more powerful it becomes. Do everything 
possible to learn the lingo of your server and master it. Then, practice conveying in¬ 
formation during downtime or even minor breaks within combat. If you get Stunned 
for four seconds, then type "FC Balcony" [enemy flag carrier is on the balcony). If 
you get Sapped by a defensive point, type "LM!" hit enter, then "Sapped, flag in 
trouble!" (the first line means Lumber MiM, then they get the next line. I'm crowd 
controlled and the flag is being captured). 

Don't leave Caps Lock on, don't curse, and never yell at your teammates. This is 
asking for a loss. The last thing that you want to do is Sow discord within the ranks of 
your buddies. If a game is already going poorly, any drama is going to make things 
a lol worse. Winning teams are much better able to roil with the punches than those 
teams that have already gotten beaten up a few times. Try to keep an upbeat attitude 
about It all, and spread that to others when you can. Ignore the naysayers and fools 
who are fast to decry every player and pitfall that appears. 


Not A'Soloers Paradise 

Solo players are the bane of the Battlegrounds, even when they are effective killers. 
Cooperation allows for a synergistic increase to a raid's firepower. Thus, soloers are 
taking away from the group's potential even if they play their classes well. 



Picture a scenario where one team has six people crossing the field in Warsong 
Gulchj they are grouped tightly together, their healers are ready to heal, their DPSers 
are set to target with a main assist on their leader, and so forth. The other side Is 
crossing the field with seven characters, but they are strung out across the landscape. 
The first group hits them in pockets, facing two or three each time. When that hap¬ 
pens, their crowd controllers keep all but the priime target Slunnet! or otherwise out 

of commission and the rest of the group 
obliterates the primary foe. This takes 
almost no time or mana, and the healers 
quickly restore the health of anyone who 
gets hurt. 


The first group is very likely to reach the 

Other ?;ide of the field without a single 
casualty, even though they were out¬ 
numbered at the beginning of the run. 
This Is because the other group didn't 
focus fire, didn't stay together, didn't 
have a chance to heal, and so forth. 


This event isn't theoretical. It happens, 
and it happens a lot. Stay grouped, stay 
together on offense and defense, and 
support your buddies. Attack the targets 
that they are already attacking, and 
do all that you can to heal and protect 
those allies who are being beaten upon. 
Attacking everything at once doesn't 
work in PvE, so why should it fare any 
better here? 





PvP kills are most easily gained by burst damage. Take a look at Fury and Arms War¬ 
riors to see a great example of this; the Fury Warriors deal more damage over time, 
so they should be awesome at PvP, right? It's true that they are still good, but Anns 
Warriors are able lo front load a ton of their damage. Charge, hit. Hamstring, hit. 
Mortal Strike, and walch the opponent's 
squirm as they try to respond. They just 
took a boatload of damage; even if they 

get some distance, ihey have a lot of 

health to make up, and that Arms War¬ 
rior is happily enjoying his cooldowns 
for another big swing. Fury Warriors, 
who often use faster attacks, are forced 
to stick to enemies to maximize their 
DPS, and that just isn't possible in PvP. 

The reason bursts are easier to main¬ 
tain is that PvP combat is filled with 
Stuns, Snares, Roots, fast mc?vement 
by opponents, some lag, and many 
other problems to gel in the way of fast 
attacks. This encourages big hits rather 
than many hits. 


Don't make solo runs for flags/goals unless you see a massive lapse in the enemy's 
defense. Even then, let people know what you are doing and why you are doing It, 
''They just ditched the Stables entirely. I'm NJing it." 

Use your minimap to coordinate groupwork. Hit Shift + M to bring up the extra map 
and move toward your buddies if you are separated from them. There is no excuse 
for not knowing where people are! 


PvPlQI 


IL'QcajiQn^ 


Too many players underestimate the value of light but solid defense. Having too 
many players near a flag is a waste of resources that can spell for a long game or 
even a loss. Indeed, you need to have a trim but effective defense at all times. 


Arathi Basin is the best example of a Battleground where this is true at all limes; 
there are five points to defend (if you are lucky), and only up to 15 players on each 
side. There must be a single person at all owned sites at all limes. Even if you think 
that a site is completely safe, it's amazingly important to have a set of eye there, 
watching for stealthers and people who might be hidden In the terrain. Enemies are 
always hoping to find an undefended site; never give it to them! 


During fierce contests you are going to need more than a single defender. A lone 
person won't slow anyone down. If they are immediately CCed through Sap or 
Polymorph there is plenty of time lo capture the flag. If the enemies are being smart, 
a pair of defenders is well more than twice as powerful. It'.s much harder for the 
enemies to crowd control two people at once without making an obvious move 
toward the site. Beyond that, a direct attack requires that both characters die before 
ihe flag is captured. This leaves a window for the first character lo Rex and return lo 
the fight! If you are really lucky, the second person will die and do the same, allow¬ 
ing a duo to sometimes face four or five people and win in the long run. 


All of that said, avoid the turtle in most circumstances. If you place six or seven 
people at a single point, there enemies are going to figure out a way to beat you. 
Turtling on defense stows games, hurts everyone's Honor, and leads to way too 
many defeats. Turtling is only useful for buying lime (so it's a nice way lo stall after 
a few people/afk or leave the BC because another one popped). Turtle to wait for 
reinforcements, then start the offense again. 


To defeat a turtle, use crowd control. Psychic Scream, Howl of Terror, Frost Nova, 
Frost Traps, and other such abilities make it very hard for a larger force lo bring its 
DPS to bear. This makes it quite possible to jump in, steal a flag, and head out again 
This is most prominent in Warsong Gulch. For the other BGs, where there are more 
targets, the enemies are likely to just avoid your turtle and take everything else on 
the field. 


Burst Damage 


Even better is that big hits scare people. 
When they lose a third of their health 
in a moment or two, it's harder for the 
victim to concentrate on doing damage 
in return. It's also harder for thcir healers 






































to respond; laying heavy damage on one target makes it possible to kill the person 
even when they have a whole team ready to try and save them. Two or three bersi 
cfamage types working in concert can kili a ffag carrier before a single heal lands! 


Good burst abifities/ec|uipment inciudes Mortal Strike, Aimed Shot, two-handed 
weapons, Pyrciblast, Soul Fire, and Ambush. Anything with high cost or high charge 
times is likely to be furr in PvP. These lend themselves toward sudden strikes from 
behind, SteaUh, out of sight, and so forth. Even classes without any ability to hide 
can surprise foes in PvP. A Warrior hiding inside of a bush might not be seen as an 
enemy rushes toward the Farm in Aratht Basin. This allows the Warrior to start with 
a Charge, from behind, getting them quite a bit of Rage and some damage before the 
victim even responds. 



Using AND'Knowing the Terrain 


The map is not the terrain! Get your 
character into a wide range of PvP 
activities, and you will soon start to 
see opportunities that were not initialiy 
available. There are many ways to get 
into various locations, and finding places 
to hide for .surprise attacks is artiazingly 
easy. Though some classes can Track 
and figure out where you are, only 
Hunters are especially good at doing this 
under a variety of circumstances. For 
almost every other target, the terrain is 
your friend! 

Look for bushes, small buildings, tiny 
corners to bide in, and balconies to jump 
down from. These positions are all over 
the place, in world PvP and in the Battle¬ 
grounds, DonT fight foolishly when you 
have a choice; stan from range, observe 
your enemies, stay hidden and wail for 
your team to arrive, and only get dose to 
loes when you are a melee class. 


A few classes have ways to observe the battlefield even while tucked away in safe 
locations (e.g. Warlocks, Hunters, Priests, Shaman). Lise your class' abilities to look 
around an area when you are out of sight. If enemies come close, surprise them after 
informing your team where they are and how many there are. If you can scout at 
really Fong range, report on enemy force activity when there isn't direct fighting in 
your area; this aJfows defenders to accomplish several goals at the same time! 


HEALEI«"«**e**^*' 




Healers are the blessing and bane of PvP, depending on whether they are on your 
side or the enemy's. Be prepared for healing classes to save important targets time 
and time again. This is why your team has to murder healers first, always. 

it's not nice, but slaughtering healers is a face of PvP, Druids and Priests are first on 
the chopping block; they are squishy and concerted assault. Allow the ones that are 
in animal or Shadow form to iive while 
other healers die, but switch back as 
soon as they revert to Caster Form or 
noO’Shadow Form. Then, take down the 
Shamans/Paladins on the other team^ 

These targets take longer, but they canT 
heal as well either, especially once the 
aggro turns their way. 

One trick for defeating good healers 
(the ones that are healing frequently and 
seem to be very effective at it) is to crowd 
control them over tong periods. Let your 
team know that this is the plan so that 
others don't break the control early. For 
example, say there is a highdevel Priest 
that is always buffing and healing their 
team. Instead of killing her, which would 
only delay the character for a portion of 
a minute, dedicate a Mage to Polymorph 
her for as long as possible. Poly, cast a 
fevi'^ spells on other people, Pofy her again 
wfien she breaks, repeat. Not only doe.s 
this keep the person out of combat for as long as possible, it frustrates them to no end. 
ILs not fun to be chain crowd controlled. And though it's mean to say this, you don't 
want the best healers on the other team to have too much fun. 


If you are one of the aforementioned healers, remember to stay out of sight as often 
as possible. Use terrain, obstacles that don't break line of sight for your spells, build¬ 
ings, and other characters to hide yourself. Don't charge in with the main group; let 
other players engage and get the attention of foes before you enter casting range. 

If the other team isn't highly skilled, they aren't as likely to look past the Warriors, 
Hunters, and other obvious attackers that are jurnpiug onto ihern. If they do not 
notice you, use disruptive abilities to delay the enemies while your DPSers beat on 
them (Psychic Scream, Fartbbind Totem, Entangling Roots, and such). 

Disruption 

Crowd control is about as important 
as healing for the Battlegrounds (and 
sometimes IPs even more valuable to 
a team). Use your class' crowd control 
abilities as often as possible. Your goal 
out in the field isn't to kill as many foes 
as possible, except in very odd cases, 
indeed, you are there to capture a flag, 
hold terrain, etc. Killing isn't neetfod for 
that, but disruption is. 



I Crowd Control and Disruption Abilities 
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Power-Ups-IN m-iE Battlegrounds 

Be on the lookout for areas where special power-ups .spawn in the Battlegrounds. 
These items are fairly useful, and their proper use certainly helps to win games for 
the side that dominates them. 

In A rath i Basin, all of these power-ups spawn near the resource nodes. Look in the 
mine cart about the Cold Mines, inside the house at the farm, in the center of the 
mill at the Lumber Mill, and just inside the Stables. These power-ups rotate between 
all three types of effects. The respawn rate for the Gold Mine power-ups seems to be 
faster than the others. 

In Warsong Gulch there are also several power-up locatiorfs. Inside the main tunnel 
for each base is a cubby area where a Speed power-up spawns. Use I his for getting 
out of the base when capturing a flag; if you are a defender of the base, make sure to 
get this whenever possible to prevent attackers from snagging it. 

There are also outdoor buildings in 
Warsong Gulch, in the southwestern 
part of the field and ir> the northeast 
there are Berserking power-ups; these 
are especially useful for taking out the 
early rush of people who are crossing 
the field toward your base. Then, smaller 
buildings on the southeast and northwest 
tiave Restoration power-ups. 


Battleground Power-Ups 
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The Steaether Conundrum 



It's never easy lo stay on defense when 
you know that steahhers could be lining 
up their best attacks against you. There 
are quite a few abilities that deal with 
this problem, and many people don't 
know about at first. The Hunter ability^ 
Flare, is obviously intended to reveal 
Stealthers. But, anything that deals dam' 
age in an area-of-effect is useful as well. 
When stealther activity is suspected, use 
the abilities to keep Stealthers at bay 
or to actively break them out of Stealth 
Mode. 



I Thought<»That Ability Was Useless 

Abilities function so different in PvP than 
they do in l*vE. Some of the things that 
are very useful normally become worth¬ 
less (e.g. anything relating to Threat). On 
the flipside, a number of abilities that 
are rarely bothered with becorne quite 
potent. Such as the scouting abilities like 
Eagle Eye. 

Play around with all of your class' abili¬ 
ties in PvP to see how they function. You 
might be surprised what combinations 
become available. 

loc^'HoNs roicP’vP 

There are different locations for PvP, with varying rewards and strategies. Though 
it wouid take a full book of its own to go into the massive love! of detail for higher- 
level Ware raft PvP, this offers a brief overview of what can be done. 




Standofd Rewaids: Nothing Tangible 

Hoiiot; None 


DUELl 


Duuiing can be engaged with members of either faction, though it will flag your 
character for combat if you duel a person of the opposing faction when they are 
flagged (or if they flag during the fight). 

This form of battle does not cause the death of either character, no Honor is 
awarded, but otherwise this fight occurs like a normal 1-on-l. Nobody can interfere 
with the encounter, and if either side runs loo far from the duel flag that appears the 
battle will end (resulting in a loss for the fleeing person). 


Losses and victories are not recorded in any way^ so these have no effect on your 
character at all Duels are done to pass the lime, have fun, and test out techniques. 
Note that these have very little bearing on true PvP because the [battlegrounds are for 
group’on-’group fighting. The best duelist in the world still needs solid communica¬ 
tion skills to accomplish anything worthwhile in BG PvP. 

Remember to establish "rules'' before going into a duel If you get deeply upset when 
other people blow timers, use potions, etc., then let that be known well before the 
figiit starts. Otherwise, everything goes. 

To maximize your successes in duels, come up with a plan ahead of time. Use burst 
damage, kiting, or outright attrition, and stick with your theme. If you are going for 
burst d^nmage, don't waste anything on drawing the fight out. If you are kiting, learn 
how far you can run, keep your enemy Snaredl/Kooted, and so forth. For attrition 
combai, slap down the DOTs and keep your foe controlled or at range as much as 
possible. 


WORLD pyp 
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3 Standard Eewaids: Just Hwigj GooUil! Enemy Fo(t]oniiead»s, 

Sow tahy, last Fight 

Requifeinents: Kotte 


World PvP consists mostly of rolling PvP encounters (small fights on PvP servers) 
and raids on towns or cities. The smaller encounters behave somewhat like duels, 
but often start with one side at a great disadvantage. Instead of having people face 
off against each other, one side Is usually taken by surprise due to Stealth, terrain, 
already being engaged, etc. 

To reduce the problem of being rolled in world PvP, watch your back while fighting 
various monsters, stay in a group for questing, and don't let your health stay fow for 
very long, even if it means using bandages more often. Treat every minute as if It 
could be your last, and assume that there is always a Steal the r nearby. Even when 
there isn't, it's always possible that a few people could come over the hill at any 
moment. 

Going after towns and cities is more direct, and it requires quite a few more people. 
Get a group, or preferably a raid, together. If you only have five to ten people, head 
to a smaller place, like Astranaar or Hammerfall. The distant locates of these places 
prevent massive numbers of people from arriving quickly to counter you; instead, a 
moderate assortment of levels and classes should be there or soon arrive. Tbis makes 
for a somewhat fair fight. 

If your raid has 30 or more people, try for a major location, and keep trying to rally 
more and more people from your side to join in. Take on one of the major cities 
from the Other faction, and keep the pressure going. During primetime hours, it's 
nearly impossible to kill an enemy faction's leaders (the leader of each city). But 
during off-hours, it is possible to kill these tough targets if your raid uses skill and 

speed to clear their way through the city. 

When defending against these attacks, remember that time is on your side. It is easier 

to get reinforcements for your forces than it is for their group, and Rei'zing is also 

easier for the defenders, who often have many places and people to hide and protect 
them. Because of this, it is easier to make the enemy forces pay dearly for every inch, 
even if it means that your character is doomed. Use AoE death runs to soften targe 
groups of attackers. Be sure to spam Snare abilities when enemies try to rush through 
an area; don't let ihem bypass guards, NPCs, and other hindrances! Snare, Fear, 
Da^e, and do whatever you can to keep the NPCs boating on your targets for as long 
as possible. 

Because of diminishing returns, you can't get a lot of Honor from world PvP even if 
you kill a fair number of people per day. This is a very fun form of combat, and it is 
purely based on the fighting (instead of on capturing terrain or flags). Bui, you won't 
reach the higher PvP ranks by doing things this way. 
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Standard Rewords; A Trink&f, Rare 
Equipment {Rings, Bow, Staff, Sword, 
Dogger, Neckke), Epic Bracer, Epic 
leggings 

^ Honor: VejyJHigh 


3 Goal: Capture tire Enenry's Flag 
Tliree Times 

^ RequireETents: Five People per 
Teom Minimum 


flag. Normally, you want your smallest group to be on pure defense. Then, use mosi 
of the raid for attack if the enemy is turlling or split your forces between flag running 
and midfield if the enemy is being more aggressive. 

The only graveyards in Warsong Gulch are just to the right as a defender walks out 
of their base. These are up on hills to prevent enemies from easily getting to them 
for ganking, but foes can come into the bases by the main tunnels and leave up top 
to enter the graveyards (or they can take the ramps on the left side of the base and 
move over to the graveyards from there). 

Flag carriers receive massive attention and often need at least one dedicated healer; 
sometimes three won't be enough. Keep shields and healing spells coming while 
other characters slow the attackers to keep them away from the carrier. It is essential 
that one escorting person slays near the carrier at all times, to pick up the flag If the 
carrier is slain. Doing this, your side can pass off the enemy's flag multiple times on 
the way home, with Re^^^ers returning to help with the run as quickly as possibEe, 

For defenders, the goal is to right click on a flag when it drops. Once you see that a 
carrier is going to collapse, position the cursor above Eheir heads and start to right- 
click rapidly. This raises the chance that your character will return the flag if it falls. 

Remember that everyone e)icepl the flag carrier can still use n>ounis in the 40+ brack¬ 
ets. Thus, people on both sides can move rapidly into position. For these more intense 
brackets, tougher carriers are sometimes required. During earlier brackets, when speed 
is a greater factor, softer classes have an edge (Mages can Blink, Druids with Travel 
Form destroy the SOs bracket. Shamans with Ghost Wolf are always nice, etc.). 


Warsong Gulch is the first Battleground that most young PvPers will encounter. From 
level ten forward, this &G is available, and it only takes five people queued from 
each side to open the Gulch. 

There are two bases, the Alliance one in the north, and a Horde one in the south. 
Between them is an open field that is wide enough to allow for groups to pass each 
Other without spotting the movement of their foes. 

The goal is to reach the enemy base, right click on their flag to capture it, then return and 
place their flag on top of yours (by walking over it). If the enemies take your flag in the 
meanwhile, you won't be able to score. Flag carriers drop the flags if they are made immune 
to damage, rnouni, or right click on the flag icon, on tlie upper-right side of their screen. 

The key is to figure out exactly how many people you need on defense, how many 
should stay in midfield to thwart enemy actions, and how many should go after the 


DonT try to defend from the flag room most of the time. Though ifls nice to have one 
person who stays very close to the flag (primarily to call out the direction of enemy 
flag runners as they flee), ifls best to hit enemy forces before they reach the flag room. 
Think about this; hitting an enemy force ahead of time means that some of your slain 
defenders get to respawn and hit the force again before they reach the flag. Attackers 
have to travel across the entire field, to this attrition favors the defending team! If you 
hole up in the flag room, the other team has a chance of being all the way outside the 
base by the time your fallen members respawn. There is no advantage to thatE 

When attacking, stay as tightly grouped as possible. KEew players have a strong 
tendency to fragment and string their way into the enemy base. Defenders aren't 
going to be like that (most of the lime); they are going to be sticking together. That 
gives them the opportunity to bum rush your lone attackers, eat them alive, and be 
at full health for the new loner. Don't let three, grouped defenders beat six, soloing 
attackers by falling for this. 
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For a confident team, a \/ery aggressive front is quite lucrative for fasi matches and 
high honor iVobody is going to get the most out of these events by having both sides 
turtles, SO it is importar^t to get a strong offense going. To do that, form ihe groups so 
that only one or iwo people are planning to stay behind in Ihe base. As a risky gam¬ 
bit, you can even have these people come out to midfield to assist in the fighting. 

Remember that defending your flag is not about keeping the enemies from touching 
it; it is about preventing enemies from getting back to their base with your flag. Thus, 
it's very useful to dominate midfield and destroy enemy flag carriers as they come 
out of the base, Non-steafthers have a hard time making it in at all when people do 
this, and stealthers are not at their best when carrying flags across a heavy midfield. 


Be ready to stop carriers who are using maximum speed! That is the best counter to this 
heavy offense/midfield technique. A single Rogue or Druid can easily get your flag, and 
they might have the ability to go across the field at very high speed. This demands a mid- 
field team that cooperates well, communicates immediately, and knows have to stop^^slow 
flag runners. 


Also expect to deal with Sprint Potions, Free Action Potions,'and other toys. Dedicated runners 
blow these all the time, especially on older servers. For those targets, be certain to come at 
them with many types of delaying lechniques. If the roots/snares won't work, try to polymorph 
and wait out the potioiVhuff that is helping the runner. This also gives you midfield team more 
time to get other there [you always want to have a few people beating on runners). 


An entireiy different technique is to wear enemies down emotionally with a heavy 
turtle. This is not the way to win outright! Rather, it is a method that diminishes a 
powerful enemy team's ability' to work together. It is often considered dishonorable, 
but is very effective arid needs to be discussed. 

You realize that you are.Fac!f\g:an enemy team that is extremely good. They might 
be as good as your people; they nnighi even be a good better. However, you still 
have folks who are willing to work together. So, to buy time and frustrate your foes, 
you order everyone except a ione stealther onto defense. You them proceed to trash 
wave after wave of foes until the enemies lose their cohesion. At that time you shift 
your force into a more aggressive stance and push to the other side of the field. 


During this, your siealther keeps the other team honest. If they try to rush with all or 
almost all of their people, the stealther should grab the enemy flag and tity to care¬ 


fully move home. Avoid the center of midfield in this case, and choose a side to slay 
along. Scoring under these circumstances can happen! The best timing is to start a 
flag run just as a big fight is approaching at the home base. That way, your stealther 
can get the flag and be on the way home before a number of the enemies respawn. 

Turtling shoidd not be a choice that people take under normal circumstances. It's 
slower than a more aggressive stance, and that means fewer points of honor. This is a 
last resort, and should be reserved for tougher fights. 


3 Standard Rewords: A Trinket, Rare 
Equipment [Boots, Leggings), Epic 
Equipment [Dagger, Gonk, Shoulders) 

^ Honor: Hrgk 


3 Gool: Reocli 2,000 Resource PoiEits 
Befwe Your Enemy By Capturing 
Locations 

3 Requirements; Eight People per Teem 
Mintniur!i 


Arathi Basin is really in a class of ils own; this Battleground is a race with a dynamic 
timelimit. Unlike the other Battlegrounds, both sides are in a rush to reach a goal 
that Wfill occur sooner or later. You will never see a one-hour Arathi Basin, because 
somebody is going to hit 2000 point sooner or later, these matches last from 6 to 40 
minutes, and are most often arour>d 25 for a complete match. 


ARATHLBASIN 

























There are five resource nodes (Farm, Cold Mine, B(ack$mith, Lufnber Mill, and 
StabJes). Each generates resources for the team that controls them. If one team holds 
three and the other holds two, the leading team wi ll gain 50% more points over 
time. With a 4TO“l Jead, the winning team gets points at quadruple the speed. And 
with a 5-0 occurring, points come in at an amazing rate, finishing the match at a 
very early point. 

So, your team wants to get as many sites as they can comfortabiy hold. [Ps no good 
to rush for all five sites and lose your battles at four of them, so there is a great deal 
of strategy and tactical work in figuring out what to hit. [nitially, the Alliance gel.s the 
Stables while the Horde gets the Farm. The bulk of the forces for both sides rush on 
to contest the three other sites while a minimal defense guards the "'safe" areas while 
they convert. 

After righl-dicking on a flag, it takes one minute for the site to become yours. While 
contested, it only takes the other team a few seconds to right click and defend the 
flag [or, in the case that nobody hold the site beforehand, the site becomes contested 
in their favor). If the other team previously possessed the site, they can score a De¬ 
fense; this instantly puls the site back in their possession. 

Once a site is under control, resources begin to flow from it. !n addition, the Spirit 
Healer at that location becomes Eictive for the controlling side. This makes it easier 
to defend the area. Contested sites have no active Spirit HeaJer for either side; ihis is 
why it is very important for attackers to hit the flag early. You don't want a stream of 
ceinforcements to appear every 30 seconds! 

Use shorthand to let people know about the sites {Farm for the Farm, Mine for the 
Gold Mine, IM for the Lumber Mill, Stab for Stables, and BS for the Blacksmith^. 

Keep everyone abreast of enemy moverr^enis; from good vantage points like the 
Lumber Mill, your people can sec a huge portion of the map, 

because it takes several seconds to use the flags, it is quite possible to interrupt at¬ 
tackers. Use instant abiliiies to deal damage and knock them off of the flag. If they 
don't turn to fight you, continue lo deal damage to thwart their efforts. If several 
people pile onto a flag, drop totems, use any AoEs you have, try group Fear abilitiES, 
and so forth. 

Defenders should try to fight near the flags whenever possible. Even if drawn off, by 
a Hunter, you must keep your eyes on the flag al alt times. When son>eonc jumps 
onto it, be ready to hurry back and shoot them, hit thern, or do whatever you can. 

As an attacker, if s wise to draw people off as often as you can, tf there are too many 
defenders to defeat, send one person ahead of the group to annoy and flee from the 
defenders; if they are stupid enough to chase the lone attacker, move in with others 
and take the site. This works more often than you might think. 

Try not to let your sites gel divided. Holding the Slables, Blacksmith, and Farm puls 
you in the lead. But, it also presents a daunting fight, because your forces are strung 
out across the map. When you can, try to hold territory that supports other nodes, 
Keeping the LM and Farm in the south, and taking the BS means that you have a 
triangle of defense that is extremely hard to break. From the BS, your people can see 
attack forces coming to either side, so your defenders always know whai is being hit 
and can quickly rush to intercept a large group. 

Low DP5 classes have much more value in Arathi Basin than they do in many other 
PvP situatior«. As a defender in the Basin, your job is not to kill enemies. Ifs true! 
Your job is to slow enemies down fpr long Knough that reinforcements respawn or 
arrive from other points. Thus, you don't need to kill to be a great defender. 

Paladins, Druids in Bear Form, Priests, Protection Warriors, and other survivors have 
a great place in the Basin. Use their abilities to heal, slow, disrupt, and antagonize 
enemies. Paladins are so good at this that they have quite a reputation for annoy¬ 
ance; take damage while defending the flag, bubble, heal, drop bubble and attack 
anyone who got on the flag. For Druids, stay away from the flag, use Moonfire at 
range to disrupt capturing attackers, then switch to Travel Form and flee if too many 
people come after you. Even if the enemies are much higher in level, repeating this is 
wonderful Iy successfu I, 

The best attackers are classes that have long-duration crowd control or high burst 
damage. Kogues and Mages have an especialiy good time Sap/Polymorphing targets 
and capturing the flags when there are solo defenders. For groups of attackers, lay 
on the DPS while focusing on enemy healers first. Once your group outnumbers the 
defenders, have one person try to ninja the flag (by grabbing it during the fighting). 

If the defenders don't see this, you win. If you do, it disrupts their current battleplan 
because someone needs to break off and stop the capture. 

Overseeing THc Basin 

There are two major schools of thought on the leadership of Arathi Basin forces. 

For dettfrng with groups of people who are not as experienced in the game, one 
technique is to assign groups very dearly and encourage people to stick with their 
group the entire battle, A group is assigned for fuii attack work, another two groups 
for defense, then you have a floater group that defends sites if a third or fourth site is 
gained or joins the attackers if the team is behind. 

The upside of a rigid team structure is that it gives inexperienced pfayers the ability 
to follow veterans more closely and learn from them. Most of the strategy is dean, 
and obvious, and that helps to avoid confusion. 


The downside of this pattern is that it facks the strength and flexibility displayed by a 
team of full floaters! Such a team follows the other school of thought, that each force 
of 15 can be used fluidly. Those attackers require Immense communtcation because 
ihey choose the ideal number of defenders for each site, at a given moment. As more 
people are needed for attack or specific defense, individual players call out that they 
will shift into that task. 

For example, a fluid team leaves a single person at the farm early in the match while 
a heavy force hits the mill, BS, arrd mine All three are taken, but the enemies swing 
around and are about to hit the farm with a few troops. The lone farm defender calls 
for help "Inc Farm 3," and two characters respond that they are going to the farm to 
assist. 

Though this model has immense potential, it requires wonderful players who are 
used to working together. Quite PvPei^ make it difficult to determine where the force 
is needed, and a lack of discipline undermines the benefits that flexibility provides. 


AL TERAC VALLEY 
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Stondotd Rewords: Improvied Ammo, 
HfFnd Quiver/Ammo Pooch, Epic 
Equipment (Rtng^, 2H iWace, ShioW, 
Doflflet, OffHond Items, 




Honor: low 




Goof: Defect tlie Enemy's Commander 

Requirements: Fifteen People per 
[earn Minimum 
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Alierac Valley isn't available until the higher levels are reached. From level 50 on¬ 
ward, this is the Battleground that tests and defies many players. Up to 40 characters 
can enter Alterac Valley at the same time (per team), meaning that leadership is 
extremely difficult here. It's unusual to have everyone know each other and accept 
commands perfectly. 

The goal is to push to (he other team's base. The Alliance holds the northern keep, 
and the Horde leader is in the south. Killing the commander for the other team 
instantly ends the battle, but there is a lot to do atortg the way. There are resources 
to gather (mines are taken from NPC enemies to harvest for ground troops. Wolves 
and Rams are used (o create cavalry, and Wing Co mm a riders arc rescued to summon 
aerial forces). Beyond that, Armor Scraps are taken from bodies and given to the 
Blacksmiths at your learTTs base to upgrade NPC armor. Bfood is taken from bodies 
as well, and this is given to the summoner NPC at your team"s base for calling a 
massive, elite creature later in the battle. 

Thus, everything has a use in Akerac Valley. The rank and tile characters are going 
lo fight over graveyards, which are taken to keep the focus of the battle in different 
ar^as. Defenders work to hamper enemy forces, and can accomplish a great deal 
with AoE death runs, especially in the base defense (where elite NPCs are there to 
assist). 

Along the way nortlVsouth, your team tries to take out enemy sub-bosses and loca¬ 
tions. This not only reduces the attack force of your enemy (by removing their buffs); 
it also increases Honor of your side and adds additional Elite NPCs to guard your 
own leader. 

There are quests for Alierac Valley that are given by the NPCs at the formal entrance 
to thft zone (in the Alterac Mountains), md there are additional quests given by NPC 
inside the Battleground- Try to complete these as you go, and donT worry about 
finishing each on your first run through the Battleground, Try to get one or two done 
each time; the first one that is really irnporiant is the quest to clear the caves by your 
main base. This is a quest for either side, and the result is that you get an item to port 
back to your main base (very useful in Akerac Valley). 
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Alterac Valley Legend 


Tty to have jest a few, assigned people foot the bodies. This helps to keep the teams 
from having everyone run back every 30-40 minules. Beyond that, the rewards are 
shared evenly, so there is no reason to have everyone waste their time looting. 

AoEs are the king of Alterac Valley, on offense and defense. Mages and Warlocks 
especially are able to blast through massive groups of people who are trying to 
hold an area. Use these death rushes initially to soften a force, then hit them with 
standard DPS to finish the task. When taking flags or holding flags, keep the AoEs 
pounding on everyone to prevent them from having the opportunity to stay out of 
combat, touch flags, and so forth. The side that has fewer AoE characters is forced to 
be extremely aggressive when taking areas {if they can't take something quickly, the 
superior AoE forces of their enemy are likely to settle in and defend for a long time). 

Beating thp Valley 

Even with the reduction in NPCs on the field (done in previous patches), defenders 
are still able to hold areas quite brutally if one side abandons there attempt to lake 
enemy territory. These turtles heavily favor the faction with a higher player popula¬ 
tion. The players that drop out of the long matches eventually aren't replaced for the 
side with fewer members, leading to an imbalance in sides. 

Luckily, ihe revamp to the battleground system makes it so that populations are 
smoother than they once were. Server clusters are better balanced and have the 
potential for both sides to receive reinforcemenrs even late in the evening. Because 
of this, turtling doesn't have quite the finality that it once did. 


There are still extensive arguments over the need to take nnd hold as many sights 
as possible in Alterac Valley. If you lets your enemies lake many of your sites, this 
increases the number of defenders at the enemy commander's location (not a good 
thing). However, devoting people to slow or stop your enemy's advance keeps your 
nrain force from going forward as quickly too. 

There isn't a clear or simple answer to this. Each commander has to decide how to 
distribute their forces. A heavy assault early on loads to a strong push, but it allows 
your enemies to do the same. Ultimately, both groups end up facing a powerful wall 
at the end of the match where turtling is quite successful. 

One alternative that is very potent (if you have the right team for it}, is to have a 
capable defense that holds the enemy in a stalemate while one or two stealth groups 
hit the targets on the opponent's end of the map. Taking four Rogues and a Druid 
in each of these groups makes it possible to stay in full stealth, have healing, and be 
strong enough to free Wing Commanders, kill enemy targets, and seize lightly-de¬ 
fended Graveyards. Of course, you need ten stealthers with skill to he able to try this. 
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A^croth is ^Lill of many exciting discoveries and, for some, it comes in the form of 
its robust crafting system. Players can create various items and equipment as long as 
they have the right materiafs, tools, and know-how. 

Players are restricted to two primary professions per character. Those choices am: 
Alchemy, Blacksmithing, Enchanting, Engineering, Hcrbalisni, Leather working, 
Mining, Skinning, and Tailoring. To complement these profession options, there are 
secondary skills available to all characters. Secondary professions are not limited in 
the amount you can learn so every character can learn all three: Cooking, First Aid, 

and Ftshing. 

Professions are a way to improve your character by offering more adventuring op¬ 
tions beyond questing and grinding. The available products are wondrous: weapons 
and armor, potions and oils, bombs and shrinking devices. True, you canTdo all of 
them at once, so one of your first decisions is which professions and secondary skills 
you'd like to explore. 


Consider the Options 
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OJie focused sdely on extra cosh flow? Are yoij iitlerestect to more effective corrbat [PvE and 1 

PvP) with godgets and bombs or does having ibe obtlily to enchont your equipment sound more 
inteteshng ? You're not reslricted to o specific profession boserf on yoor doss. Aloges can be 
Blacksmiths if they wish and Pdodlns can work vdfh doth; It's up to you. 


There are two primary types of professions; gathering and manufacturing. 

Gathering professions are used to harvest materials from the world and prepare them 
to be used by a manufacturing profession. Gathering professions aren't reliant on 
other professions, but in such cases the gains are purely monetary. 

Manufacturing professions use materials obtained from several sources to create new 
products or services. These rely heavily on gathering professions (the two exceptions 
, are Enchanting and Tailoring). 
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All items necessary to excel In your chosen line of work can be purchased from 
others in the game if necessary. If s very possibEe to be an Engineer if you have the 
gold to buy the ore and stone you need. Guilds artd friends are often key (exploited) 
in providing materials for such f>ursufts. Teamwork can be a huge advantage. One 
perfjon producing ore to barter for armor and weapons is the foundation of a budding 
economy. 

Of course, there's no rule saying that you must ''make" something. Some players 
focus on gather resources in exchange for gold or lower costing equipment. There's 
plenty of room for players who vvish nothing else than to sell the bounty of the land. 
The truth is, those with an abundance of gold are often willing to pay a premium in 
lieu of gathering the materials themselves. Gathering raw resources is almost free 
(the only expense is the price of a pick or skinning knife, and training), so anything 
you make is profit. 

The obvious goal is to become the best crafter possible, regardless of which profes¬ 
sion you choose. Maximizing your gold to do so in the cheapest and most efficient 
way possible ts key Everything available to crafters has a color For example, Tatbr- 
ing patterns and Ore deposits each have a specific color depending on your level in 
the appropriate profession. 
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ft doesn't matter if you're Mining, Tailoring, Smithing, etc These colors are uniform 
across the crafts. If you're trying to level up, focus on tasks that give a solid return 
while using as little of your resource pool as necessary. A good example of a trade 
off is when a yellow recipe uses two items and an orange uses six. Sure, you get a 
point for the orange one, but by making the yellow you have the potential for gain¬ 
ing three .points with the same materiaEs. However, there's also a slim risk that you'll 
make no progress. 

Always watch for the change in color as you level. If you're |ust creating the same 
item over and over, it could very well change to a green status and have iiule value 
beyond the item itself. It doesn't always happen on a set number so pay attention 
(but it does fend to happen at five and ten number breaks). For this one reason, it's 
not always smart to hit the "create all" button. Follow this rule: if you're interested in 
skilling up, pay attention. If you want the items, create as many as you like. 

All professions have specific trainers that teach their craft. The six capital cities typi¬ 
cally house them all, but there are trainers hidden in the wild, in .smaller towns, and 
even in dungeons/instarsces that offer more specialized training. It's important to visit 
the main trainers once ever S-10 ranks while starting out. After you begin attaining 
higher levels, pay attention to your rank and only visit when you must. As you learn 
new skills, they're automaticaily added to your menu, You need to advance in a 
profession to [earn better skills. 



Not all trainers can teach you something new. As you ievel up, if s inevitable that you 
begin to surpass the knowledge of some trainers. When you've learned all a trainer can 
teach you, they often point you in the direction of the next trainer for you to contact, 







































































Plans, recipes, arid schematics can be purchased at your trainer. However, there 
are some that are dropped^ received as quest re\vards, or purchased from merchants 
throughout Azoroth. Some drops are extremely rare. Getting your hands on a rare 
set of plans and being the first to make that item for the market can make you quite 
rich quite quickly. Dropped plans generally make more powerful items. Rare plans, 
recipes, etc. are often some of the Items that create the most voracious bidding. If 
you find a recipe or schematic as a drop, make sure to consult with someone before 
tossing it on the Auction House for a few silver. 

fesjiPMwr g® 'E)0!§ 

Some professions require equipment, but not all of them. Biacksmiths need a ham^ 
mer fBlacksmilh's Hammer), but Herbalists need only their hands. There are three 
types of equipment geared toward the professions in the game. 


STORE-BOUGHT I 

Items and components like Blacksmith's Hammers, Mining Ricks, Skinning Knives, 
vials, thread, etc are aiJ purchasable from vendors. You can generally get most items 
at the general vendors and you only need to buy these once. In the case of equtp’ 
ment, they simply need to be in your packs (not your bank) and you use the item 
once you initiate the action, whether it's mining ore or skinning a boar. However, for 
vials, thread, flux, etc. you need the item on you. 


PLAYER-MADE 

Some skills, as you level, require the trader to use different, player-made items. This 
can be a potion for a Tailoring pattern or an Arclight Spanner for an Engineer, Keep 
the items in your packs when you wish to use them. 


ENVIRONMENT 

Some items require you to travel to them. An anvil isn't something that you can put in 
your backpack and carry around. When something like this is required, it is noted in 
the recipe/pattern. You don't need to click the item, just stand near it, to make use of it. 


GgmeRLN^ Pko%isions 

The skills of Mining, Skinning, and Herbalism are gathering skills. You won't be 
making anything, or need to make anything to gather. These vocations supply other 
professions with resources. 


HERBALISM 

Your first skill is Find Herbs. Drag this icon from your ability book {defaulted to 
"p'') onto a hotbar. Push the Corresponding number or click it to activate. Once you 
activate it you'll only need to refresh it on death or after logging in. 

While out adventuring, yellow dots appear on your mini-map. These denote an herbs 
location. If you mouse over the dot, you can discover which type of herb is shown. 

When you're next to the plant, mouse over if to check the skill level required to 
harvest it. If you are able to harvest it, right-click on the plant to gather the herbs. It 
takes a few seconds and, if you're successful, a loot window opens with the herbs 
you found To speed this you can hold shift and right-click the plant The time to 
harvest will be the same, but It puts the fruit of your labor directly into your pack 
instead of bringing up a loot window. 

It's possible to get as many as three herbs from each harvest as well as a bonus herb 
(SwiftthistEe can be found in Mageroyal, Bruiseweed, Brlarthorn, etc.). 
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MINING 



Right-click the node to begin mining. After a few swings, your character kneels down 
to check what you've found and a loot window opens. If you fail, simply try again. 

To speed the process, you can hold shift and right-click the vein to immediately 
deposit the spoils in your back after a success. 

Unlike herbs, mines have to be used several times before they are depleted. If you fail to 
mine anything on your first try, you still have the chance to skill up until you mine ore 
for the first lime on that vein. Failing to mine does not count against getting a skill-up. 

Once you gather a load of ore, return to a forge and smell it into bars. Again, pull the 
Smelting icon from your ability book (defaulted to "p") and drag it onto you hotbar. 
Activate the skill to bring up the smelting menu. Click "create all" or "create" to 
smelt the ore into useable bars. 



Mining ore is crucial to the economy and may be used by your other profession. 
Copper, tin, and others are available at the swing of a pick, but jewels await the 
lucky. Find Minerals is the first skill granted to miners. Buy a Mining Pick, and head 
out to find your copper. Drag this icon from your ability book (defaulted to "p") onto 
a hotbar. Push the corresponding number or click It to activate. It remains active 
until you log, die, or change tracking types. A yellow dot appears on your mini-map 
when ore is nearby. 

Mouse over the yellow dot to discover what kind of mineral awaits. Once you reach 
the vein, mouse over it to check the required skill level. 


SKINNING 

When beasts are killed in the wild, Skinners swoop in to take the hides and any 
leather from their corpses. You need a Skinning Knife in your pack to strip the hide 
from the corpse (only after the corpse is fully looted can be skinned). Right-click on 
the body and wait for the skinning to be finished. A loot window appears. You can 
bypass the loot window if you hold shift when you right-click. 

The types of leather and hide depend on the level of the animal you're skinning 
, and a bit of randomness. Animals bordering on the next tier may have several of the 
lower tier instead of one of the higher tier. As the enemy's level increases, the level 
of leather received increases as well. 



Not oil enemies are skinned for leotfier alone. Oragonkin, scorpids, turtles, and many others con be ^ 
skinned for scales, os well as leather. ^ 


One thing you notice while hunting is that groups without a Skinner lend to leave 
corpses strewn about. It's quite a find and Skinners often follow such parties and 
clean up after them for some time. 

MfpjfQptJKffif 

Making items can be very rewarding. The ability to take raw resources and use what 
.knowledge you've gained to create useful armor, weapons, potions, or enchants is 
worth pursuing. It's not a bad way to increase the size of your purse either. 

All the skills ramp up quickly at first but, as you gain higher levels, your progress 
slows to a more steady pace. As long as you continue to make items of appropriate 
levels you continue to skill up. Having a guild to supply you with gold or resources 
is a great way to whip through the early levels, but it can be done without any aid 
as well. Even on your own you'll be able to become an artisan In your chosen field 
with the proper application of time. 

Along with the decrease in skill gain, notice the additional components many of the 
higher level Items require. A high end Item may require you to adventure for a week 
to accumulate enough rare materials to create it. It's common to see such a rare item 
sell for great money if it's used in a recipe or pattern. Pearls and gems are common 
examples of additional components. 


It's fair to say that If you bought all the resources to create a high level item that 
someone, in return, is going to have to pay a pretty penny to have you create it for 
them. However, some items require you to pay more for the resources than buyers 
are willing to pay for the completed item. Be careful when choosing what to make 
and what to buy. 

There are times when money is no object. If you can make a robe that doubles a 
caster's current bonuses, they will likely pay a good deal for it. 


ALCHEMY 

Taking herbs, mixing them In a vial, and creating a potion that makes you several 
feet taller sounds exciting, no? The low level potions are typically the least interest¬ 
ing, but that makes them no less useful. Low level adventurers would be glad to pay 
for Lesser, and even Minor, Healing and Mana Potions. However, It's the high end 
potions and elixirs that really get people to dig into their pockets. 

Invisibility Potions, Strength Potions, Defense Potions, Agility Potions—all of these 
are within reach of the alchemist. The list is huge and everyone has their favorites. 
There are no tools required for this profession, but you have to purchase vials 
constantly. 

To create a potion, open your ability menu (defaulted to "p") and drag the Alchemy 
Icon onto a hotbar. Activating the Icon opens the Alchemy menu and immediately 
displays what potions you know how to create. 

Click on the name of the potion to discover which reagents you need. It shows 
how many of each item as well. Make sure you have all the appropriate ingredients 
(including the vials) in your bags before trying to create potions. The menu indicates 
which potions you can make and how many of each (depending on your resources) 
can be made also. Mouse over the icon to see what the effects of the potion are. 

As soon as you create a potion, it appears in your packs. To use it, either right-click it 
or drag it onto your hotbar for quick access. 

Alchemists can also transmute semi-rare ore and elements into rarer types. You can, 
given the appropriate skill and a Philosopher's Stone, transmute iron to gold, mithril 
to truesilver, and more. Transmutes have a cooldown of one to two days, but are 
well worth the wait. 

It's not hard to level up this skill if you have Herbalism. The herbs you find are free 
and, as long as you remember to have your Find Herbs skill active, you don't have 
to go out of your way. Groupmates, guildmates, and strangers in the field appreciate 
useful potions, and you're likely to develop quite a fan-base. They also sell very well 
in the auction houses. 
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will stive you 0 headache. 



Alchemy 



J-l 

nriE/DEscsimoH 

REGION 

GRID IOC 

NAME 


OoiKsmtZij 


ilinfiM 


UnderEii! fflfl) 

f-7 


Eip8ftfTikM)nsf 

Ailimk (12} 

U 

Kylomw 

IjliertWdiBtrisr 

Domosais. (2ti} 


Sylvon™ forelnnoofl 

TnwtAkkniist 



AlrFiimisfBaDli 




Sei^Hintitr 


IPMtfiifge (521 

15 

IdllfleNyfat 


OigHTima; (6^1) 

G.3 


• hjat jBikfrijt 

51diww^ (72) 


Lifraifl Ifigiiteffi 

EprtMdwjsI 

Smn^aaisnlftile (74) 

U 

Jfl»i Chong 


Ihmdsrfflijfl M 

53 

Setta WbitBtliiDf 

Expert iiJHTffit 

Uiidei^{a8) 

&7 

ftsttof ^ 


Dwncwjs (74} 

&2 

Wllo FoiJtiitcwi 

iKHrisvi™ lydtfflT^ 

Difofaf (34} 

! 

tlioa'DiKi 


liltffiinFtfttt(42) 


AlchenfetMatcfij 

Icuiiispriiydieni^ 

IrarfEtge (52) 

' 1 

Vdsut EtoJcIi^ 

kiiuiieynwiMaritiia 

bill Moikin (li^} 

« ! 

ftdt Hedraixfi 

JkwinepauMffln^ 

Oiqnmirar (6(1} 

G-3 

IMmut 


SlDiiflwkid ([72) 


bdMk 


TElMtStt;) 

H 

Cyndm 


Tnmfcr 5^(84] 



JauTKVTintiAlchenKi 

Tn^Dl6kHlDs(e6} 

Pt-5 



Llnil«r(^5y (88) 

fT 

IfoitwWaitiitfffcMJ 

MnsiiimcfiGiiHr 

F^idIds (.46) 

^4 

Xykimi WirafwtiisfMir 

Mdilei ilikligiTist 

SmntlP d (76) 

E5 



BLACKSMITHING 

Smiths are some of the most popular crafters, Not only do you create mail and plate 
aixnoo but weapons tool True, only four of the nine classes ever require a Blacksmith 
for armoring needs, but each class could benefit from a new weapon now and then. 
Even Priests choose to learn how lo use daggers when they need. However, the best 
creations require leather, cloth, jewels, and more, 

A Blacksmith's Hammer must be in your pack. Though that may sound obvious, it's 
often forgotten in the bank or ditched in the field for more bag space. You II also 
need an anvil upon which to bang that hammer. Pull the Blacksmithing icon from 
your ability book (defaulted to ''p”) onto a holbar and activate iL Your Blacksmithing 
menu pops up and sbovirs all plans currently available. 

Click on the name of the plan to see what components it requires. It shows you how 
many of each component you have in your bags and bow marly Items of that plan 

you can make. It also gives you the option to make one or many in a row. Mouse 
over the icon of the item to see its slats. 

Once you've made an item, it drops into your packs automatically. By level 250, ifs 

difficult to find a trainer in a main dty that capi leach you anything new. However, 

by finding dropped patterns and hidden trainers, you can continue to progress in 
your craft. Some quests offer rewards for you also. These require you to craft certain 
items and, in return, they teach you new patterns. One of the quest lines leads you lo 
the Milhril Order, Ifs not an easy quest chain, but the reward is the ability to craft a 
full suit of mithril plate armor! 

Once you've attained a high enough skill level, you must choose a new path. Decide 
whether you wish to focus on weapons and carry the litfe Weaponsmith or become 
an Arrnorsmith. Both paths require quests and both are muluafty exclusive. If you 
choose one path, the other is forever closed to this character^ If become a Weapon- 
smith interests you, you may be interested to rliscoverthal an even more specialized 
choices await. The muially exclusive Hammersmith, Swordsmith, and Axosrnith titles 
are often required for the highest level weapon patterns. 

Blacksmithing is not a very fast skill to increase. You're often sharing ore available to 
Engineers and they're not scarce. Other Blacksmiths also conipete for available ore 
and gems In Lite auction houses. It's expensive to buy since the demand is so high, in 
the early stages, it doesnft seem that bad, but it gei.s worse. 


ifs not a get rich quick profession, but some of the high end items are truly Impres¬ 
sive. Of course, it's because they are so difficult lo make. Casual players can expect 
to either drop a good chunk of money on the resources or spend several weeks 
gather all the materials required. Take it slow and donT rush. 

The good news is you can make some money. Every class needs something at a 
certain level. The market demands for Blacksmiths fill these gaps and this gives you 
that extra surge of cash you need. You won't sell most of what you make early on, 
but certain pieces sell like clean air in Cnomeregan. 
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ENCHANTING 


This is probably Ihe simplest profession and also the most expensive to master. 
Components are not gathered from the field or from the corpses of beasts; instead, 
you must disenchant items of worth. This, of course, implies that you must find or 
purchasethe items to be disenchanted. Disenchanting destroys the original item and 
leaves you with components to be used plying your trade, items of higher level or 
rarer quality disenchant into better materials. 


Only the Good Stuff 



Only items of U ncommoti qitdily or higiref {to, Epic, Lepdary, etc.) can be dlsendionred for 1 

resources. You're no! going ?o be oble to gef onylbirtg from coTumon Items. \ 


Nearly every magical item can be disenchanted. The difficult part ahour ibis method 
of resource gathering is that you realty need to think twite about destroying some 

item. If an item was given to you from a quest and its soufbound, but you can't use 
it, the choice is still difficult- These items sell for a good bit. In the long run, enchant¬ 
ing can make up for the long and expensive trek to artisan. 

If you are with a party while hunting that doesn't need a certain item, ask for it; you 
may find that your party is willing to let you have a great deal of stems. It's a standard 
lo see a guild Enchanter snagging anything that someone doesn't immediately need. 
The Enchanter needs to keep everyone's weapons glowing, but that's a fair trade for 
resources that are typically hard to come by. 

To disenchant an item, open your ability book (defaulted to "p") and drag the Disen¬ 
chant skiff onto a hotbar. Activate the ability and then dick on the item you wish lo 
disenchant. Crab the items from the loot menu and continue. 

Once you've obtained a reasonabfe supply of dust and shards, move the Enchanting 
icon onto your hotbar in a similar fashion. Activating the Enchanting skill brings up a 
window that shows all enchants you are currently proficient with. 

Click any recipe to see the components required. To enchant an item, open your 
inventory (or have someone put an item in the "Will Not Be Traded" slot of the trade 
window). Activaie ihe appropriate enchant and click on tlie lieitt. Encharitrnenis are 
permanent untfl replaced. Jf you wish to replace an enchantment, it erases the previ¬ 
ous one in favor of the new one. 



































































































The quickest way to master this profession is to have friends wifling to offer items 
that ttiey don't need. Whether this is through a guild or just a group of players you've 
begun to hang out with, it's nice to be up front and explain to them that you've 
chosert the path of the Enchanter, Be generous with your services and you're certain 
to receive goodwill in kind. 


Low-1 eveJ Enchanters underbid one another to level up quickly, Elowever, by 
the time they reach a level with solid enchantments that people crave, the prices 
skyrocket. The resources aren't cheap and the enchantments are permanent. Imagine 
two Warriors. Each has attained level 50 and they're wearing the same equipment, 
they've chosen the same talents and use their abilities in the same fashion. However, 
one has every possible item enchanted and the other is in urenchanied equipment. 
Who's going to win? 


People are constantly trying to get the edge over the competition and enchantments 
are sure ways to do that. If you're planning on holding onto an item for a while, get it 
enchanted early on and really take advantage of it. 
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ENGINEERING 


[f you like toys, gadgets and things ihai go doorii, become an Engineer. It's a greai 
match if you ve already chosen to be a Miner since you use a lot of stone and ore. 
Gems are also user! in Engineering and miners have the greatest access to them. 
Engineers can create bombs, guns^ pels that are cute, pets that attack, and pqta that 

explode. It's definitely not a boring profession. 

Snag the Engineering icon from your abifity book (defaulted to a,nd place it on a 
holbar. Activate it to bring up your Engineering window. 
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Click on the name of a schemaiit: to see what components are needed, what toots 
are required, and how much you have in your inventory. Vou can also mouse over 
the item to see what it does before making it. 


Click the "t reate'" or "create alf" button to make the item. \V$ put directly into your 
pack on creation. 


Bombs and Dynamite: Right-click the icon if it's in your pack or use your hotbar for 
faster access. A green circle appears once you've activated it. Choose the area of 
effect and left-click to toss your creation into the world. Pets: Pets work from your 
pack or hotbar keys as well. Battle Chickens and Mithril Dragonlings fight alongside 
you for some time while Explosive Sheep run at the enemy and...explode. 


Trinkets: Many items constructed at higher levels are trinkets. There are two trinket 
slots on your character screen (defaulted to "c"). Trinkets must be equipped to be 
used and can't be swapped during combat. Activate a trinket by clicking on it from 
your character screen or using a hotbar key. Trinkets have cooldowns varying from 
five minutes to an hour. If you have a lot of trinkets, it's best to switch them out as 
you use them. The time works whether it's equipped or in your bag. However, if 
you carry five of the same item. Battle Chickens for example, they have a shared 
cooldown. So, using one activates the timer on all of them. There's no need to have 
more that one of any trinket equipped at the same time. 
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LEATHERWORICING 

Leather armor is something that many classes need desperately, especially early. 
Leatherworkers can gain access to mail armor at higher levels. Skinning, obviously, 
is a fantastic partner profession to have. Controlling your own resources is a great 
way to gain an edge over those wishing to buy from other players. 

Open you abiliry btxjk (defaulted to '■'p") and drag the Leatherworking icon Onto 
a hotbar. Activating the ability brings up your l.eatherworking screen. At first, you 
don't know much but that changes quickly. Click the name of a pattern to see how 
many of what components are required. Mousing over the item reveals the stats of 
(he item. 

Once von begin to make even the simplest of armor pieces, you'll need to visit your 
trainer often to learn new recipes. As your skill increases, the breadth of what you 
can craft increases and your ability to skill up slows. 


At skill level 150, you must pick Cobiin Engineering or Cnome Engineering. Goblins 
are ntore of the blow'em up type and gnomes love to make gadgets and trinkets. 
Either takes a quest to get and once you learn one, this character is forever locked 
out of the other. 


Engineering is the anti-wealth skiff. Just about eveiything you make can onfy be used 
by other Engineers and there's a good chance that they can make thefr own. Rare 
schematics are the only things that give you a bit of an edge over the compeiition. 
Hold onto those and try to get as much as you can from this career. This path is all 
about improving your character. You make bombs, pets, goggles, parachutes, lasers, 
and all kinds of things that blow up and burn. It's what the killers and PvPers like to 
use. You'll be broke, but you'll be a walking time bomb with a bag full of tricks to 
pull out for a multitude of reasons. 
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You can create itenns one at a time or several one after another. Created items are 
aufomatically dropped into your packs. 

At rank 225. you have three specialties to choose from; I ribal, Elemental and 
Dragorvscale. Each one requires a quest to learn and they are nintually exclusive. 
Once your character chooses one, they can never choose another. Tribal Leath- 
erworking uses the special leathers taken from unusualiy creatures in the land. 

As the items are all leather, it's suited for Druids and Rogues most. Elemeniar 
Leatherworking harnesses the powers of the elementals running around the world. 
Also leather armor, EJemental Leatherworkers often sell their wares to Druids and 
Rogues. Dragonscaie Leatherworking creates mail armor from the scaled beasts of 
the land and is generally sold to Shamans and Hunters, who at higher levels wear 
mail instead of feather armor. 

Leatherworking combined with Skinning is a very irituitive and lucrative trade You 
supply your trade by killing things you're already killing. There is no need to go out 
of your way for stray herbs or ore. White Leatherworkers are confined to armor, they 
can also make armor kits. These can be applied to any type of armor for the head, 
hands, chest, or legs slot and increase the armor of the item. 

There another bonus to being a Icss-flashy profession. Chances are that when 
you're in a group, you'll be the only person collecting skins. Wearing the armor 
you make keeps you up to date and generally ahead of the curve until the late 
game. End game gear is hard to make and requires components that are difficult to 
find in Hrgo quantities. 
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TAILORING 

When people think of Tailors they immediately think of cloth armor. However, when 
a non-caster thinks of Tailors, they think of bags! ;Sure, Tailoi^ make doth armor and 
caster chase after them in droves trying to pick up some of the nicer equipment, but 
bags and cloaks are used by everyone. 

Open your ability book (delaulied to "p'l and drag the Tailoring icon onto a 
hotbar. Click or push the appropriate hotkey to activate the icon and open you 
Tailoring window. 

Cfick on the name of a pattern to see what components are needed to create the 
ttem. it shows you how many of each component you have in your bags and how 
many items of the pattern you can create, it gives you the option to make one or 
many in a row. To see what the pattern makes, mouse over the icon and the item's 
statistics are shown. Once an item is made, it is automaticalfy put into your packs. 


There isn't a partner profession needed for Tatforlng. The main supplies for this skill 
are cloth which is dropped by humanoid enemies. By killing humanoid mobs, which 
is inevitable, you build a supply of cloth. Tailors also buy a lot of thread and dye from 
the vendors however. These items cannot by found in the field, so be ready to put 
down some money whenever you want to make an item. Since Tailoring doesn't need 
a partner profession to gather maierials, you can choose one of the other gathering 
professions and sell the harvest to make up the money you spend making items. 

in addition to the obvious, failors learn several patterns that have little combat value 
and are strickly for role players. Tuxedos, dresses, shirts, and the like are all within 
the realm of learning for a Tailor. 
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Secondary skills have no restrictions on how many a player can learn. Anyone tan 
learn them and they don't count against your maximum of two professions. So, if 
you wish to take all three, go nuts! These skills general reduce your downtime and/or 
help your cash flow. 


COOKING 


Raw meal is often found on the beasts of Azerolh. However, turning piles of flesh, 
iegs. ribs, eggs, etc. into delicacies is the cook's advantage. The food that cook.s 
create often heals at a better rate than store-bought food. In addition. It often gives a 
short statistic bonus if you eat enough. Animals drop all sorts of ingredients for the 
avid cook. 


To use your Cooking skill, open you ability book [defaulted to ''p'T and drag the icon 
onto a hotbar. Open the Cooking menu by clicking on the icon or pushing the ap¬ 
propriate hotkey and see what recipes youVe mastered. 

Click on the name of a recipe to see what ingredients you need. It shows bow many 
of each ingredient you currently possess in addifiort to how many of the item you 
can currently cook. 


Finished food is placed in your packs automatically, but a fire ts needed to make 
anything. Using fires you find in the world is convenient unless you happen to be in 
the middle of nowhere. Merchants sell Simple Wood and Flint and Tinder. You only 
nGt!d one Flint and I inder, but you need one Simple Wood for each fire you create. 
This allows you to cook almost anywhere! 
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FIRST AID 


First Aid offers non-healers the opportunity to heal themselves and others. No, it"s 
not as amazing as the magical healing abilities of the Priest, Druid, Shaman, or Pala¬ 
din, but it's something! It's great for those non-healers while they're soloing or for a 
quick fix when your main healer goes down. Bandages of all types can heal wounds 
and lessen downtime. Also, Anti-Venom can cure poison and halt the steady assault 
on your health. 

When you apply a bandage, it activates instantly, healing over time, wither 6 or 8 
seconds. A character must wait 60 seconds after a bandage is applied before another 
can be used. First Aid is a stop gap or emergency measure and isn't intended to be 
the focus of a characters combat time. If you're hit at any time during the bandaging, 
the healing is stopped and you are left with the debuff. Bandaging the main lank 
usually doesn't do much because of this, but it can be the difference in a close fight. 

Pull the First Aid icon from your ability book (defaulted to "p"') onto a hotbar and 
activate it to open your First Aid window. Click on the item to see how much cloth 
is required to create the bandage and how many you can create presently. Bandages 
are automatically placed in your packs upon creation. 

You never have enough cloth. There are times when you sell excess cloth only to run 
out of bandages the next day. Many players keep large quantities in their bank and 
several stacks on them at all times. Bandages are best used after a fight and perfect 
for soloing. Applying one right after a fight can keep you going endlessly with little 
downtime. Remember, if you get hit while applying a bandage, you lose the healing 
and retain the 60 second cooldown timer. Once you learn the next level of bandage 
and are pulling in enough of the required cloth, sell the old bandages. 

To apply a bandage simply select the target you wish to heal (using FI for you and 
F2-F5 for other party members is fast and easy) and push the hotkey you have the 
bandages set to. If you don't want to lose your current target and it's an enemy, you 
can activate the bandage then select your target. 


Fim Aid . 




TITIE/DESCRIPTION 

NAME 

REGION 

GRIDLOC 

Ftfst/lid 

- 

Oorncssws (26) 

!fri 

FirstMlnm 

fiffMk 

Durotn (34) 


FiidM loins 

(tesoFiresone 

liooforge (5?) 

&6 

FirstMloinor 

ViraYounghooi 

Mulgor9(58) 

H 

FistMil!^ 

Amok 

Orgnnunor (60) 

C-8 

Ffst/yd ifitatar 

ShoinoFulef 

StomwDd(72) 

F3 

Orsf Aid (wear 

Byoncie 

?eldii&si (80) 

G-6 

Rnt Aid Frainef 

PondSlooetindN 

llundflreiuH(84) 

C-2 

Fast Aid Thiw 

Nurse Neeki 

TtidcISodes (86) 

H-S 

Hnr Aid Inner 

MuryEdios 

UnderaiY(66) 

F5 

Past Aid IroFCi | 

Frand Doohrtkey 

Weil(Hui$(96) 

A4 

Physkwn 

IhoinnerPol 

DunMorogh (32) 

F5 

Physidon 

Mkh(l«8oilc 

flwynn Fomsf (42) 

F-; 

InumoSugaonlFntAid) 

DodorCregoiyVidoi 

UtKhiHigliiandsdO) 

H 

kono Sugeon (FhJ Aid) 

Oodor Guslni VonHow/en 

()i£rwoiowMorsh(38) 

1-5 


FISHING 


Fishing has two nice perks to it. The general ability is to catch fish. Fish can be 
cooked into some useful foods. It's great for Hunters with pets that eat fish. Some 
skills, like Alchemy, use certain types of fish in their recipes. 


The second ability is the possibility of hauling up clams, boxes, chests, and mollusks. 
These can have Items of worth or gems within and are quite a findl 

Open your ability book (defaulted to "p") and drag the Fishing icon onto a hotbar. 
Equip your fishing pole (these can be bought at many vendors and stronger poles 
can be found or given as quest rewards). Move to a body of water and use the 
Fishing ability. 


Fishing 


A.'fecn FKhemion 

Kotragb 

Dvstwrdbw Morsh (38) 

If6 

BuKkif 
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ReiAidgeMooraiirs (62) 
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W 
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KAa 
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FM 
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w 
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H 
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B-7 
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H 
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m 
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H 
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lA 
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H 
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u 


Secondary 


Poles 

MLev 

Weapon Name 

Vendor Value 

Notes 

1 

RstwgPoie 

4 


1 

Blunrp FonWy Fbhing Pols 

1#87# 

Fisting Ski- e3 

5 

Strong Ft^ Pole 

1980# 

BsKagSkl^S 

15 

Darkwood rising Pole 

10# 66# 

FishirgSkl^lS 

25 

Big Iron FhhngPe^ 

33# 76# 



You cast line and bobber into the water and wait. Keep your mouse hovering over 
the bobber and wait for a fish to bite (this is shown by the bobber...bobbing). Click 
on the bobber to reel in your catch. If you were successful, your bounty shows in a 
loot window. 



Fishing Poles Don't Make Good Wca^:>hs^^ 



Be sure to equip your weapons before going into combat. This can happen if an enemy comes y 
upon you while fishing or if you simply move onto other activifies. Hitting someone with o Fishing \ 
Pole, while funny, isn't effective. ^ 


Fresh and ocean waters have different types of fish as do some of the rare ponds 
and lakes in Azeroth. The best way to skill up is to fish in areas where your charac¬ 
ter can defeat the enemies. This keeps you fishing in areas where you can succeed 
and allows you to defend yourself if a monster wanders too close. Purchasing and 
using lures can tempK)rary increase you fishing skill to make transitioning into a 
new area easier. 


Lines - 


.--V - 




Skill Required 

Nome 

Fishing Bonus 

Obtained 


0 

Shiny BoiAlt 

25 

\\Hidor 


50# 

so 

ligfncnMlets 

so 

Wtvkf 

1# 


100 

BiiittBaubkrs 

7S 


- - 2# 

50# 

100 

AquodynnnicFfihAlttactor 

too 

Fngheeriag 

N/A 



To use a lure, open your inventory. Right click on the lure and then left click on your 
fishing pole. Lures only last a certain length of time, but your skill can be greatly 
increased by these. 
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3£ 

Qsrm-HMr Mijtiljnk Iki'^ 

Quae 

Hinl^ of D HewPlogw? 

2800 


il 

URtiafislJdwPldflije? 

Mi HighlnH^ 

Alknce 

30 

33 

Mil Oklk—KlsM MfuboiB 

O 1 K 1 V 


.1300 

: 

ij 

JTuftcJaJiEwPloBW? i 

Aid^ Highldfflt 

Atofice 

30 

37 

Kndbry—Awtfi Hjj^inids Ofl’^tv^ Fdim 

Qwffi 

Hints flffl New ffctmfl? 

‘2350 



BinnojflNdwniHp? i 

AidHti HiDhM 

AIoik$ 

30 : 

3!7 

(M^AraifiltigMaflk Gd'Shdk fam 

Ptikit?(Sfic 

intsflfoNewlkguB? 

3350 ; 

- 1 


1 OiOICI Of: 1 C^JGlWI Soki a 1 \m^ Iekkwos U 


1 OMpSddSaivqgt i 

Aiiofti Highlmfli 1 8 oiFi 

35 

40 

Fyst«Di 3 Nf^ 2 lix---Mi 1 idkukFiddk^^ 1 fist Most NMx I 

iDodtio! Um 1 

-« 

'[ 

1 SEWflS!D:HlafkVtol3i)nim&f H 


1 

Inth; Hi^ilondi 1 

Both 

3S 


lio Ik IjMiltftjr—fiflHii Higliionds fdif's (m 1 

Skksj O'liefiR 1 

loiidiioj j 

700 f 



1 DjflwisJkriws 

hdlfirHi^fids 

6 ctti 

35 

40 

Dspfoid SlEdlgiiH-Mi Hii^nds Fdh&'i Cow f 

CnpiqtiStKkjt 1 





UlW^ID; 1 SmuiSlom II 


SynJtBfl Treasum 

Intfvirdfank 

Edth 

35 

40 

RioiieHa nailetlwpis—Mi ifij^ilaitk Fsldii'i ( 41 ^ | 


londtio! I 

3150 1 

—IZ] 


1 SoiftWlkOHHB 

Snitfj IfijJibKb 

Boir 

35 

40 i Ilbdti DnnlegGtat—Aidy Highlipfe Fcklf"i Cave ”1 

Doddr ikoiiagajse | 

Soiiksfl Iftcsure f 

d90O 



1 CHOKE Of: 3 Onon^ Im^ or 1 ^Mvarretkiic Sfedaftimmei | 


1 Dmhfidiitk^cw 1 Mi iftjldonids 

Bfltii 

35 

44 1 Skbs O'lfficn—Mil5ifH(irfFpliliJ^iCowWMf Hu™ 1 

MdiC'Bjden 1 

Sunken fwoie t 4650 | 



1 CHOKE Of: 1 OeiiknrEi; Ekfl « 1 kdliie fond I 


j krlfifllrecamd 

Mhi Kalifiind; 

m 

3S 

40 

Ooduf Oiaxlegoage—7uufY Highinmls Fdlf's Csm 

Slscfcis O'BfOCfi 

SonkdnTiftisiire 

m 



Sijd^kasw 

AiaihiHkdkitds 

m\ 

35 

40 ' 

Shdkis O'Bie^fMIrtittii Hi^iid Ffildii^fCflve Wankr Hunwi 

Bosi Mmftf SkM 

Synken TreBsms 

335T3 



SlHlkrtkSME 

Mi HigtihHids 

m 

35 

445 

flddt ttffilEf Serfieni—SEimqlcltoffl Booty Bw 


SudiBi IieasiHft 

3150 1 



1 fd-i (139^ 

Mi Eliptijoii& 

1 M 

30 

33 

rof'gm—iidifi Hi^ndls Hdmnierfdll 

ToCgPn 


2650 



fiflanq kitita 

Mi Hiqhinnds 

Ikftid 

29 

34 

lof'aflf^^tfi Hdrtimeddil 

Tu^gon 

HermiEikl 

2700 



I roUMoaSa 

AM MiDhlunds 

Me 

35 

40 

Ta'gen-Hlfdtf* HrmnciDll 

1 Tdf'p 

fouiMooici 

rm _ : ' n 


1 OlOlCf OF: 1 Whiifl Diq't^km Co? w 1 Rodlaif Si»dr Em^ms } 


RolsisStpitk 

AidltH Highknids 

Ikffk 

29 

34 

Tor'ivxi-Hktfii^gniis Hafniialfdll 

i Gcf'tml 

EoHifigSiiid!^ 

270^^^ 




Aidtlti MigtikvN^ 

Me 


34 

Gdf'rrJ-Hkdlii Kglikmik Hdimneifol 

terp 

kucmgSgiiiEs 

270* 



Ctflldikre 

AjfltfiB Hiflhkmii 

Me 

30 

32 

Dium Fal—Arrthi HisAiioodj lloriiiwfcll 

1 Cnunvfd 


25Siy 



CsiflDlflins 

Aiol^i Hifllililidc 

Md 

30 

33 

Drum FbI—A ratiii HirffcwliJfammeHDll 

BnmFil j 

CtdltoM 1 

2S56 



Gildridina 

ilfdtts Niolilands 

Hade ^ 

3D 

40 

Dim Edk-Ml Hidteids Hmirafdll 

i Dnmfel j 

CdJittjAmii J 

3150 

50« 


1 iaOJCE(ff:lSifefflHurMcrlSk&i)fiilBf 1 


Ik^llkair 

hDtii Mdcnh 

Hade 

30 

40 

KOfti Fcl—A'atf: btUopdi Hortmoffidl 

Ealnlsl i 

t^toAiHB 

[Imi 



1 CHOKE Of; 1 WsUfjtmv Kill dr 1 Sv^wil o! HcnmeifnS | 

A 

1 Ntifdyttowi 

j ArdlH IEidtand$ 

^iOK& 

1 30 

r 31 

5 Cdfllon Nkl^-^Eidk' 

rCvMnHiols 


[7500 


1 

fsiwiwJsNw 


AAsKfi 

I 30 

r3“ 

i Cdpldn Nkds—Affliti Mkti^ Edmg Pwlifi 

Cddlowi Hicli 

1 Nsriffokl /Aonor 

ITsso 



HEWARIk 1 SlrdmmM QjfflW Leflkre _ _ _ _ _ 


WoJiy!. Wdne/fflut 

1 Mi ! 

1 AlTitm 

i 30 

1 39 

i ISMd Bflcnj—Araite Hi^lilDfflkfiflfugi Pcinte 

1 Cdpli^ fCisls 1 

1 3750 

1 


BCWWflk 1 Atcime fiunW insw 






- . 




■ 1 

Wffildd! Ottt) mil fiimaissf 

1 Aintlii Eklknfc 

1 Allitice 

1 30 

1 40 

1 WDrflgdBocid^AJdltdHidiMliduaeFointe 

1 QnlfkNidb 

r 

1 3900 

[ 

’ ] ’ 

1 CHOKE OF :'} ly df Sorn>» or 1 Kiik Siww 1 


MvtrMl'^AIbs 

^hi BifdiliifHt 

i Hofida 

30 

40 

Stone Cilds, 

Zeal; 

BieflkinglliE 

2350 


: - 1 

Mi'sMued 

Aualhi Higlilandi 

AHijiKe 

30 

32 

AuPfrage Mali'T-^Sloniwi:id 

SjuusIo 

WofthhsWeiQlilInGold 

1950 



WofftlR tfo^hrh&M 

Mi Highiddds 

AUMe 

30 

35 

tomn&e Kryleij-nMi Hiphkitids Peftw Ptinte 

Awwitkft&yten 


3509 

75# 

■ M 

IkldSlFPdgdienfe 

Mi [ligtkitfs 

Ml _ 

30 

'4E 

ThBlkm1kLis5'~Biid!an!i:; 

IkikaiklM 

tfic Eiost 

3300 


• n 

ifitfid uvaFer 

Mi Hi^mii$ 

Mca 

30 

; "if ' 

Sfufflio—Aicdii HighkndiScIwa* Poidte 

SkufeFto 

VMkWeighiinGdId 

SDlir 



ItBlonc^s EkfwsH 

i Mi Highidixlf 

Akints 

3“0 

j 39 

SkitMta—Aidfti Higltanli J^efuge Poinle 


W(Jid (HBr Fisf 

3000 " 



k\ Affimfice'? Encknmiaiit 

j AM Highlund^ 

Aaowd^ _ 

30 

; 35 

AfiKWitKe Kivf 8 J»^<nW Hlghlortb lefuge Painfe 

Skefto 

Tralmn's IkiqnMS 

300 


' ■ i 

AltodcfilkTovicr 

i Am:hi Highlmds 

AJimte _ 

30 

J 39 

Si:i>er:jM!ininn Hklimi lefuge Points 

Skoerto 

An AAiKdfilkd's Fndwritmonr 

m 

Y 


Mok's lfiqve${ 

? AM Higtiloiiifc 

Aiddce 

30 

'39 

5 hM--A(iiiitic H«fbik Stduge Pointft 

ArtbrogeJ/iolh 

AttdtkunkTowef 

3750 
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1 CliOlCI OF: 1 VidBonr Bidder w J 'WkiBiiw Boot! 1 


Ouk df rk Boekf 

AidHii HigWotHis 

Me 

1 29 

L iZ 

1 k'ggi)—dlifltlH'l^ddifeHdiiKien'^ 

Ix'p 

i top Spirits 

2^50 



Guile of ik 

Aidi^i HighkiHH 

tfefk 

i 29 

j .37 
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Gdf'mul 

j ^lEdfiieRa^tof 
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lioift N'iikmlii 

Hok 

]~?9 

\ ‘ 37 ' 

Aiodlii Hightank MnwiM 

Tfli'aon 

1 GuilEcTHwlJostof 

2350 ■ 



1 l^fimiCDllDfttidM 1 


Elcinaifgl leoik^^ 

MFHkjhlQnds 

H«de 

40 

55 

' Biufrin !WniialH»fHMi 

Biumn Wtoitwcl 

Ore^nszrkLBatMdfkiitcl 

4200 
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M 

! 35 

1- 

45 

1 Dwra&iegarfVlclci—Aiditii 
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1 - 

3900 
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1 . J 


--—- 
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L 
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r 
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1 
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1 60 

1 
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1 


r3 iJtidttfirAdfljrfed Cnfe Psdbwie 
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! 25 

1 34 

T 
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_ 
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1 
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1 
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1 Hank 

I 35 

1 44 

1 

1 feithedodlmg 

\ 
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! 45 

i 60 

! 
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1 

F6S0 
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Hmfc 

20 

30 
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2450 



llrs»iaA^'sfdM 
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24 
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20 

27 
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2200 


X 
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AsKft-wale 
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23 

25 
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AskMe 
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2l 

24 
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1950 


I ^ 
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20 

30 


fSenoTilliiids'twfln 

Uisanpeus's Pow 

3050 



rSS-J'MdhuritaOtcfe 
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1 27 

I Mffiiok Wiaeh'ss—teMflik 

! Jd'ea Stfmtd 
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1 2200 
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1 

j Ik IkirefHyiefii^ 
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k Tower of Alilicfibu 
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J 
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13 

74 
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\ 1950 
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! 

Tm 
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1 2900 
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I. 
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j Title 

Lrxolion 

FoUion 

Min level 

Con Level 

Stoner location 

Fmishef 

Prerequisite 

MoxXF 

Cash Reword 1 

Roeoe's OeominQ 

A^httivofe 

Alienee 

18 

19 

Rome Wolnmir—Ashwivclt Astrmenr 

Terons' Coqise I 


1450 


The AiKicrt Smtueite 

Ashenvdie 

Alnnce 

19 

20 

Tolen—Ashenvole 

IoIhi 


1150 

9# 

The Zoon Strand 

Asheiwob 

Airance 

14 1 

19 

Shkidiel Swiftike—Ashenvole Asttonoor 

ShcvircISwtItfne j 


14S0" 

11^ 

Euu7ei 

Ashenveie 

Aience 

20 1 

25 

Men—Ashanwle 

Tolen ; 

The Ancient Sictuette 

2250 


REWARD: 1 Robes dilniiquitY I 

j| Boihran'sHor 

Asherwole 

Aknce 

20 

20 

Orandil Btoadknl—Ashenvole 

Otendl Broodeoi | 


775 


H Rnden Dtseoses 

Ashamele 

Aidice 

24 

29 

toynetbSljlvw^^ 

Koyntdi Sdlwnd 


2350 


'^1 Insane Dnils 

Ashenrale 

Alnnce 

24 

32 

IrMtothsilwnd—Asherwole 

KomdiStiliiind 

Forsaken Distoses 

3200 


!l REWARD. 1 bnrsBiQnd 

1 

I [bnentai Bracers j 

Ashemole | 

ARnnce 

20 1 

24 

SeruvNlVelineSiotsitke—Ashemrale j 

Sentnel Vdene Storsirke | 

1950 

_ 1 

1 MogeSuBtnonei 1 

Ashemuie 

Allionce 

20 

25 

S«rthcl Vekne Snsifte—Ashemrale t 

SenandVdereSiffstnke 

Dementol Brocers I 

2550 


|| REWARD. Ilkihi of Eljns I 

OrendTsCue 

Ashemraie 

Ailiorxe 

20 

20 

OretkM Bfcwfcflf-Hlshetwale 

PeltufiBWhitemoon 

Battirai'sHoe 

1950 

25# 

Vie SoWrlOiryods in Danger! 

Ashemrale 

Aftonre 

26 

32 

Hyono—Ashenvole 

AnAa 


2550 


IheHowhgVole 

Ashemde 

Alionre 

25 

30 

Sentinel Mefyrio Frostshxkw—Ashemole Asticixo 

Semml AAelytia Frostshodow 


2450 

25# 

Roene's Qmsing 

Ashemuie 

Alienee 

18 

21 

Teronis' Corpse—Ashenvole 

Roene Wolfrunner 

Roene's Cleansing 

1250 


tom's Clecnsing 

Ashetmie 

Alnnce 

18 

21 

Rmm llMbner—Itsfiemoie Ast^^ 

’sW'rkvn' '' : 

Robik's Cleansiia 

825 


An Aggressm Defense 

Ashemuie 

Alnnce 

18 

24 

Ihxrn Wclfrarner—Ashernde Astronoot 

Roerv Wojfnmner ' 

Roene's Cleansina 

1950 

17# 

II REWARD; 10 Moist Corabceod. 1 OMelon Ju'ce 1 

II toene's Obonsing 

Ashemole 

Alienee 

18 

27 

ShoeTdtyn—Ashenvole 

Shwl'divn_ 

Roene's Qeonsing 

J200 _ 


1 Roene'sCbonsing 

Ashemrale 

Alknce 

18 

28 

ShoePdrYn—Ashemole 

Shoel'drvn j 

Roene's Qeonsing 

2300 


II toene'sQeonsing 

Ashenvde 

Ationee 

IB 

28 

Shoel'dryn—Ashemole 

Hidden Shine 1 

Roene's OeomiDg 

1700 


II REWARD: 1 Dortol's Rod cl Tronsformorran 1 

II Roene'sQeansing 

Ashettvcls 

AioKe 

18 

28 

Shod'dvHlshemole 

tomWo&UT^ 

Roene sOeensir? 

230 


II Roeoe's Qsonsing 

Ashemrale 

Alonce 

18 

28 

Roene Wolnnnei—Ashenvole Asttonoor 

IioIq i 

Roene's Qeoming 

'1700 


H TheBrancbofCenorius 

Ashenvoie 

Aicnee 

26 

32 

Anlio—Ashenvole 

ftyaw 

vile Satyr! Dryads in Oortoer! 1 

'?550 


1 CHOiaOF-.ir(MrMA!Wtteo(1BitfilK(i»G^ 1 

n SotyrSbirng! 

Ashenvole 

Aknce 

26 

3J 1 

^ iyono—Ashenvoli 

Kycra 1 

The Bnmh of Cenorius 

2550 

30# 

1 Bbne'slev 

Ashenvole 

Aktxe 

20 

22 I 

PelMns Whifernocn—Ashenvole Asttrnooi 

PAiosWtrtenKw 

OiendirsCure 

“1750 

14# 

1 The Ruins of Stordui^ 

Ashenvole 

Aionce 

20 

23 1 

1 PeburasWhitemoon—Ashemole Aslronoor 

PebinsWhiternoon | 

Ehm'sleoi 

'1850 

15# 

1 FolenSialflke 

Ashenvole 

Alnnce 

20 

”30 

iMlutos Whitenmj—Ashemole Astr^^ 

1 PdhxQsWhdemocn 

The Ruins dSicrdust 

3050 


1CHOICEOE: 1 SnopbrooRArnnorl BecRtidVaioiJesorl ItMTiinescentA^^ I 

j Velinde StKong 

Ashenvole 

Afiknce 

25 

30 

Sentinei Melyrio Frostshodow—Ashenvole Astranoar 

Thyn'tel Bloiewtmei 

DwHrmfingVde | 

600 


1 Roene's Ckoiang 

Ashenvole 

AOkree 

18 

30 

Kraig—Ashemole 

Kioig 

Roene's Qeoming 

2450 


1 Roene's Cleansing 

Ashenvole 

Alliyice 

18 

30 

Kraig—Ashenwle 

Roene Wolfrjnnei 

Roene's Qoonsing 

3050 


' CHOICE Of: leiocci Stone Of IGutf^ 

lFWARD;lRingoff\reSdver I 

CuBing die Dveot 

Ashemole 

fikjKi 


25 i 

[Roene Wolfnnnef—Ibhervole Astramw i 

1 Roene WoHrunnei 


2000 


1 REWARD; 2 RestonngBdio I 

Roene's Qeonsing 

Ashemole 

Alliance 

18 

28 

Hidden Shrine—Ashemole 

Shoel'dryn 

, Roene's Cleansing 

230 


JoumevtcStoneialonPed 

Ashemole 

Alliance 

18 

18 

Fokkeos Goeth'Shoel—Ashemrale Astranoor 

Keeper Alugoim 

1 Reclaiming the Choned Vde 

675 


IheTovmolAjiixlaa 

Ashemole 

Aliknce 

13 

28 

Del^en the Purifcf—Ashemrale 

JelgrenIhePurifer _ 

' The Tower dAfihdoxx 

2300 


Die Tower olAIMon 

Ashemole 

Alknce 

13 

28 

Del^ the PUnher—Ashemrale 

BoMkhShedowstdee 

The Tower of Afthdoxx 

575 


The Beiouied Btrnent 

Ashemole 

Hoede 

23 

27 

BelocledWoterGbhe 

MosiokWnlelNss 


550 


Koymtfi Sriwind 

Ashemole 

Allionce 

24 

29 

Slindrd Swif^c—Ashenvde Ashonoor 

KoyneltiSdlwrKl 


600 


The Ashemoie Hunt 

Ashemole 

Horde 

20 

20 


Senonlhunderheort 




SdyrHonts 

Ibheimie 

Horde 

21 

26 

Pixel—Ashenvole 

Pixd 


2100 

JP# 

NogoottheZofotnSmnl 

Ashemole 

Horde 

14 

19 

Itedcol—Ashenvde 

Morin 

] 

1450 


TrolChofm 

Ashemrale 

Horde 

19 

24 

AAitsuwo—Ashemrale 

MitsuM 

1- 

1950 

17# 

Ffeedcm to Riul 

Ashemole 

Horde 

19 

24 

RuJ Snowhocf—Ashemfole Urigue fajw 

YonuSnowhoof 


2400 


AshenvoieCHjiramirs 

Ashemole 

Horde 

19 

24 

Kuroy'bin—Ashenvde 

luni/hB 

i 

1950 


The lost Poges 

Ashemole 

Horde 

23 

30 

Guido Roflestg—Ashemrale 

Gurdn Rogestot 

r 

3650 


ll CHOKEOEtl SfvedfkOpeioingftomorl OlenliondiM^ 1 

rMtotedrok 

Ashemrale 

Horde_ 

17 

19 

Thofk—Batens Crossroods 

Kodnk 

] 

150 


1 Report Id Kodrak 

Ashemole 

Horde 

17 

19 

Dcm Idongrip—Oigriinrnv 

Kodok 


150 


1 The Woiscng Reports 

Ashenvole 

Horde 

17 

19 

todfok—loners 

Kodde 


1800 

20# 

II Tone's Assail 

Ashemole 

Horde 

20 

24 

Torek—Ashenvde 

Ertog togetusk 


2400 

17# 

II CHOKE OF:) Polished vydngStoff or ISlQ^^ I 

II Wo5Dng Runner Updore 

1 Ashemole 

1 Horde 

ri7 

1 19 


r Worsong Rurwver 


r 

rREWARD: 1 Woisom Rinoer Mote 1 

1 Wa5ongOutnderUpdo9e 

1 A^ienvde 

rHorde 

nr- 

1 25 

1 

1 Woisong Oulrida 


r‘ 

] 

II REWARD: 1WQ(sor«Ck;:i;derUpdote I 

II Worsong Scout Uadute 

1 Ashemrale I Horde 

T 17 

r 2 t 


Woisong Scout 



_ 

T REWARD; I Woisong Scout Update i 

rirouble in the Deeps 

Ashenvole 

Horde 

17 

77 

IsiTOnaiv—Stonetdon Mounfoin 

Je'neu Sorieo [ 

440 


1 TheEsscrue of Aku'Md _ _ 

Ashenvde 

Hoede 

17 

77 

Je'neu Soncreo—Ashenvde 

Je'neu Senaeo | 

1750 

14# 

1 AlegrancelortieOldGods 

Ashenvde _ 

Horde 

17 

77 

OmpNote 
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Both _ 

56 

60 


RcAfneSoiuno 


6600 


i Greot Boor Spit^ 

Moonglode 

Aionce 

to 

10 

Dendn'te Stoitihn--AAoon(kide 

Dendrite Sicrbioze 

AAoonglode 

420 


fteorBewSsbiJ 

AAoonglode 

Horde 

10 

10 

Dendnie Stoebtoze—AAoonglode 

DondfiteSlotbloze 

JMoor^ 

420 


BocktoDomes^ 

Moon^ 

Mfonce 

r 10 

10 

Dendnie Stotbioze—AAoongloiie 

MothrensTri Beotwolker 

Grwl Boot Spirit 

85 


Bock ID lliunder Blutt 

Moonqlode 

Horde 

i 10 

10 

Dendnte Stothtee—Moonglode 

lurok Runetetem 

GreoABeorSpinl 

85 


The PlmdiiKi Source 

Moonglode 

Aionce 

14 

14 

OendifeStorbloze—AAoon^ 

Mcnnfcnon Wghts^ 

lessons Anew 

750 


JewM over Paiscc __ 

MooiKdode 

ASqnce 

J4_ 

h' 

Dendrite StoibAoze—AAoon^ 

AActfmrgyf .Beorwdkef _ _ 

Cuing the Skk 

975 


The Pincipd Source 

Moonglode 

tide 

14 

14 

Oendite StorbIcze—AAoonglode 

Tonga Runelolem 

lessens Anew 

750 


PeweroverPoisen 

AAoongiode 

Hade_ 

14 

14 

Deretote Slortwze—Mooii^ 

ittikRuisWe.T 

Cuing the Sick 

Vi 


UrKoverogPcslSeaets 

Moondode 


54 

57* 

Uhtber—Mjoooalode 

RdbineSetumo 

limber, Ardmist 

7550 

l#70# 

' CIWICE OF: I Riio of Dying Stone ry 1 Glowing Crvstd R^ |[ 

Ekme'sConrie 

' MoortWe 

1 Both 

10 

1 60 


1 Vobdir Siwsong 

_ 

i 

m 

1 REWARD: 1 Eiune's Condle. 1 lunor Fesrivol Tveworks Pock 

FestndOiedhs 

; AAconolcde 

i Both 

n— 

1 W 

! t VctatfcrSiwsong 



j fe 

1 REWARD: 8 FestidDLXnalKis l!‘ 

r fesliye limir Dresses 

MoornUe 

1 Both 

rn— 

1 6C 

1 

] Vdbrb Storsono 

1 

1 

1 _ . 

1 CHOICE OF; 1 Feslwe Gieen Dress ci I Fesiira Pink Ikess w 1 festive Pirpie Dress REWARD;) luiot Fesiivd fireworks Pfick w 

Festive lira Poor Suits 

1 MooniMe 

rBoth ~] 1 

r '60 

1 

1 Volodat Storsono 


1 


1 CHOICE OF: 1 feslive Bbdc Ponr Su: or 1 festive Bkie Pom Sril or 1 Fesiira Ted Pont Suit 

REWARD: 1 Linot Festivd Fkeeois Pock 





] Bune'sBiessiin 

I Moonglode 

1 Bath 

1 40 

1 60 

i VUodarSlinimg—AAcodode 

1 VdlodQ'StQBono 

J 

1 6600 

JW* 

1 REWARD; i EVme's Loilem, 1 lim F esthd Fireworks POck. 37912 

SmdRjxkets 

1 Moonglode 

1 Both 

I 25 

1 60 

1 

1 FflrielStoisono 

_ 


]^ 

r REWARD: 1 Sraoll Rodet Eetines. 1 lunor Festivd Frewarks Pock II 

i Firework launcher 

! AAoonglode 

TboS 

T4S 

1 60 


1 Fotiel Storsong 

IZ 

J 

I 

I REWARD; 1 Sdiemofic; Firework batcher, 1 Lunar Eestivd Fiewoiks Pock It 

[1^ Recipes 

Moonglode 

1 Both 

1 50 

1 60 

r 

1 ForielSmsong 

_ 

I_B 

1 CHOKE Of: 1 f ottem; festfref Dress or 1 Pettem; 1 esthd Suit REWARD: 1 lunor fcslhd ftewotks Pock II 

i Large Rockets 

1 Moonglode 

TfeS 

1 35 

1 60 

1 

1 ForielShiisona 

1 

r 

_ 

i REWARD: 1 boo Rocket Redt»s. Him Festnol Firew^ ^ II 

Pou^er Rockets 

TMoonglode 

11^' 


T "60 ” 

r 

1 Forief Storsong 

1 

J 

_ 

1 lEW^D: 1 Ciaster Rocket Recipes, 1 Lnoi Festrid f eermerks POd 11 

i loige Cluster Rodets 

1 Mmetslbde 

IM 

rjc 

( 60 

I 

! foriel^*3rsaii5 

J 

J 

J Ji 




*3 


279 































































































































































































































































































































































































































































































Tni& 

btaliDn 

ftJdfon 

ManUd 

ConUd 

^mrier IwqHd4i 

Riiisiier 

^rereipjHtle 

MdxXP 

[util Ikwiatd 1 


fiEWAXD: ] liHtlfi Olivier Kock^ SKj(K$, 1 Lura' Fcjitvoi Fiigwmfcs PQnk 

'1: 

(kistefliiunck \ MnNKlloile i Boih 1 5$ 1 6D 1 f MdSmsonq 1 1 i 


KE1MQ: ] SdifiiifitAicCliisJ& ljkiidieL llim 


QaioefjQktiwWindfijry j M#Ke 1 Hvds \ 


S RdFo^rcian—MulgoFeBlaaihacE \ Ruallag^tdai ' 1 

700 j 

2«25« 1 

Sturins^liMd 1 Mii(iCH« 1 flwfo j 

1 r 


550 1 

1#2S# ] 

s 


i 

DwnwnDiQging i Mdbm | Hotfe i i I 6 | BdincBlocdimf—^yQoreBlociHMl TteBiwSwf T "" ' ^ 1 ?00 f 

1 

CHOICf OF: 1 faffy Gindina a 1 Goidrtiefny^ 


P(«soa Water 

Mukiaa 

Hade 

4 : s 1 

Mul|Tliiindahgm“-Mij3^ MuBlundsdiiMii 


450 1 


Ihe^Dwy GHimHi 

AMoae 

Ben5e 

S 

B 

MamOpaistisika^Mulgaf Sealed S^nffCiais 

1 

525 1 



lilt lljraiiy 

Midgae 

Gads 

s 

a 

VaitaeCoL Crae-'AMaae 

MavCIoaifldka 

tic Rovoged Catim f 

525 1 



WinlerhgfifFOejin^ 

AWgore 

Gade 

i 

6 ! 

MuHTtandeihao-^lgae Gloodhaif 

MjJ Thundahcfn 

Poisai Wotei ‘ 

550 1 



nwnleifnii] Futem 

Muhjae 


4 

7 i 

Mffl ThuaJaficiii—Melgae Glanflimf 

M Hiundahaii 

WinletliMfCliai^ 




Ihindaturn Cbonsing 

Molttofi i 

Hade 

4 

a i 

Mull Thund«t«)iTi“WuloaeGkHHllreGF 

Mlhundahan 

Ifnimtahaii Tolaii 

700 1 



MDJTliJtieilHHiiOoak 1 


WiklmcrstorBn [ 

Mulgao j Bade 


10 1 

MudlhundadwoH-JiAulgaeBlaalho^ | 

Miii Ihudahan 

Thundeihan Obniq | 

9S0 

i 


WiidmcnetlHn^ ^ 

Mubre Tltaite" : 


IO 

M'jllhundahani—MidgaeBloaiFW. | 

MtlHIhuBdaham | 

WHiJaignelbtan [ 

1050 1 

_1 

CWICE OF: 1 Ceftmoniol TondmA ar 1 IXiwiiiwDitfa Si# ] 

Swoop Hwi^ 

HtkflK 1 

Hade 

4 


Men Wiadtoftm—Helgaie Bio^^ 1 Mai Winritoietfli 

T 

m 1 

?#50# 


the failure (o. 


HonJ^ 

S 

10 

w™Clmd5ttika“^4i*^ Mom Cbudsfolkflf 

ttie Rnvooal Canmin | 

525 



SmnrtsorFizAHkBi 

Mubte 

Gaide 

S [ 

12 

MaitOfludstAa—Mulgas . MowCbdih** 

IheRov^Cinmn I 

m j 

1 


CHQfCC OF: 1 CodKKKJ FiM Knife w 1 Cctln SimEt’ei 


Mmircfochs ! Milpre [ Ifodfe [ S ! B [ law iMsrHIliilpra ■ WaiRgiidl^r \ | ?ffl M?# 


CHOW OF: 1 ci Kwuref Swtjof 1 fb'ns HwrtarW&ftjtHils 


Division [ ^ 

Hade L 3 

6 J 

BcF«e Blgafiiixi-HAi^e Bkodhad 

ZflillBm FwaMuavs 


5S 1 

1 

lIttOMTMjnSainidCliwk MiJflOft l 

KOflie 6 

S^ 1 

Demai^aiwi {jknk 

SUHItW^lDud 


900 1 

S#40# 1 


OKSiCE Of: 1 Sfem's Haniiw a 1 Stwi's Bide 1 


Krte vl Vi^ 1 lygpre 

Budfi 

3 

''n 

2ali™TweM«it--^U9OTBieo^^ | 

latamo Twa#wffi | 

k^eolV^ 1 

m 1 

j 

RlBoiVisiai IlMyxe | 

Hade i 

3 


lahwn TwihHocre—Mdflas Hoodiad 1 

SsaWsseraiaar 

i^ie oi Ww 

480 



CHOiaOF;! todkerBooSStt lSuiffeDtonCM 1 


KrteofWtaSon 

/Mgaa 

Haiie 

3 

ID 

S«i Wisaama—Mtilgaii 

Aae^al ^ 

RjtaofV'EHi [ 

050 



kuriKY^ 1?«n(lerGl4 

Mubie 

Hade 

3 

10 

Amesflal Sfoii^-iygciie 

CoitnefllopiilW 

RitedWisdexa [ 

420 




Muloae 

hade 


14 

Ceiinfi Blaidhaif-^hundef Bluff Hb fife* : 

CufTsefllaidlioaf 

iaifiKyRioThundaffkdf f 

1250 



: ™0:1 Mo [hjttei'i Leggings 



ASocred Boiol 

Miiigoie 

Bade 

7 

TO 

Ladueepet RcMaem-'Miilgae Toaen 

[i!idkee(«rkaiaitaii 


5?5 

2#50# 


JooraertntlKCriHsroMfe 

lygote 

Bode 

9 

12 

RiiaeSlMahan—Bdirens Caiqp Taicip 

Ihak 

Ploinstiidet Mhkks 

230 



Hie Hiintei^W^ 

iMolftae 

Bode 

10 

TO 

Sfeicsn WhHetloud—Mulps Obdionf 

M«fci SmnflhoflF 

Plamtoda Wmae 

850 

I 


Mssding die Cdl 

Mulqae 

ttadfl 

10 

10 

Gsnnki Rljrantem-^Aulgae ESoodnaof Vilfap 

Tati Rtngtstan 


85 


TofBiigthelleosi 

Widgae 

ms 

10 

10 

Xm Sbap(Tv«—Molgon Rlasdnefl VUige 

towShaaRne 


850 ■ ■ 

. 


The HiflUei'sP#! 

Mitlgae 


10 

10 

Bny IhaidatHa—Thumler Blufi HuataEisa 

yowStHBimone 


85 



IhoHuniei'sllaSh 

Mulpae 

Hade 

io 

10 

Swi%“Ot^fflPf Vhlb of Hqna 

VowSkunamfi 


85 


The ltui4#sfatli 

VMph 

Hade 

ID 

10 

Thatc^-Fkiiotar RaiaGill 

tewShapmone 


85 


Tsohig ysl 

Md^ 

Hace 

10 

10 

tow $horpniate--M(4aa8 Hoodhoof Vitkip 

JoffShap^o 

loaing Hie Bust 

.050 


Tooling die SioiS 

Mdgoe 

Hade 

ID 

10 

Itew Sharpirane—tfrJgoie 6Mh«f VH^ 

YoaShapiane 

Gsrab Gie Besst 

! 050 


1r«iitgAaE(«0si 

AMgae 

HanJe 

ID 

10 

Ttmr SliaiiaiaE--4ife]ifi BbathaiF ITiiogfi 

MThunddm 

laning ihu Gwjt 

1420 


He*KMk»-TeiiL 

A^a 

Hade 

4D 

1 


HahCkwhool 


t 


[ tHQIOt OF; 1 OiecD Blow !v«h) a 1 Gleet Grav a t Gieot Mile Kale 1 

1 Fkr#KiHh}--Oi)eefi | 

ASitlwie 1 Hade 1 hO 1 1 1 i HaitClMtiMf 1 111 

1 CHOW OF: IGteot Grom ypvl GfutGwl^ at Gieol White lyo 1 


1 fejJOtywGtaxkflDiftioi [ KofrteJiie L ftlkince | Z ] S ! Wikn—Flwiim Fae^ ! GopijiyWiilan ! fojthtihwdcfThiews fSfO 1 ! 

1 CHQtCE OF; 1 Ippaaj FMs a 1 Lnyaed Tiaat o? 1 Eidp Cloak 


r- i 

[ iS 

IMtCompQstnsp 

feilhhiie t Wlifflitfi [ ! 

2 

Wdshfll tttBifide—Bwftn Fomt Norfhshire 

MkasholMtlRde ’ 

iiThrestWMai 

170 

25# ^ 


MvioEtnoflto 

iiadishjia | Hftm | ] 

s : •:; 

McKhflj MtOiide—EFtyiin Faay NatMia; 

mdmm n 

KoGoHCattpClanuii 

m 

40# J 

i 

BWbahqgddThims 

. Hafcshiie itSane S 2 

4 

Dpufv Wilem—Dwtnfl Faesf iialtriiHe 

GeOutrWillea 

A ITtaitWildiln 

m 

_1 

OtOaCE Of: \ WilitiD Gogprer 1 Mtio ttonwra' 1 MdifieSlatSHoed a 1 hliiiiiD WafumiTief a 1 MlinOuatefsl# 


Slcirni^DtEihofi&tgie 1 Muhtrs 1 ^itnce j 1 | S | ttonhdMc&tde—FlwpaFer^^ L MflistoMdeikk 1 bwsfiwrteliBfliite 1450 "T 

dlOiCE Of: 1 DiiHim Belt a i Outfitta GkK at VOctlilla Oku® 


Wolves Ados Hie Gonfar 1 NathjhiiE i Allis«e 111? 1 Fajsnt^nnfif^EhrvnnF^^ [ tag£KiFelt5lejiin(8f | lUD | 

*1 i 

CItOlCE OF: 1 Sdt Furled Shoe a 1 Mai fnm 

y ’ 

HetiatyaCidU^ j Naikhine I AIbu 1 1 1 S 1 MasNMi|iiile^-4)vq|iv ; Marjklfkdmt [ SkitaithaFihoUkkte j 230 1 

• i 
■ 1 

n 

JiEWil^DilPkemiSheM 

ATheotM 

Bdfthshe 

AlEaae 

1 

1 

Oetet^W^em—EI*Viw Fotesi Nortte^ 

Ma!halMnde 


JO 


TheSfdeRTinia 


’AfthuKe 

1 


IkitsifcljaSolle—EliiTP^ 

MlnSaHp 

Nawfli 

340 


Sifflctelena 

y! _ iF-_ i“ 

aiQiTresriie 

Ailiaite 

1 

1 

ModwIttcMfc—Elwyilfl Fcaeit tMtshia 

Iknefiestwre 

RdIhIiI CanpOeoM) 

40 


CaeKfotedl^ 


AilkHKe 

1 

U ^ 


Eia^SomW 

IGjiKldCaiipIlwa* 



^inj^tcitla 

_ 

iilkinre 

1 

^ 1 

Mmhal Mdffjdt—Ssynn Pawt Nat^a 

JaAkafidw 

yddOinipGe^ 

40 


MtmidUkr 

Honfi^ 

! yJiaite 

1 

\ 

Mjctslrtl ttcBtife—EUyiiftfaBi Mrshirg 

PdsStessMto.. 

ICchoUCatipClan« 

40 


SipliicleHa 

feiiHhlie 

L mance 

1 1 

1 


Kfielifenfifemai _ 

KiahcMCanpCIeam 

40 


Toflitiedlfifla 

ftwHeiiire 

siMi,. 

f 1 

r 

Mflshui Fa®i Narth#? 

Gndiila^ * i 

llobtAcICDnipOnnw 

40 


WflyCfetfCith 

HoitWHie 

pionte 

7 - — 

4 

Dpuly Wdlait—fWin Fowl ftoithtJuie 


Giahahudciflhieve; 

35 


msiimm 

Natrahire 

1 AScm 

7 

4 

Mlv Otsiwtti—fhiiynii fast Hadishiit 

JBrOwsth 

Bralhahood cf Ihiewj 

ISO 


Grope MaiilesE 

Nathshini 

irnm 

i 2 

4 

MlvOsiMltii—&mn F«*t Ha<li 5 hk? 

Bnfiiaibb 

WsHavtist 

360 


II CHOICE Of: 1 WiDMttiiy Ooct a t Lfitthd Beit 1 

1 EogpaMEnter 

j Nalhshire 

[hiimo 

I 1 

r 

1 DawttWiaii—flwymFbmtMal^ 1 Ipstw Fehskiunfif 

1 AlifflrWithia 

05 

_ 

t Wekaael 

] Naththiiis 

1 Attiofi'e 



1 WortfssftfaGiffVaHb F .ItafessS^efi 


[ 

_ 

11 OtOKEOf^lWdlaStoneaiPliifaCola^ H 

... 

OigimiiKi 

Hade 

4? 

40 

i&Tvaafh Sunthosa—Ginialfflids Gigfi 0 

i BtaiDfofFas 

k Sltdev Simntiw 

4400 

T#409 

ChJdrefl’sWeek 

ChpiouiKi 

Hade 

ID 

£0 


' Ckt^Oiplim 




i 

The WiaiwAi Han 

Otgiiiiam 

Haide 

20 

20 ' 

Waalfef Gaitt^OttpittWr 

i SanalhuaduHieffli 


uo 


CHfoRamtiy 

OgtimiTa 

Hade 

42 

4B 

Ortfi Otoffats—OiaiiiaHir 

. Maibik#K 


440 


g 

RfdiRoomr 

Oegrimnn 

Hade 

42 

4B 

ttphua Dhjfl®—Otgiimma 

[ Oilvgafc SuBdinsa _ 

ki{i|i1e Rocnay 

4400 


\6 

teish'ng ArcH ttEuid liLMlolvni 

C^ituna 


47 

50 

Jnnkaeiia Grydik-o—Oipuuna 

Ml Diiiid Hanwi Runetnieni 


470 


► 

( 

L 

ThaKseffffjaitfa 

Otghianor 

_ _ 

Hofdb 

54’ 

55 

Waiola GalaciMJigatfajf 

M Diiiid HanjiJ Runcfiitan 


550 


theSpifiistifSJaielakin 

Otwamor 

Hade 

13 

17 

In laietree—Oigawna 

Seerelli SlatelKei 

GcUnltmden 

320 


lifiani^ Rolatiais 

OrghMHir 

Hade 

3Q 

3D 

uovKi Diok“0igtiiiiiiflr 

KoJtliDn 


m 


ffiantaRidfliBiK. ^ 

ChQiilTHIlOl 

He* 

30 

30 

(dial—ftairmBf 

Ildumi5M)l«la 

AtkvKe Naiais 

1200 


Atktncekehilions 

Ot^iranw 

Hade: 

30 

33 

Tcfcfito Steeltiiode—Oesolotfi Ghos) ifftila Poif 


Jkfiaitie Rekitiais 

270 


BefoddbySfllyr 

Opiimnw 

Hade 

25 

33 

Tefeola StBsMidc—OesolKe Gtwsf Wala Post 

bkoitiSieelblode 

Afionce Relutiais 

2650 


IheGimiBgdSiiiis 

Chpninn 

Hade 

25 

33 

MoPa Baisstlitiei—GesoloceOFwi Wolka PosI 

. Maitiiii0a3^[ta 

Atones kotafons 

7650 


^oeRelDlietis 

Qr^irnma 

Haide 

30 

33 

Mola SbltihKle—OesukKO GhosJ Whla Flosr 

K^an 

Befaiedhv&rtr 

7650 


II CIBIC! OF: 1 Gloves dF iMon a 1 Suftraoser Cove I 

The Cfflrititta 

OtgriiiHiia 

Hade 

25 

33 

flwnd Gamci 5^ 

1 Monin Batestlna 


1300 


theConvla 

Orgrimna 

Hade 

25 

33 

iMauia BaiflsrftlH—GaiolateGltestWblkaPiJSl 

ManiniaisdBa 

llH(aiii]ita 

2650 


TheComeda 

ChginuiKi 

Hadl 

25 

35 

ttouria BoaBsplrthf—llEsokitie (Hwst Wolka Post 

j Mamin BaiesetHa 

Ih^Canjpfta 

2750 


ThflCoiwta 

Orgmima _ 

Hade 

25 

33 

Mttuin SatesplitlH—Gesolaa Ghost Wolka Pest 

' TsSjetoSldblode 

IheCaivia 

?70 


The Consfitia 

dr^iraiaa 

Hade 

25 

40 

Ideig StMftWe—lteMiKe Ghtst Wkm Ptast 

; FtfertoSiwiblotle 

Thelioiiuiflar 

3900 


II ClffilCE Of: 1 Basalt Butkfef a 1 Erfaca P®ttws 

J| CiaiiweeFiheWw) | Otgrtmnai 1 Me 1 10 | 11 | Gaa'd Bloodeiie—Oigrimaw 1 Gon'dGloodBye | Owtaeoftl^Vhid | G75 j 














































































































































































































































































































































Tnte 

Inaitwn 

flHllOl) 

Min Uv«r 

Con tevfif 

Sfpitflr loffljroft 

finislicr 

freiAqDfiittf 

MaicXP 

CflshHaAQrd 1^ 


tkpmfDW 

mk 1 

10 

It 

Gfln'ful BkHMfevB—Orgrinunoi 

Gop'd El»dm 

CreriAirpalriwVloid 

650 



CkBrarair 

?f«i]e [ 

n 

20 

Gpn'id Blowleyt—Drspmmor 

Coauf 

Bawurer of SoUs 

160 

"—li 

BlndCd^a 

Orgkunpi 

HpdB 1 

2(1 

20 


Zaikok 

OtoantBf pf Sfflite 

390 


Nb» 3 of DoQiiin 

OrgiinHogr 

Horde ' 

Ml 

20 

Zppkpjo—(Agriirfpnr 

Goaog 

BiyCpnil 

$90 

-11 

Hei^Df Dwfln ] 

Oi^itHidar 

Horde 

20 

!0 

OpapQ—BpnfcnsCttHappds 

Reo'^ 

Hpwsgfflagrtin 

775 


1 

Orgrrnmcf 

Hffl^ 

20 

30 

fm'z^fpr—$!anstplpp Mplrdop'iin 

tjippibsTiar 

NpwsdDdSai 

1550 


Ijjb's Mr 

ftgmwMf 

Horde 

„20 J 

20 

EfPP! Ddfl[p[)-'Biniffls 

Gn'rtiflfoabyB 

Dograt's Cagivity 

$90 


Th$ Binditn] I 

OrBPmmof 

Hputo 

20 

20 

WrU fllaodeYC—Orfirinintir 

(iffi'difllpfflfeve 

Iffra'sGtft 

im 


REi™i):1?™iSoDlhwcfi ■ ' ■ 



Dognif's Cop^iiiy | 

dnripvinr 

Ikiik 1 

2D 1 20 

CfuKf LnffiBf-HBnnpns [ 

Grunt Dogun 1 

Rpn'2i$jD's OtDiAilir 

Im 1 


Ik Snltaed U 

OcgniitTW 1 

M I 

10 i 3-3 

lli«T7ot—Oigiimnti [ 

Therjdt 

IheSlaifttarf Hond 

460 X 


KflMftigfbdeufCmrHns 



■ 

The SbaitigeJ H{)fl(l 

OfliiirniM 1 

Jtode 

m 

13 

IliErrekMliijTmnffif 

Tliaiet 


675 


NB[i(l<H&£9«fv«y 

OfjjiimnHir j 

Hl«de 

37 

4E 

Drai Dtaflers-Hits^innii 

Bran D-olfets 


2450 


N9diHaEti«iwfr.Mcft2 

Oigrimnpr 

Hffldp 

37 

61 

Dron Dipflas—Otpiin™ 

teppiicofaMidta 

tta^eteovav 

2450 


NecWme SttfliierY, Toke 3 

Otamiiraf 

Horde 

37 

64 

Crm Dipflas—OjVfPPw 

Joildl terpekl 

BaB^vr itw Gsms 

5600 


MW/ifill' 1 JiHy'i ft^MKing ifedwce 



Oipmirar 

Hade 1 16 

16 

SlwttiuE—Ofamior 

ZDPrfd'ntn 




ttwilK pf Kohfiet i 

OifiiniKir 
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rule 

Locpifon 

Faction 

Min level 

(on level 

Stpfler locoHon 

Finisher 

Prerequisite 

MaxXP 

(mh Reward 

1 REWARD: 1 Slomiwind Nouqci Hl'-' 

Ihe Lonv f esfrml j Sromiwnd 

ARkmce | 

! 

60 


iMnbsliiidHolhtngef 




UpMosiar 1 SlicnaleftiOTVole 

Both 

28 

31 

Ajeck Rouodc—Slronglethorn 

Ajedc Rxnck 

Wefcome to toe Jungle 

1250 


rasr Mastety : SlrancisiKKnVile 

Goth 

28 

33 

Ajedc Rouock—Sironglelhom 

Ajedc Rouock 

TtgerAtesleiy 

1300 

[/ 

roefMffitcfT 1 SlronoMioniVoie 

Both 

28 

35 

Ajedc Rouock—Strongfethom 

Medc Rouock 

Tiger Mastery 

2050 


TgerMasteiY 1 SkongleitKimViie I 

Both 

28 

37 

Ajeck Rouock—Stomglethom 

Ajedc Rouock 

TnerMostm 

2850 1 


: REWARD:!TigerHurrerGkrves Ci 

: 1 SfenngielhofnVde I Both 1 30 i 35 | Kebok—Stanqlcthcm Booty Bey i Kebok I (2050 I 35# "n 

. REWARD; BGobcinFstbv Pole f 

Pbnlher Atetery 

SlranglelhomVDle 

Both 

28 

31 

Sir S. J. Etigotfin—Sirendeihotn 

SirSJ.Eilgotin 

Welcome to toe Jungle 

1250 1 

P 

Pontic MosleiY 

SkungletftomVdle 

Both 

28 

33 

Sir S. J. Edgarfct—StnondelhorB 

SirS.].Eii{)(xfei 

Ponther Mastery 

1300 

§ 

Pontiur Mastery 

SiranglethomVale 

Both 

28 

38 

Sir S. J. Etigodn—Stncndiihora 1 

SvS.J.Filgodii 

Panther Mastery 

2150 1 


Pontinr Mostety 

SkPti^lhotnWfe 

Both 

28 

40 

SkS.i.EdQodifh-SltaidetKW f 

SirS.J.Eiigodei 

Ponther Mastery 

3150 1 


j REWARD: 1 Ponrfier Huniei legovgs lir^ 

RoptciMostety 

SltonglelhomWfe 

Both 

28 

34 

Hemel Nesingwory—Stojnglelhom 

Hemet hesiqgray 

Welcome to toe Jungle 

1350 

• 

RoptoMasttry 

StomciethornWAe 

Both 

28 

3d 

Hemef Nesingvniy—Stonglelhom 

Hornet Kesingirory 

Reptor AAostoy 

1400 

— 

Ropfa Mastery 

StoingiethomWAe 

Both 

28 

41 

Kernel Nesingvraiy—Stnnglelhom 

Hemet tfesingwcfy 

Rof^HMostery 

2450 

— 

RoptoiMostefy 

SlninglethomlUe 

Both 

28 

43 

Hemet Nesingwoty—^Sttonglethom 

Hemet Kesingwery 

RocrorMoslerY 

3600 1 

— 

[ REWARD: IRogtaHuTtBiluric 

— 

SuppbeskiPliwtellMesen 

SaonglelhornVofe 

Alienee 

30 

32 

Krozek—Stningletfiiyn Booty Boy ! ftivate Ihoisea 


6S0 j 

16# 

BooldeKefod ! 

Shnn^lkrnVde 

Affionce 

30 

35 

lieuteintf Doran—Stomgfethotn 1 Bookie Herod's Records 

Jungle Secrets 

1350 ' j 


investigotiitlioGamp 1 

Stoingletliom Vde 

Both 

28 

32 

Krozek—Soongleilhom Booty Boy 1 Krozek 


260 1 

16# 

Coknei KorTer^ | 

Stronglethom Vde 

AIcnee 

30 

40 

lieutenant Doran—Strongfetiiom 1 lieutenont Doten 

Spedol Forces 

3150 


1 REWARD: ISbrocnel Blester U 

1 Ihe Second Rebeilc« | 

Sionqlelfem Vde 

Altoxe 

30 

- -33 

SaigeontYolMO—Sfeongleihorn j SergesolYolNro 


'1950 1 

— 

1 BodMedidne I 

-1 >1uJ, 

xnnQNfiDoni yck 

Atcnce 

30 1 

34 n 

SergeoitYofiND—Skingielhorri 1 SetgertM Yohwo 


2700 

--1 

1 OIOICEOF;] PaimEiwdAtontleorlGueffloO^ || 

1 IblVntdMry 

StnngietiiotnVds 

Allcixe 

30 1 

40 

Brother Nimetz—Sirongletinrn ' Brother Himetz 1 

Kunen'sMyskry | 

3150 1 

1 

[ Md'Zolh 

Stnnglethoni Vde 

Alia<« 

30 

46 

Brcjther Nitnerz—Slrondethorn I Brother KJmetz 1 

Colonel Kurzen 1 

5050 

— 

1 REWARD; nronqui Orb |l 

Kurten's Mystery j Smnoleltiom Vole 

AIFonce 

30 

38 

Brother Nimetz—Strongfethom ! 

Brother Ifimetz 1 

IhiSecofdRebeIbHi | 3S50 1 

1 

1 Big Gome Hunter I Stnngletlioin Vde 

Both 

28 

43 

Hemet NesingiKiy—Stronafethom ' 

Hemet Sesagwory I 

RoptorMosicry ! S350 

1 

1 CHOICE Of: 1 MosJer Hunter's Bow or 1 Masiw Hunter's Rifle || 

Skullspltter lusks 

Seianglethom Vde 

Both 

37 

42 Kebok—Stmoglethom Booty Boy 

Kebok 

Bloodstalp Eors 

3450 

55# 

Knuck's Cookery 

StkonolethomVdi 

AIFonce 

32 

37 Coipoiol Koteb—Stiongletinm 

Kraz^ 

1 

1400 

—1 

Hdstiie Tokeevet 

StranqielhcinVde 

Both 

3! 

36 Kebok—Sminglolhom Boirty Buy 

Kebok 


2800 

-1 

1 REWARD:! GemmedGliyw || 

1 Jungle Seoeb j Seiangletk(n\Ue 

Alienee 

30 

33 

1 

lieutenont Doten 1 


1300 1 

B 

TTheHUenKey 1 Stnn^lhxiiVde 

Aicfxe 

30 

37 

Bockie Herod's Record:—Stnndetnn i 

Bockie Herod's StioogboK 

Bookielfetod 1 

1400 

!-1 

t REWARD; 1 Bookmaker's Sreplot || 

IheSoyRereoled! 

StomglethornVde 

AltoKe 

30 

37 

Bookie Herod's Strongbox-SiFonglethom 

lieutenont Doten 

IheKddenKeY 

1400 

; 

PotrdSdiKUas 

SftongielhomVde 

Albcnce 

30 

37 

UeuterntfOoren—Strongfethoro 1 

CoipotdSelhnon 

HeSpyRewflled! 

290 

— 

Report to Doien 

Sttanglelhom Vde 

AIbcnee 

30 

37 

Cotwol SethtiKT^Stionotolwn 1 

: tenant Doten 

PoirolScheddes 

2850 

—1 

! CHOia OF; 1 AmMer Smte or! Frost Metol fWdwts 

1 Ihe Gwen His oFSbonqletinn 

StnmgiethcmVde ! Both 1 30 i 40 1 Boml StoneooF—Sttonglethom t Bond Stonepot 1 Welcome to tie Jungle 14700 1 II 

REWARD; 1 Jungle Boots, 21W: Annot Br, 3Sooerw Heeling Potion 

Chopterl 1 StomgletfiomVde ! Both 1 30 1 40 ] BcmRSlonepot—Slronolethom i ElcmiStonepot I I 775 1 

REWARD; 1 Green HHIs of Sttongjerhom ■ Qioptor 1 

ChopterH | SinnglellKimVde I Both | 30 | 40 1 Bomil Stonepot—Stnnglellnm | BcrrlStooepot 1 1 77S | 

REWAM: 1 Green Hills of Strorsiethom • Chopfer II 

1 Qiopeeri I Sirarrglethom\Ue | Goth | 30 t 40 I BomilStonepoH-StiongleliKm | BemrStonepot I | 77S ! 1 

i REWARD: 1 Gfeen H3b of Stramilethom • Choptei III 

. Choptern/ rSksngleliomVale | Both | 30 1 40 1 BcmilStonepot—Stonglethoni 1 Born!Stortepot I I 775 i 

' REWARD: 1 &een Nik of Stion^eeluirc - Chapter IV 

; Sirarglettwii fever j StranglelhoniVoJe [Both [ 40 1 45 ] finFiencket—Siranglelwn Booty Boy 1 finfuiadct | | 5850 T 

j REWARD: t Medkine Blanket 1 

SttDP^eAgni fever 

SlrcnfifetioinVoie 

Both 

32 1 

35 1 

1 

Witch Doctor UnbogtM 



B 

IheDelcnseofGrion'goi 

SircrglelhomVole 

Horde 

■33 1 

36 

Commander Agsro'flodi—^Straagbtnm Grom'gol Ore 

CommonderAggro'gosh 


2800 

«• 1 

The Defense of Grom'gol 

SinindolhoinVole 

Horde 

33 i 

■37 

Commontfer Aggra'nsfi—Strmgfetiom Grom'gol Ok 

Commooder Aggro'gosh 

Ihe Defense of Gran'gd 

2850 

1 

REWARD:! Grom'gol Btxldet 11 

Mok'Indin'sEndiontineat 

SttcngMIiotnVole 

Jorde 


38 

For Seer Mok'lhcidn—SiraogMioin Grom'gol Ow 

For Seer Mok'lhordh 


2150 

1 

Mok'intdin's Enchantment 

SiTcnsfietKiroVflIe 

Horde 

' 33 

41 

For Seer Mok'ihorifet—StioB^feihom Giom'gol Ok 

For Seer Mok'thordn 

Mok'towdm'sEodnntiiieni 

24S0 

1 

Md’todin's EiiduntmMt 

StrongMiomVole 

Horde 

; 33 

41 

For Seer Mok'thvdin—StrangMhom Grom'gol Ok 

For Seer Mok'thordo 

Mok'thocdin's Endhontroent 

2450 

1 

Mck'ladin's Enrhonltnent 

SiTondeittotiiVoie 

Horde 

‘ ‘33 

44 

For Seer Mrd'thiidn—StrauMioin Grom'gol Ok 

For Seer Mok'diotrih 

Mok'rEroidin'sErKhQntiTierif 

4650 

I 

1 REWARD: IChdeeref the HiiihSixinion D 

Sp^ Forces 

1 StrangMionVIale 

Afionce 

30 

38 

Sageonf Yobwo—StonsMiom 

UeulenrorDoren 

The Socond Rebeiion 

J850 


Smlyond Demand 

SttanglediomVale 

Both 

2G 

3! 

DrizzBc-Slrangfelliixa Booty Boy 

Drizzlik 


1250 

n »1 

bap An Eye Out 

Stnngjliillioifi Vble 

Boti 

37 

4? 

Dizzy OnoEye—Strongfethom Booty Boy 

DinyOiroEye 

The Koodsol Buccaneers 

2550 

1 

1 REWARD: IDorktide Cops II 

SomeAssemtilyRequiied 

StimglealiomVole ! Boti 

3! 

36 

DtizzMc—Sfeongfeioni Booty Boy 

! Dnzzflc 

Smyfy ond Detiml _ 

i 1400 1 30# H 

The Stone of the Tito 

Stnv^lethomVale | Alance 

32 

37 

Boron Reviga/—Stnnofelhom Booby Brw 

j Baton Revioo; 

The Hoirtod isfe 

2850 ! 40# “1 

Whiskey Sfan's lost Grog 

StranglellHKn Vhle Boti 

40 

50 

Whisicey Sfen—Stiwigfethorri Booty Boy 

1 Whiskey Stm 


«oq • I 

[REWARD:5Run«yRuni || 

1 Hunt for Yenniku 

1 SttangfethomVole • Horde 

1 30 

1 

1 Knnboyo—StorgbtnnGram'gd 

1 Nimboyo 


^ 2000 ! [1 

Keodnetfing 

SiranglethomVale Hade 

30 

37 

1 Wndwyo—Slrorgfetiom Grom'gol 

1 Nimboira 

1 Hunt for Yenraku 

: 2100 J 

CHOICE Of: 1 Dorkspeot Cuffs or! Dotkspeor Artmplinis 1 

Welcome to the Jwgk 

1 StrangletiHmMe 

BoHi 

26 

30 

Bond Stonepot—Stangfethom 

Hernet NesinoOTty 


250 


HoodsuWtOonHrwh 

StiwiolethornVGie 

Hoiife 

30 

41 

tkmboyrt—Shargfetioin Gwm'gol 

BubUfegCouldroa 

Heodfatnling 

3300 


Speaking with Nezzhok 

' Shongietiwn Vde 

Honfe 

30 

40 

Bubbling Ccriiron—Sticnsfetioni Grotn'gol 

BubblaCauidroa 

BlootMpCIanHeods 

2350 


SpeokiriQwithGon'njiah 

Stnnalelhoni Vofe 

Horde 

30 

’ 46 

Bubbling Coukkon—^Strondsihcra Grom'gol 

BubbfeQCouldror) 

BlootM) Cion Heeds 

4050 


Up to Snuff 

Snongielttm Veto 

Both"' 

37 

41 

DMQ—Sironafetiom Booty Boy 

Deeg 

The Bloodsod Bucomits 

1650 


Ihe Fate of Yenniku 

^ngwiMOfn vck 

Horde 

30 

45 

BubUng (oddion—Strongfethom Grcm'gd 

Kin'wedcry 

Speokingwito Nezzlok 

390 


Ihe Singing OystGis 

SironqlelticmVde 

Ho^ 

30 

45 

Km'vweloy—Sticndeliom Giom'Gd 

Kin'we^ 

Ike Foto of Yenniku 

3900 


Ihe Mind's Ive 

Sto>ngi^n\^ 

Horde 

30 

46 

1 Kin'wnfey—^StoirWiom Grom'Gol Kki'mieelrry 

Ike Singing CiysKto 

SOSO 


Sowing Yenni:u 

StrondetiornVde 

Horde 

30 

46 

Tlto'weelriy—^StiarsM»m Grom'Gol I Hinboyo 

Ike Mind's Eye 

5050 


CHOtCC OF; 1 Nenboyo's Alystid Std or 1 Medal of Cormge 

Fling the Soul Gem I StrandethomVDle | Horde 1 1 1 4A 1 1 Yenriw I j | 

REWARD:! fifed Sod Gem 

1 Messoge in 0 Bottle SirangMtomVQle 

Both 

L 

45 

Ctnfuly Folded Note 

PiincessPooboh 


2900 


The Boodsof Bocccneers 1 Slionglelhwii Vole 


1 

41 

First Mota Cnzz—Strongfetliom Booty Boy 

Bloodsel CotraspoMfence 


2450 

40# 

SloodyBoneNeddoces 1 StianaMtomWiie 

Hor^ 

1 30 

37 

Kki'weeby—Sinngfethatn Grrroi'Gd 

Kin'wwiav 


2100 


{ REWARD: ISfeodbone Bond 11 

[ Ihe Bioodsci Bucconccts 

1 StmndethornVaie 

JjBoth_ 

1 37 

T 41 ~ 

T BborlsadCoiresjDn^e—Sti®^^ 

Fist Mote Crazz 

The Bloodsdl Bucciineeis \ 2450 

H 

1 Split Bone Keddoce 

' Stwngicthcm Vde 

Tifenfe 

30 


1 bi'vrteloy—Slronafedttn&om'Gd _ 

1 Kn'wedoy 

1 Bloody Bone Heckloces j 34S0 

I I 

KHOICE o7:1 Dcikspeat Shoes or 1 Dorksooor B«ls II 

Ttie Bloodsd Guctanee5 1 Stmnglethom Vote 

1 Both 

37 

1 


TheBtoodsod Buctoneefs ijW_ 


Venture Compeny Mining j Stranglothom Wie 

1 Both 

30 

1 41 

1 CraiWFizzleboh--Siron^thomBooty8oy ■ Crank fizzleh* 

jSin^ Blue Shotds ^300 

, 1 . 



j (HOl^Of: 1 Gobbi oi \ Slv wSpode 



































































































































































































































































































































































































































































































































STRftWLEmoi^ Vale. 


Fartiopi Micilfiffli CflnUvet Slorte? iMnliim 


MyiKi? Cijah Reword 


Wotg Eletnenrtpls 


MoBifd iirdiife 


Ansjnefti's Ifey 


Hb Bfaodaii B«ta»9R 




S ceiiflgSi wky 
Tiiilifn a 

The Bicahtit Bu:«mflft 


S'lirndplt an VdIb 


^Tnngfeitmi Vot e 


^iror^lBThwnVDle _ 
SlTOX^flM Wia;^ 


SlUHisteihwi 


Shififliathan Vnle _ 


&lTtB^rfKHTllV[llE 


RtWftRII: 1 EkirisKatEr ^in'ic 


SlTui^nm 'Ade 


dkince 


tikin£fl_ 

tfkmcE 


e^lli 


go<ti 


8t‘^ 


J? 

37 


Sflfoii Maae^STTOfigleikHfv BooTy Boy 


lofwi Mger—fo oly Buy_ 

Afdaring e A miiBiT-i RgiewEgvi?;—Alfnrac ^jntDini fejgm 
Flat iTtaife Seahom—SlujitefeAwit Bc<Jy Eny 


GiHili Fiiifebiil)—5lTtinal&‘ham Boqly Boy 


'Sea W# WffiKinifff^S^anfl^elfaiMii B ooTjf Btw 


'Shd>^ Fh ilT^anma <eihoffl Booty toy 
Flat Wmta Seelumi—SlicrQleftioni B<Mtv Bay 


BganliBvilfloi 


Asutm EunMbJp^ 
Ca hfljiTilhg Slade _ 

FtMtitelef^Mhcfn 


Ctacfcnd^ 


WPhilfoe 


'Sm Wa r 


FkatfeElarSeoiiian 


Jk^tgtteFtl^idffi 


lAbtar Baitenlicb 


Lj 


jm 




Hie Btewfenil ^-HEDneeis 


m 


im 


m 


W aning Shoky 


Tha Elaotlscil Bimofiegs 


I 4850 


m 




40# 


VoadscDiK^ 


ItBHy Efl/ Bimpit 


Tl»{ifl$etiflfaeFiife^ _ 

fe£W^&: I Kebe eF Crj^ol Waigi 


Sfipitgleltwcn Vale 

Both 1 30 

44 

'Sw Whir Mnlep--^*njn^thom Bohty Bey 

■’SMWdtf'MwKrtay 

Eehin ieModijiiey [ 3750 

5S# 

SliratieThmVd 

ABfliKie 

37 

39 

[pfei/n lha Sktile—SmorK^etlmr BmhrBoY 

Cotelp fe Kiejfe _ 

jitretstri's Key 

7750 


StrsnglettiwfiVtb ' 

1 MtHice 

32 

40 

Colfaifn the Itode—StranolBlhoHi Baply iuy 

Boren teidgaz 

'Fietiy Etoy"' Duwiti 

am 



GockinflMajrY'iFfflit 


] S^nmalaltwia yple [Both 




I 'SwW' MfldCrtev 


1 Vpwkm&jB 


'Tm 


Tha Hpupted Ide I 

StW^Ptn'/clfl 1 

llfoe 

32 1 

1 37 

Kroiitd—Strc/idafliafn B«ly Boy \ Borwi ?eiflgsi 


2?D 1 

AlutisliviBBLRJe 1 

. ShpngletWn ] 

1 EjiIi 

3fl ; 

LlL 

Ft/wtoHBIflodi“--Slrflngie(^ 1 F^voteer EfoctSi 


35D(1 i 50# 


laWftR&ilFelieiCgMfl^ 


WglMdsh 

1 Stia^lbilKNrrVale ^ Belli I 

1 1 

52 


Rintied LjEabMt 


r-- 


2onzi'sSwef 

■ StMogblhptii'Vcte 1 BsfHi 

[.-J5 . 

44 

Ctonlt fizzliUjb—SnonaleSioiti B(n1y Boy 

Cniit FlETldMib 


3750 



Nilam to CwtHUfll kiefcb 


StrtnfliettKiiiiVale | Hjapw ! 37 | 37~'" | l(rajek”SiTPPg|piFafpEMty Bay 


I OapoiiotKi^ 


I FowflerKreeak 


. 7550 


Akkhhy thaflondle 

Strangleitbcmtt 

A&m: 

33 [ 

43 i 

Pmotser BiJods—SlrenfMwrr Booty Boy 

PrivolEBrfioy 

AfatsbythartatKlIa 

2700 

45# 

Cortello'sCiiJflf 

Siraaglethora 'WAe 

Belh 

35 

43 

Oaiedla''i Biddle 

ASoMy Stroll 


34QD 


Cjaitelli)'l KitWIt f 

3!ianr|ieitKifrv£ttc 

loth 

3S 

43 

fl So<wy SobU—S wamp o4 Smnim 

AAusiyWI 

CoftialloVSEidkie 

3BQO 


(^elb'sKkbya 1 

StiengbBHHnlTale 

Be^i j 

35 

51 

Musty Stnafl—Swimp of StMiav^ 

CortdVsTiaesiiee 

Ccifsllo's Riddle 

5TCO 


REWAKfl: 1 Eni^^fer's KhobskS: 

Fever lor Kmzi^ I 

Stipaglethoni \'dt 

AlCcfflO 

32 

37 

Kiairi—SiraTglethatn Booty Bay | Rmifit 

ttiaiek'iCaoltflry 

2100 

30# 

ExcehkK 1 

STioaolBltninVale 

Bath 1 

31 

38 

Thinft—Slran^in Booty Gov | 

Driz^ 

Some Assetnbb Roquiad 

2fl50 


RMilFwto Boots 

IhiVileRtd 

SlwriWioiteVaki j 

hoide 

30 

37 

Kin'wHtiy—ShanflIatlyjiTiGfain'Goi 1 On'WMkiv 


2850 


?ii9ssi»ei(ii0 loittfl 

SlKingkittMjfn Vafe 1 

Edt 

45 

SI 

FtSfKess foolMh—StwaglBthcrn i 

Piititess Pecbch 

Message in q Bottie 

7350 



Micf* 

Stian^ethamValB 

Horde 

32 

37 

tiinbflyo^StHnglettHra Gtoni'gd 

2gtigif 

TtcHbiine 

700 


fcicEtkSal^g 

Stiaidbritam Vde 

m 

55 

SO ' 

'PtiefttyBoy" Dukwi-—S tienglelhDiii 

Fleel ilfcister Htolkin 


6S0 


The Corejim Keod 

Slratgletboiti 

AlbXB 

25 

30 

Caovmeei fiuregfli—Slrangbtlwrn Booty lay 

ClatkOolhv 

fesnae la Sooty Bdy 

1200 


Gpbln Swnsodifis 

ShaaglathotnVaAe 

^th 

29 

37 

WhofmoiMr krsd^StHmgl§hroiii Baofy Boy 

BpratiRevilQiiz 

SdlnSporsofSHp 

250 


CcWHi SjMftsofshp 

StiangjathHnYalo 

Bath 

22 

37 

Boiw fevdgoE—Shiji^am Booty Bay 

^njn Reviofior 

GobfaSocosotsHp ' 

2BSQ 


Go(7iit5{Kineffdiiii 

StiansWioinVfllc 


29 

37 

Baan RoKlgae—Strangliitbcfa fcaaly Bey 

Boidk 

Goliriii Sjmnsofsliill 

;5d 


The MilTnil Orter 

StncttAeihom Vda 

Both 

40 

40 

ilTii&iai^Stroridtt^ Booty Brnf 

GcAraii the Anrient 

InSwithrrfGGbn 

31^ 


1 Smelr On, Smelt Oft 

SUDnglcthofpA'ete 

Both 

40 

45 

Oahttii the Anoartt^Stran^ain 

Gqhan thoAndEot 

Tha Milhi Older 

350D 


1 SEW'A^D: 1 ^k: rala M'ltbnl i’iiTts 

1 TheCfMrSjhierOKarar 

Slra^MtotnValB 


40 

45 1 GdraathaAndsitt—Shanglalhofa [ OahvanBAiuattf ] lliaWitthalCj^r j 

3900 [ 


[' l!EWAl!0:iPfcBu;pnteMittiiC?ryiffi 

1 TtBTtfTitfTtielmeijE 

Stratiflleto ^tle 

Beih 

40 

45 

Gohon the ArrienH-StroioMtOiii ! 

Gthia/tthp Vifiwr 1 ThftMilhfilOiife [3900 j 


RWASO: 1 rtins; r^le Williiil Sbodder 

Galvan's Tioerthipi j 

1 SnoiwilelTioniValo I Bath \ 

445 

45 

edwin the Afitienl—StrfflKilethorn 

Trefitpfttjghthoinmef 

^malrOr, SmIOff i 

2900 


Blarbaiaidi! j 

StnideilwtnValB j 

M\ 


i 45 

Gflkiti the Antien^-SirongjalbHn 

; Bolyan ms Aoebm 

Snwlr Co, Smelt Off [ 

39ft) 


1 

1 

ff 

1 1 

1 

1 

i 

1 

u 

GflOmaigftKHMa! | 

1 StoangkthocnWfc 1 

HatdB 1 

20 1 

L3S 1 

fstooiy^nicnibiiiofn Booty Boy | 

Smry I 

, Chifff&gctBeiStooly | 

1 

L 

REWARD: 1 CdbBn TiwstHHider 
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turslidCbdes 

Houle 

S 

9 

FxetuSer lygpfld—liiisfni Gkrdai Brill 

Esmilor Zyigond 

6t War Wirfi The Sootier Crusafe 

[775 

3# 

ATWhrmiheSiDifaiCftiso^ 


Horde 

5 

10 

Fieodor Zypid—Tiidiil GlndEs Brill 

Exerut&i ^tipnrf 

AtWarWilh Ihe SrdarCiusode 

[650 

3#50# 

AtWofMlheStodarjvsuife 

ri^Gbdes 


5 

12 

tmm itgonrh-Tsisfol andes 1(91 

Exerub Eygond 

ArWaWlJrtiThoSrurlflrCruiBde 

[900 


CHOICE OF: 1 C«:ofnoaff Aria c? 1 Sfiii^ Hpldst 

Pjoiff of Oeeiia | Tnffol BWes 1 Hade j 5 1 7 | Oeffhgurrf Biiqsss^M^ 1 D40tt#«ri 8tfgess ] AjI^ With Hie SuufeiOiusiide ■ 625 h#75ii 

CHOICE OF: 1 Iwobifl SEa EiDHira ot 1 db^ BeJler 1 Nened Glows 

IfeeOdliifCeflffi | Ti^Gyei 1 Ifoiiie 1 7 | 8 1 &EtdBn0fldiin^rffl5lcFdiodes Biil [ Gretcheit Oedonr | | 700 t 3#25# 

CH(MCE Of: 1 Adbpi^ crook Of 1 Sewif^ 




VfantBtfaHBtEw 




I t> I 10 I WpnidftRte-MqbdE 


I EiteailiH IwHHij 


Bo 
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Title 

Irxofion 

Fociiori 

Min level 

(onUvd 

5lQrtef Locot'ion 

finisher 

Prerequisite 

MqxXP 

(oshRrjward | 

J 

CHOICEOF: I BfosScoloPWscf 1 TJltt'jfei J! 


A Pukid Tisli; 

hiisMGkides 

Horde 

4 

6 

DcdhguordOaitoger—riiis&l Gbdes Bril | 

DaodiguadOifiago 

! 

410 i 

1# h 

2 • 

/); 

i TliePiaiiggiLidi 

Tiiisfol Glades 

Horde 

5 

8 

Mogistiate Sevrett—TiisM Diodes Btl | 

Bettokeshad 

Groverotibers 1 

180 i 1 


fieidsrfGnif 

MGktdes 

Horde 

4 

7 

Apathecarybboon—Tirisfal Gbdes 1 

CoptuadSusietZeabt 

FieidsofGiief T 

160 1 j 

> j 

1 IhefcmlyOYiit 

riiisfdGkides 

Horde 

7 

13 

MogistoDtoSevreiv—TirisU Gbdes Bri MogistHite Sewon 

Speak with Seim ! 

900 i li 


1 CKOICE OF: 1 Stof! or 1 Boneoockei It 

>1 

PravingAllegionce 1 

Tiitsfal Gbdes | 

Horoe 

5 

12 

Gunther Arams—Iktsfoi Gbdes 

Gunther Arams 

Return the Book 

675 ] 1 

D t 

the Dormoni Stole | 

hiisfalGbdrs ! 

Horde 

5 

10 


lith'sDroaUk 


n - 

1 [ 

y? j 

ThePioiSgoKxtiiteKjnis j 

Tirisfal Gbdes 

Horde 

5 

12 

Gunther Arams—TiiisFcl Gbdes 

Betfiorkrshord 

Proving Afcgbnce 

900.! "'1 


REWARD: IBcceBwkJer ! 

. ■■■' 







r 


TheMii^Ownun i 

Fnisbl Gbdes [ 

Horde 

6 

8 

Deothguord DSnger—^TirisM Gbdes Bii 

OeafhguoniDillingM 

APutridlosk 

875 ^ I 

4#S0# 

if 

i CHOICE OF: 1 Cr/pUdker Boots or 1 Stuidy (Mi Iro^Jseis |: 

i 

i AtW(jrWiih]heSa»etOus«i» 

U Gbdes 

Horde 

5 1 

8 1 

Executor Zygond—Tirisfal Gbdes 8ifl | 

Exec^Zygoid i 

i 

700 ~'"T 

2«2S« |‘; 


1 CondlesoEBocbining 

rrisfaiGyes 

Horde 

5 J 

JO J 

I 

Crate of Condks 

i 


-! 

J 

1 REWARD: ICvidIo of Beckonni I: 

if 

Delivery to Slwpine Forest 

riisfol Gbdes 

Horde 

9 

TO 

Apodtecrvyichoan—^TirisFal Gfodes 

ApothecoyRenfenel 

7 

625 

?9S0« 

11 

AliswPdaM 

Tnisfol Gbdes 

Horde 

i 

II 

ApodieciHy Johaan—Tiisfol Gbdes 

CflplmdMocntoinew 

A Kew Plogue [ 

875 



fUsj'sSumons 

Toisial Glades 

Horde 

10 

10 

AgetehlM-^^ 

Corer^Hd^ 

CreolueaftheVoid j 

M. 


n 

SHoAins Up SorliisiHro 

REWARD: 15 Hdiow'sEadPuntoi^lieat 

insfoi Gbdes 

Horde 

25 

60 

Dofkcalier Yorib—Tevsbl Glodos 

OOrkcoflei Yonko 

-L 

1650 


i 

! MemetCaEod ^ 

rnsfol Glories 

Horde I 

10 

10 

MoionCci—Tirisfd Gbdes Bii 

Monel (okod 

Ihe Deolhslolkers T 



% 

^ todo'sfek 

Tiisfiil Gbdes 

Horde 

5 

5 

Gordo—Tirisfal Glades j 

JunbrApotiieoeiyHQibnd 

7230 T 



: Doom Weed 

Trisfol Gbdes 

Horde 

5 

6 

Junior Apofheoiv Hoind—Tirisial Gbdes j 

JuniaApoAecayKoibnd 

Gonb'sTosk f 

550 

i#2S# 


i GonRentsOFDadcTies 

Tcisfol Gbdes 

Horde 

5 

4 

Dark Cleric Beryl—TirisM Gbdes Bd 1 

DokOeKBeevI 

! 270 1 



i REWARD; 1 Acdyte's Soaifidol Robes 1 


tnFmorofOoifaiess 

riisfoi Gbdes 

Horde 

5 

4 

Oak Qeik Ouestan—Ttisfai Gbdes Oeoihknei j 

Dadcdeac Beryl 

i90 1 


: 

te&ds 

TrnsMGbdrts 

Horde 

30 

60 

Doikcclerlfanbt—TifisFoICbte | 

ta 

i 1650 1 



RiinedXegs 

Taisfol Gbdes 

Horde 

25 

60 

Brtrxta-Hilsfnd 

DoHccdki YonAo 

RotmEggs 1 

1650 



1 REWARD: 1S Hoilov's End Mein Trect 1! 

J 

Errand for ApodtoocryZinge 

Urtderdly i 

Horde 

38 

45 

Apothecary Zbge—Underciiy 

Abssond-o luco 


390 



Eirand for Apodneoy Sage 

Unlirdty ! 

Horde 

38 

45 

Abssondroluca—Undoaty 

ApethacoiYZiQge 

Fmind fa Apotfrecoy Zingi 

^0 



Into toe Field 

Undirdty 1 

Horde 

38 

46 

Apolhecary rnge—Undercity 

Chief EngbeeiBagewfuzb 

Errand fa AprrihecotYZinge 

2000 


z, 

O 1 

IheUdi'$Uer!9y 

Ihufardtv 

Koide 

5 

8 

Seltokodwid—Underdty 

Botha kestod 

Ihe Pcofigal Ikh 

525 

1»7S# 

gi 

Return die Book 

UadercHy 

Horde 

5 

8 

Bettn keshoid—Uodercity 

Gunther Arconus 

Thelidi'sidenlity 

350 


R| 

IheCKnwiofWil i 

Uadvcily 

Horde 

34 

39 

Sholndre—Underdty 

AA^'o 

The Crown ~dWil 

300 



AHusbontf'sRneoge 

Undecity 

Horde 

10 

20 

RidtaAnileait—Underdly 

RolebhAndtem 

Robigfiond the UndeKily 

1550 

12# 

1 i 

1 REWARD;! Ring of Stoin II 


Die Siv, the Hood and the He«t 

UttdeRiiy 

Horde 

30 

44 

KeepaSel'dinar—ibdocity 1 Keeper Bet'duga 1 

To Ibe Undercay fa Togyb'sObest 1 

5600 1 



TbeHewFttniicf 

Undodly 

Horde 

54 

55 

HoriiingaBrMnta}—Undeinty i 

AfchDruidHonKiiiRunQlotom 

1550 



into The Sroriet Monastery 

UndeKily 

Horde 

33 

42 

VbitnnrtmB—Underdly 1 

Vorimethros 1 

■ i 5150 1 

1 


CHOICE Of: 1 Sword ol Omen or 1 Ptogiiefe Cone or 1 Dragon's Blood Kedia 

» . _ ■ _ . . . ■ ^ 


GoinaGiMig, Guano! 

UnderdtY 

Horde 

30 

33 

Misler Apolftorary Frnnl—Undefdly 

MosterApoitheaiYFarQneil 

—-f 

1 

3300 1 



lieortsofZeal 

Underdty 

Horde 

30 

33 

Mbsta Apoltiecny Foroml—UndeidiY 

Absto Apolhecary Foranefl 

Gong, Going, Guonol 

3300 J 

— 


i lo Stool From Ibieifes 

Undatedy 

Horde 

27 

36 

Germe Cdow—Undeecitv 

Genom Colow 


2800 J 



■ CHOICE OF: 1 Grim tottons oil ftdton Cuffs 1 


' DttBiniing 

Underrity 

Horde 

10 

10 

Cmnda Holga—IlMctdlv 

rntnnrtfi Urimw 

lorMU) nGOi 

Creature of the Veid 

625 



I DevourerofSuds 


Horde 

20 

20 

Corenrb Holgii—Underdty 

Godrickfosan 

Dmuer of Souls 

160 



i Crwtoie ofdieVord ^ 

Undmily 

Horde 

10 

10 

CaremtsHolgar—Undeidty 

lofonoii tloqlv 

Creature of the Void 

625 


!l 

IheBnlng 

Undercay 

Horde 

1 20 

20 

CoHidH Hobo—TJhdeedly 

Corenin Htar _ j 

Hearts of Me Pure 

1550 


[ 1 

REWARD: ISrnolSrxJ Pouch I 


HeoitsoftIttWire , 

Underdty 

’ Horde 

20 

20 

GodikkFasrM—Undertity j 

CorvidnHdbw 

DewwH of Souls 

1550 



Tome of the Cabal 

Underciy 

Horde 

30 

30 

Joroli AaBOW—Underdly 

JorohAnrison 

ToneoftheCobol 

600 


1 

lome of the Cabal 

Undercay 

fteide 

30 

30 

JordhAecisost—Undoaty 

Stiotoi Eason 

ToraeofiheCobol 

2450 


J 

Die D 60 tlistott.efs 

Underdty 

Horde 

TO 

13 

AAonnet Cokoif—Undodly 

MeanetCokod 


675 



Ibe Deothstalers 

Underdty ~ ^ 

Horde 

JO 

13 

MennetCokod—Underdly 

Anion Gont 

The Deiilf5taike5 

230 



The Deothstolers 

Unkdty j 

I Horde_ 

10 

13 

Andron Gone—Underciiy 

MennetCorkod 

The Oeolhstolkas 

230 



Ihc Deathstolets 

'underdty 1 

i itade ! 

TO 

13 

AbnnerCaikail—Underlay 

Wnmotfras 

The Oealhstaikeis 

: 900 



I REWARD: 1 Blade of Cunriy] 1 

' i 

: r 

FerwridUm 

1 Underdtv 

Horde 

16 

16 

Atennel Coikad—Undercay 

MennetCatkad 

1 

8/5 



Took of the Inde 

lUn^ity 

Horde 

16 

20 

AAennet Coikod—Underdty 

MetmetCaikad 

Feiwrick Thoiros j 

1550 


j 1 

Reclaimed Trezues 

UndeKilY i 

Horde 

33 

43' 

Poliidc Gorelt—Undodty 

Patrick Gonet! 


3600 

60#^ 


fill the ShoiteredHcod 

Undexify 

Horde 

16 

16 

.UoneiCaikod-Undaidty 

Shenthii 

IdOrofimirar! 

120 



UnesofComrnuniOBtoi 

Underdly 

Horde 

42 

47 

Oran Snokewnllie—Underdty 

OmnSnokewrithe 


3150 

70# 


Seeking Stiohad 

Underdtv 

Horde 

30 

30^ 

Coreiidb Hrbor—Undordty 

Slrahod Forsun 


600 



Bring the Enri 

UndercDy 

HorrJe' 

37 

4? 

: Andrew Browneli—UitdiKity 

Andrew Bmwndl 


4300 



[IewaRD: i Varnu^s Sword, lAnibefBfbw loiisrKn 1 


Gottn EngtoMdBg 

1 UnderdW 

Horde 

30 

47 

Grohin Vbn fokrt—UndeKay 

NorxSanxkMsprina 

The Fledge of Seoecy 

420 



Seeping Cotnplion 

1 Undenity 

Horde 

45 

52 

Cherrist Cuefy—Undeecity 

Chemist Cwiy 


2550 

._40# _ 


Seeping Complion 

j Undercihr 

Horde 

45 

52 

OMTistCuely—Wndotity 

lharso Wmdsoq 

Seeping Comiplton 

500 


i 

Seeping Comption 

I Underciiy 

HonSii ' 

45 

52 


OwmistGiely 

Seeping Corruption 

SlOO 

JL# 

1 

1 

Gnome Efl^eriq 

Underdlv 

^ _ 

; 30~' 

4/ 

Ginfon Wm Wert—Undercay 

OllletllOltoOtNioacus 

The Pleibe of Secrecy 

420 


i 

Assisting Arch OnidRunelotem 

Undercay 

Horde 

i 47 

SO 

htoltatt Norman—(Meedty 

Arch Onid Homuril RutMlotem 


470 



ASoinpieafStnne... 

Undetdly 

Horde 

48 

52 

ChernistfotJf—UrAedly 

Chemist fuely 


5100 

60# 

1 

t 1 

^.ondoBotdofOiMe 

' Underdly 

Hade 

48 

56 

Chemist Fuelr-Underdty 

! Chermst Fuely _ 


5800 

65# 

1 

Testa f» taoiilies - UnXoro Croter 

Undercay 

Horde 

48 

52 

1 ! Testa Etopenent 





1 REWARD: lUn'Goio Tested Sonxife 1 


1 MeBnaofinfiuenres 

1 Unierdtv 

rifatde 

r^8 

Fss 

1 Chemist Fueb—UadeKay 

CtNtnstFrreiy 

1 ASompbflfSIime... 

17050 

1 


1 flWIfEOf: 1 (hernist'sRinoorl Cheirist'sSmod I 



1 UndeKily 

} Horde 

I 48 

' 52 

z: 

{ TestaMwm 

I 

_ 



f REWARD: 1 Comraf Tested Soimle 


The fecemioh Blues 

Undodly 

Horde 

50 

52 

Royal 0ve5eer Bairns—Underdty 

T Jeremiah Poyson 

Bettor lote Than Never 

5100 



AColtoAriiKTheFlinMlandsI 

Undodty 

Horde 

50 

50 

HofaingaibMnnd—Undodly 

High FxKutor Oerrington 


470 



DcvourngFlogee 

Undodiv 

Horde 

20 

20 

Miles Welsh—Thunder BhiiT 

AdMiMysto 


390 



Devouring Plogue 

Undoidty 

Horde 

20 

20 

Ui'kyo—Orsrimiio 

AeMwiyste 


390 



Touch of Weakness _ 

Undodly 

Horde 

10 

10 


Aekhalyae 





Touch of Weakness 

Undoedy 

Horde 

10 

10 

loi'jin—Ourotw Roza HI 

Aebhai^ 


210 



. Touch of Wtokness 

Undodly 

Horde 

10 

10 

Vor'jun—AAulgora Bloodhoof Vloge 

AeMidysto 


210 



Touch of Weekness 

Underdly 

Horde 

10 

10 

Uf'kyoHJegiliniw 

Aelthal^ 


' 210 



Touch olWeiiness 

Undodly 

Horde 

10 

10 

MbsWeish-ThjiboBbff 

AeltiHlyste 


Jip 



Devoudng Plague 

Underdly 

Horde 

20 

M 


Aflhhotysto 





The Power to Oestioy... 

Underdty 

Horde 

9 

16 

VeBmotbos—Underaty 

Vnimotiinz 


'1450 

5#33# 


1 (}iOICE()E:TGiii]s:VTiousersix1DredrNinireLaataorTGoni»^ ... 


The Cfacinpioa of the Bmshee Queen 

Udderdtv 

Horde 

54 

56 

lodySylwrasWieiliunnef—Undonly 

NodmosBIMbi 


! 1450 



Greortoiiet Winter is Here! 

_ Underdty_ 

Horde_ 

10 

60 

Naidstium Conxiiiwh—Undercay Trade Ouoita 

GrwHr^ Wintw_ 


■ 650 



AfkncfionolWocI__ 

Undodiv 

Horde 

12 

60 


RofstotFonta 


650 



ADonobonofSIk 

Undooty 

Horde 

26 

60 


Ralston Fonsiey 


1650 



AMonofMfloew^ 

Undodiv 

Hade 

40 

60 


Rolstonhiidey 


3300 



ADonotionofRunedoii 

i Undodty 

Horde 

50 

60 


IbIstorrEansiey 

ADonattcnofWcxf 






Thousand 

Needles 






J 





































































































































































































































































































































































































































































































M(nt Iff Coish Reward 



1 MoA 

\ viflwof m 

[M'n 

r-Tzi 

r~r 1 

I Hma'nio—DurotorVoley irfliols 

1 CairKk 1 

1 Sgdcoih ! 

rnrn 

f 1 

II CHOlCt W: 1 Soft l^faoJ fet«1 Ei)llk?#i/n Omi Lem^ 1 

II Kepoft to Sen'll liioQ& 

IVallcYnfM 

Huda 

1] 1 

5 

I Zlui^ednF[iwe--^olvValk:yafTfii]ls 

Mos^Godrai 

rBuntOQ Bl(BfeM0dDlfian 


n 

II 

I \^lov of liiols 1 

Honfo 


A 

- 

1 CwogttfatfMjef 

1 MofM 1 

1230 ! 

_ 

II REWAHJMWSqitB \ 


WavrfTrafc ! 

1 

1 

I * I 

fouKTi—DiiroliiVdeyolTiijfe I 

1 kROIt: 

1 3i0 


1 VfeTonfius 

[ MevofTrict 


1 


Kuzffli-^luiiolOfVflBsyof 

Zoneolho Eora^ 

Vila Fcmfiofi ] 

Ui_ 


11 aCOtCE Of: 1 Handfllode M1 PfralfreWdUtflSfkIt 

tdlcflatli ! 

volley of Triols 

Nook ' 


A 

CoflOflo EflittHlBr—Duratm Wcfey d Tiife 

Owgo Eonlicfliliir 

Ddl of Earth 

2?0 1 


(fllofEofrti 

Vi^lovoFTiuk 

Hada 

4 

A 

{nnogp BcaAcife^-OiiiiolEr Iftlsy of M 

iMiiv %iifi6stiilHri of BaiA 

Col df [nth 

270 ^ ~~] 


CuHofEwth 

WloyufTtiois 

Kuda 

A 

I 

MuKf Moo'dashViai of larth—^Ikjioltj MUans 

Covoa Fdtlhdler 

CdofEsth 

4SD 
































































































































































































































































































































































































































































































































MfclFpiUiTaiwi IK 

Sm|i)e PtadimfliTt 

VolBvofWnb 

Monfo 

1 

1 

feimi—DuraiaVljIlevaFiids 

Fwng 

QitiigTDmh 

do 

-3 

r 

Sfnpleinblet 

Voflevoflnob 

Herde 

1 

1 

6o(ik 6—EteaM Wilav af lit 

ftonq 

Cutin berth 

to 


Fithol Tablet 

Valiev eFtiii 

Hade 

1 

S 

Gofflsfc—DutnftiVdlleif of Jnt 

Mshn 

Cmtigfeeth 

dO 


Encmitted Tablet 

Wleyefhls 

Ur, i- 

nXm 

1 

E 

Offlwt—DoiHaVblleiriifliiefc 

Mo 

brtiqlkth ' 

do' 

£ 

ftrelfiStlihEd iDbiet 

VdHorefiiii; 

Hade 

1 

1 

Gomd—liKtalWIevriffc* 

Shirdt 

Cutteg teeth 

do 



VUIereflids 

Horde 

1 

1 

Gomd-^)ureteVUbvefiiti 

Kot'te 

CvtfingM 

dO 


G^iicftWei 

VdlevoFiids 

Hudc 

1 

1 

fiomdMteahr^kfVnflrid! 

MaTrir 

CelfagToelh 

dO 

- i 

Etthed IVdiiiHsir 

yevoffiiii 

|k|[fo 

1 

1 

GorittS:—DunHa UUIev of lit^ 

MJwi 

CuttH Teeth 

dO 

-- U 

Encr^led FcKtimenl 


Ikite 

1 

1 

Cffwdc—Oun*i Vtieif of iir^ 

IhWB 

CutAigTaeih 

40 


Kune^iuited FmbiiEni 

Vclev of Trials 

Ifoiile 

1 

1 

Oofnek—EuroftcVdBv of M 

Shikn-k 

Cttning Teeth 

40 


Toiiited PeidttKfit 

Valiev of Triols 

Honie 

1 

1 

(kitiid^uidof Wlfiv of Ikih 

Hntd 

Oitting Teeth 

40 


GiWiCftauAwle Soiiirise 

Viiev of Iriak 

Honfe 

1 

3 

GOlflflT—Driehi iftiBeir rlf litilb 

Grto 

CuW Teeth 

3BO 

To# ‘ 

miklOCamnioobSuiiKte \\ 

l£zy Peons 

vdlevofTiinli 

Ibide i 

3 1 


Faninm then'll—DrntefWfefdTitf^^ 1 

FoEminthisi'tfl j 

I 

~4S0 f 


Wekan^L 

VdovofTrinb 1 

Honfc 

T 1 

I 1 

Iftie^elrinliGtftVtertef | 

Mona i 

— 

[ 


CIBICE Of; 1 [SoifcStatc w 1 PsnikGii w 12^^ 



Ttwii^ril'iPidt 

Vdov oi Trials 

hllHlfe 

3 

4 

Foemap Emzt'iI— tteotof Velev rif lack 

FatetttnTh(CT''il Lorw Peats 1 

4SD 1 

1#50# (S 

ikstrilddidid 

W^slem FhiNkinds 

Flonte 1 

M 

50 

0^ Emvte Deniniihai—Western Plagudnds Hk Butenrk 

HibbExiarteteiAttHw Alltodie WelditewHs [ 

m 


K» 1 «oflccf Ktsddkw g 

1'Hfes»HnFttt«lp™i$ 1 toe i M I I (mnminderteblaniMBfct—I CmitoildMdmWa^ j iUI tolbe WntditowER [ 83(W I K 

MD: 1 KtL-kd EcsfllutHin ‘ .. |E 

^tbubtwfitfi 

WoGtefnncigtRSandb 

UmiU 

mfiE 

55 

55 : 

IT#i Exenitw Dan[igtite---Westei] Plegw^aids The Brlwiirt 

JktniHflvEitliref! 

1 

1 

j 

I 

3 


g 

Sketuiol Ffagnwits 

Westem PSggudoni^ 

Horde 

55 

57 

jSprtouY oaten—Idfeter Plimuelinds The Buhraifc 

Itednaiy Bitters 

Sdtoknnongs 

dSOO 


AMoneiofTit^ 

lesinni IlDflwInifc 

m 

53 

55 ^ 

Qiwiie—WesteB Ptogvetaids BUe of Andiitd 

ChMda 


5000 

E 

THQIO; OF: ] ftLhifj Amke or 1 Odd UU Eolt | 

OwfclOtitftiB 1 WeslEififTogudOB^ \m I 53 [ S6 1 Owniie—WwieiiPlDfluelonds^ [ Oiwibs I ArttflerefEine I TO 1 1 
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II n mm S Biretiisk Imr Pk. \Mtff GOiettft Lh»Vf Ko 1 

k iMStow 

1 WistUI 

1 WiiorKe 

1 ^ 

1 10 

i VOmfl Fudbr&nr^esifol 

1 Srdma Sdjeon | 

1 420 


t Mi5l^ 


I Uionee 

1 9 

1 13 

rSdrig^^km—WOftfoll 

Salma StUttn i VlOstfail Stew 

'900 


f 11. irR™i:3‘WeslWlSlwJfedM:Wi5^^ 


L SweetMiber 

Westfrl 

mruKie 

dO 

dd 

ftiritwrt Ttuid*ibew-H4^^ 

(itied)DO»HMKlti^ 

i 

3750 

m 

L Sw!dAnd)oi 

Westfd 

iHanct 

dO 

dd 

firiiittoze IhflidithBw—WesM 

GttnhaPZeHuxleilitew 

1 Sweet Anibef 

4650 

1#25# 

1 Sweei Antboi 

Wrstlal 

JiKoHe 

40 

dd 

ftirfitmie TFiiMktheur^ 

Odnboo^ltundahrew 

] SwarAmbw _ 

4650 

1#25# 

f 5wee1 Ufoiroi 

Wesiful 

AlBorKe 

dO 

** dd' 

(jflfttbaaie Itirdabraw—Wesihi 

'CtimboDfe Ihuidertirew 

1 SwestAnto 

4450 

1#25# 

Sweet fan bet 

Westfol 

dllune 

40 

4d 

^nnbaoze IhundEibiew—Westfal 

Ofimbooie Ihuidoibre!# 

1 ^KdiAniliH 

5400 

; 

1 hfWM ] TliiMleM 

I 1 thefioiijanoDFieiiloorii [ Wle^l | i^FaHO 1 ^ | 1? j FnrriieiFiitHvv—Wi^l I FotcnerFiJtlirDir | | 900 | 

II !l mmm FiesFfc enbrl Bteod. lOke CcM Wlc 

1 || Ihe OditE Btelbedwod 

1 Wodidl 

ntllkKKe 

' '1* 

18’’ 

1 Otvon5tioUttnon&^—^WOstyi 

WilenthoElack 

1 

U50 

_ 

1 1 PbhoffiuWslFDl 

1 Ifetfoll 

i Wtonffl 

5 

14 

1 CopliMi Dmuvitt—WosHnl 

Cqdiriii Ctonivirt 

1 

975 

_ 

CH0IEEQF;1EGlicffiro Pbojjle':^ Mtii a 1 Emcer; of the People's llditia 

KsofBfrjftlieFlome 1 Westfgl | Enih f 10 [ 16 i Ctmliiii Oruvwn—Wojlfoll | Crqiilniii&OYSon \ \ IIM | 

[ n[OKEf}F:3Miaorli1iHHiMna3l^ EEVWUO:ISf]blloFlnl^a ]5(iollofSlo^ 

the CoaEtol 1 iMd 1 Boi | IS 1 :20 | (joptnii Gm^un—Westyi S Cryitiiin Otivnn 1 1 1550 1 

GLOdEE Of: 1 Guivsrtii's Tarh tx ] Eurkli? cf Ifyc 5 «k nr 1 1brdill|]litWond 

fltvndoibrtwlflfifl TweslWl fAfeiite [ 0 1 IS I OmiMwIFiMleflioi^^ I fiimbooMllMiilHlirew j 1 | 

ELVUHEik: 1 Eepof niutideibrewLiHior 

. Hie OoliDS BrotfdKhjd 

Westki 


Id 

19 

Wdey Itw Bfack^-BedritlrteloVeslifle 

ftym SioutmontlB 

The Delias ErotliHhDod 

475 


K The Eafitis Btoiohiud 

Westfrd 

Afaxc 

\A 

16 

(Ifjfai Stputriiartle—Wostij.. ^ 

WnstH WothkisShaw 

The DeHos EioNrhood 

475 


K CvtOin Sonder^ Mirkki TteoKiB 

WEslfdl_ 

BoHi 

10 

14 

Cuptoin Srmdei's Tttesuo Wop 

(optORti^fcotliKkoi 


575 


ft CwtDin SoiHlef's ruddef] IieEuro 

Wesifol' 


10 

”'"l4 

CflDliiin's footlwltei—Westfnii 

Dfokfli Bioirel 

Coplin Smler^ Hiddon Treosie 

575 


K CoFtoif] Sander's Hidden Itesue 

Wesrfal 

Botlh 

10 

14 

BrdsiSaiel—Wesrhi 

Old Jug 

! CoiMP Srnkr's Hjdden TteoGve 

575 


ft CntitQin SotHln'j Hidden Tteosire 

WosHdI 

Etoth 

10 

14 

ToidjoFwteS 

LnddGiBst 

Caqttii Soskr's HiddEn TtKEUiB 

1150 

8 # 

W 1 II ^mm. 1 sivtt Ear 1 Coptnlii Sandei's Sbbr, ICoptOifl Sender's SosK 1 1 

J 1 I 1W BtigftbetFiQCid 

W^sHni 

itlBsire 

Id 

14 

j WostBf Mathias Showr-Stormi^ 

GiWStouimotTde 

The EefiosliathaihBcd 

840 


II 1 Hie Ddiis Bbothsrftnd 

WosHdH 

iUb^nce 

14 



EkyortStoutnanfe 

ThEEfllinsfltglliBrtiiBd 

1350 


' II IfPoorOidUv 

Westfall 

iUBonre 

9 

14 

j Vbmi Futtfow^-WostH 

l/bma Frillenw 


1250 


L II If OEWAOD: 10ld fikmchv's Ebilcat, lOld Bbidi/s F^ Mi 1 

1 i Hie Coosf Isn't Gieflr 

1 WedfpL ^ 

I _ 

1 3. 

1 if 1 CiipranGHiiisrnMM 

CopkniGniram 

1 

1 1450 

1 1 

k. II Pad leather Oondonas 

WostioJi 

filtitiHS 

id' ^ 

15 j ScurtOohifl^^tfdl 

] SwvtBohorff 


1050 


II ir^OICEOF: i CkMkdthaflaorda'sWtfaarl GriarasdrtieFMgli'siMliawl UnwitBsofthePbop^^ I 

f 1 II Hie Ddias Merheed 

11UII 

iUlIdKO 

14 

18 ] IheOtliasTridfii^iaital 

Grvon5tia!(tiiwnis 

The EeRos Bretheilmd 

1700 

I 

IL J1 Hia Ddbs B^otbediood 

1 Westfall 

JUIOHB 

14 

22 i Gfvnn Stoulnianie—WesifnI 

GryanStommonie 

The EcRos Broiheihnd 

2400 

1- 













































































































































































































































































































































Title 

Location 

Foctioi! 

Min Level 

(on level 

Sforter Locolion 

Fioisliet 

Prereguisile 

MoxXP 

Cash Reward 

CHOICE OF: 1 Chojsses ol Westfol or 1 Tunic ol WesKoll or 1 Skiff of WestfoJ 








- 

fiedSlIcBcadonas I WesJfal 

Alonce 1 

■ -J4 1 

17 J 

Scoot RieB—Wesilal | 

ScoutRiei 1 

Ihe DefiiB Bratherhood 1 1251) I 

-If 

QiOICE OF: 1 Sold Sfinttilode Of IScmshow Dogger or IM li 

nwen'skwef 

Wesiy 

Alonce 

20 

2A 

Agent Keprnen—Westy 

MosterMotHdsStKM 

MothioscndilieDeiios 

1950 

-^ 


1 








n 

ASwiltM«ssoge 

WesHoll 

MjuKKe 

10 

10 

(KnrtermosiH lewB—WestfoA 

Iha 


210 


Dunoor lomdMk 

WesHot 

Alonce 

10 

10 

(hric Strang—Stornmind 

Dunoorlongdrink 

Condiue to Stormwind 

210 


CoaiinuetoStamiMnd 

Westfol 

Alonce 

iO 

10 

Ihot-Wesifdl 

Osrii Strang 

A Swift Message 

420 

197S« ^ 

KriumtoliMis 

WeslFci 

Alono 

10 

10 

Dunga Longdrk*—Stwmiwd 

Ontloraistot Lewis 

DungwlongiliM 

1050 

3#50# 63 

SdyMw^ Utter 

ThonddSpon 

m»a 

25 

30 

WoleiianidEnielope 

SonUioo 


2450 


Moc&eel's Moonshine 

ThondolSpoi 

AJiknee 

2D 

30 

Foggy AtocKrwr-Vltefcnds lliondol Spon 

BMilnkipBiQer 


3050 

55# 

BSstcfscnfteLond 

Wettonds 

ARioKe 

20 

26 

Redid the Gtewraden Wedonds 

ReMtheGreenwonkn 

Firalaboo 

2650 


CH(KCf OF: 1 Ftf) KMper RoiM or 1 Foies) CIn'n cv 1 

rllk 

torngingPcMs 

Wetbtds 

AOionce 1 

20 1 

21 i Redid the Gwmwtden Welionds 1 

Reltiel the &eenvwtden ! \ 

1250 1 


Fseloboo 1 

Wdtbnds 1 

AlIcBce I 

20 1 

23 1 

Redid the Gieemrorden Wetionds | 

I **-- --- 1 

MnMiliWMMiaM 1 Monvingrews i 

1850^ 

ijlr 

; REWARD: 10 SpomirMoiel H i] 

Qws from the Deep 

_ 

IfBWQS 

AJkwe 

. - 20 1 

22 1 

KodBoroMMetionds 

KoriBonin | 1 

T750 1 

14f ift 

1 RedoiniinQ Goods 1 

Wedonds 

AHiorxa | 

20 i 

25 1 

Koil Boron—^Wetionds 

OoRwgedCrale 1 (Jaws (ram the Omd 1 

SOD 

yw 

REWARD: SHmAsPoIm \\ i| ] 

1 IhtSMRiiCotDniis 1 

Wedonds I Alfeoce 

jlJ 

25 1 

Domoged Goto Wetionds 1 

SeoledBoiei | 

RecioimingGoods 1 

Iw [ 

-i y 

1 REWARD: 10 Dwx^ Mild |MI^ 

Search AAoie Howls 

Welionds 1 

Alonce 

■ 20 

25 1 Sealed fionel-Wedonds 

HollMied Bone! 

Ihe Scorch Continues ^ 

1000 1 

"1 fl 

IllBtaitheSlalNM 1 

Wedonds 

AfliOKC 

20 1 

25 ! Holf-boriod Bard—Wetlands | 

Ibri Boron 

Scordi More Herds 

1500 

-li 

1 CHOICE OF: 1 lode Rod or 1 Atoiner Boots It % 

The Third Hot 

nwonos 

Aihottce 

22 

27 i FfslMokFilzsiminons-—Wedotids t 

FkslMoleRlzsimiMB 


220 


The Cuisd Crew 

TOlDTOS 

Alonce 

22 

29 ! 

Fest Mole Fitzsinmis—Wedxids 

Fist Mole BtzsknoioRs 

The Third Fleet 

1750 

19# 

lAgiM Curse 

Wedonds 

Aitoxe 

22 

30 7 

Hts) Mole FitzsimrTions—Wefbods 

hilirtrsLockdSkoni^ 

Ihe Cursed Crew 

1200 


IheEytoTFioAedi 

WMbnds 

Altnre 

22 

30 1 

intnpkPs locked SkoosAm—Wetknds 

antoSkclitw 

lifing the Curse 

1200 


CkminBlhoEye 

Wedonds 

Alwce 

22 

30 j (Ixin StecReow—Wetionds | 

ARlMwIMdvs 

IheEyeofPolelh 

M50 

1 

1 REWARD: lEw of PDleth \\ || 

Onner'sRMiM 

Wedonds 

Aim 

22 

2A I Ormcr Ironbrod—Wetlands 1 

OntorikiiAinil 


1950 

17# 

OimGr'sRemtge 

Wedonds 

AlkuKO 

22 

27 

Otmet Ironbroid—Wetkmds I 

Ormer konbraid 

Ormer's Revenge 

2200 

22# 

Qmwr'sRWMn 

Wetlands 

Mnoo 

22 

29 

Ormer lionbraid—Wetlands | 

Ormer konbroid 

Ormer's Revenge 

2950 

ffl 

1 CHOICE OF: 1 Roglor's End or 1 foptortcne Armor or 1 Excaioficn Rod REWARD: 1 Recipe; Gurioushr Tasty Omsie) It ]| 

1 tlncwHino the Post 

Wetlands | Afiooffl 

25 

28 

Prospectof V/Eelgor—Wetlands 1 

PrasnetJorWlM^ T \ 

r?300 ’”1 

na — 

1 REWARD:! Silk.Vonlie of Germ It || 

The Oak iron Vhr 

Wetlands 


25 

30 

Motioy Goimason—Welionds 1 

ModifGormoson j 


12450 1 


AGmlosk 

Wetlands ; Alonce 

24 1 

34 

Longbroid dm Grim—Welionds 

LoMMthe&in 


3350 

-B 1 

CHOICE OF:! Gold Lion Slieid a Tltngd 

;- -™ « 

in Seadi of The Excovetion Teonn 

WeHonds 

Alonce 

21 

24 

land Iteckweaw—Wetionds 

MefrinRockweener 


975 

1 

InSookkoFThebBNdloniHii 

Wetlands 

Alonce 

21 

24 

AAerrin Rodewermr—Wednls 

Torrd Rockweover 

In Seoich of The Excovotkm Team 

490 

I I 

UBMorgehem 

Welionds 

AloKe 

20 

29 

Glorin Stedbrow—Wdknds 

WoteriegDid Chest i 

The Doomed Fleet 

600 

1 fl 

1 REWARD: lUaMioigehqot | i| 

Blessed Anp 

Welionds 

Alonce 

20 

29 

Glotin Steelbraw—Wetionds 

Grinaoedftnoie 

Thelostlngob 

1200 j 

I a 

The lost InoMs 

Wedonds 

Atonce 

20 

29 

Woteriogged Chest—Wetlands 

Glorin Steefpiow 

Ughtforgelnn 

1750 

I i 

The Funr Rubs Deep 

U>-J_J- 

iftnoMS 

Alonce 

22 

27 

Atotiey GoFtnosorr—Wsdarids 

Motley GonuBon 

The Dork Iron Wa 

2750 

11 

1 CllOICEOf:IBchclV(Kiicotionor1 Hecdosha |{; y 

TheAifiKGduadel 

Wedcods 

Afirnce 

19 

21 

AAounkim Radnor—loch Jdodon 

VMsioaiRmjow 


1250 

ID* M 

ThefiMPMadiP 


llfewn 

20 

21 

hrst AAote Fkzsknnvns—Wilionds 

Mdei the GnenNito 

TrammnaFows 

82S j 

-p 

WvBoanMs 

Wef^ 

' - 

1 Anncfi 

23 

28 

CoplQin Stootfs)—Welionds 

CestokStoulfis) 


2300 

25# 1 i 

Mek'cosiCsGonlt 

Wetkmds 

lAlkince 

23 

31 

Captain Stoulfist—Welionds 

AwMMNrCWoiil 

WorBomets 

1900 

1 

Search for locendkite 

Wedon^ 

Alonce 

20 

22 

Pid Stoneceor—Dun Motooh Khoronos 

notStomgeor 


1750 

L 

1 REWARD; IBeerstoined Gloves It IN 

ReporfleiMooiiiaineerRocitaar 

Wedaids 


19 

i 21 

MouPomoa KoM—led) Modn Th^^ 

MountaimorRiKkfiv 

The Mgoz Gountief 

170 

r 

DBAIMmv 

Wedinds 

Aicnce 

18 

21 

Era StonegriP^’Welionds 

tomesMtom l 


82S 

7# L 

DionglTnugiidwOoie 

Wodonds 

Adfince 

19 

24 

SWo—Wedonds 

Sido 


2400 

Isi 1 1 

1 REWARD: 1 Oozecevered Bog |[ II 

1 Aonmfica's Duties 

1 ttl^1- 

1 mfunS 

1 Alonce 

1 18 

1 26 

; Jones Hdbon—Wetlands 

1 JamesHeloren 

! Young Oocoiisk Skins 

1 2100 

1 It U 

1 CHOiaOF:lMidbkCli(}inl6aiir«^ REWARD; 1 RBdl)e:Cro(olisk Gumbo It IM 

Folof[HmMo6 

Wetlonds _ 

AHknce 

25 

25 

Hodo Bomdby—Wedonds AAeneltil 

loogbraid the Grim 


1000 

IM 

laDedtoOMinStouitlst 

Wetionds 

AKmcb 

23 

28 

Vidstog Ironiw—Wedonds AAeneitd 

GvMiStccniht 

TheAlgoz Gountiet 

230 


Defeat Hde'rash 

Welionds 

Alonce 

W 

32 

Diogonnow Cctoptl—Wetionds 

CoptoiiStoutfist 

Nek'rosh's Gambit 

2SS0 

111 

1 CHOKE OF: lArueniWa Sword 0(1 BarreNiRaoeer If il 

TbungOocofek Skins 

Welionds 

Alonce 

18 

1 72 

JonwsHolloiQi)—Weindls 

lames Hdbnm 


1750 

14# 


Wetionds 

AIoikb 

20 

29 

GlorinSreeibfovr—Wetook 

GioenSta^w 

jUgh^lron 

1750 “ 


IhelhondolSpH 

Welfands 

Alonce 

28 

3) 

ItiogGQnnBon—Welnds 

GbenemRtstlocke's Corpse 


2500 


TheTImUSwi 

Welionds 

%iini 

28 

3T 

Ebenezer Rusilorke's Corpse—Atoifais Hidhionds 

RbigGeinsn 

i TheTTiandolSpai 

2509 


The Thamfal Soon 

Wedonds 

Alonce 

28 

31 

1 0iog Gormoson—Wedonds 

Rhog Gsmosw 

I The Thondol Spun 

2500 


1 CHOICE Of; 1 Dwaiven Guord Cloak or 1 Swomplond Trousers R ILi 

HaoloTlieAlaxe 

WedcKis 

1 AAonce 

28 

31 

Rhoo Gormoson Wetionds 

CoptaBNiiis 

ITw Thondol Soon 

1250 


iKwbleinWinleGprina! 

fwiVxIc 

1 Bo9h 

52 

56 


Donovo Snowden 


575 

—OB 

ludcBoWr^Yoi* 

Watersering 

1 Honk 

55 

60 

WSkh Doctor Mou'ori—fvoriook 

Wkeh Doctor Mou'an 


6600 

to# 

Codie of Abu'oti 

WHerspring 

Horde 

55 

60 

Witch Ootlor Mou'ori—fvedook 

WitdiDoctot Mou'ori 

luck Be Will You 



1 REWARD: ICochecdMou'ffi m\f* 

AreWeThereiYeti? 

Wintafspring 

Both 

52 

58 

Umi Rumplesnicker—Winterspiing Evnlook 

Uni RumpksiKkcr 

jlTWe There. YbH? 

4650 

I 

MoorPouchedWiIdkin 

Winterspring 

Alonce 

52 

55 

Erekis Ambersky—leUtossil Rut'thercr Vloge 

EreksAmbersky 

FovoredofBune? 

5650 


FindRanshrfo 

Wkiterspring 

ARcnce 

52 

57 

belos Ambersky—Mdtossil Rul'theren Vloge 

RonstioHo 

j AAoontouched Widkin 

3000 

z 1 

Ar» Wo There, Yeli? 

Winlerspring 

Both 

52 

56 

UiiN Ikimplcsnkkcr—Winterspring Evetlook 

Umi Rurppjestickef 

1 

4350 

Dfl 

WUGuatdkns 

Wintenpring 

Honie 

52' 

56 ' 

1 ituR Foitaie—feliwod Bbo^cm 

IhlRiinne 

1 . 

5800 

~ m 

WUGuonians 

WintersprinQ 

Horde 

52 

59 

i Iruflfoifcone—FeheoodBkiodi^ 

luIPcdbQRS 

! WIdGuadims 

6400 

I 

WidGuadbns 

Winlerspring 

Horde 

52 

58 

; IruR Foilbcne—fehwwdBloodwi^ 

ThlFfllm 

! WfdGuoniions 

6200 

1 

Frostsober E'ko 

Winterspring 

Horde 

55 

60 

1 

Witch Doctor Mou'ori 

> CocbeofJIAou'ori 


1 

i REWARD: 3 Juki Fhnv II IL 

1 WinterfollElco 

1 WinUfsaring 

1 Horde 

Tss 

l60 

1 

1 Witdi Doctor Mau'ori 

1 Cache cf Mou'ori 


J zj 

1 REWARD: 3 Juki FVwer fi T 

1 StmdtoolhE'ko 

1 WkHterspring 

1 Hade 

r» 

r» 

1 

1 WitdiDcdor Mau'ori 

j CccheofAAou'ori 

_ 

I _ J s 

1 REWARD; 3 Job) Ember II Hi 

1 QAwidE'ko 

I Wiiieisprcg 

Itiade 

1 55 

1 60 

1 

Twitch Doctor Mou'ori 

i Gxhe of Mau'ori 

J 

J 

1 REWARD; SikuChil II IL 

keThislIefIco 

1 Wnlaispmg 

1 Hotde 

r« 

1 60 

! 

1 Witch DoctocAAou'ori 

1 Coche of Mou'ori 

1 

1 _ ' 

I REWARD;3Jw&(ODe II il 

1 FfosimoulE'b 

1 YTeMtsinig 

1 Horde 

r» 

1 60 

1 

1 Witch Doctor Mou'ori 

! Cache of Moj'ori 

J 

J 

1 REWARD: a hnMtabt II II 

WikliiE'lu) 

1 Winlwwinfl 

1 Horde 

l5i 

1 60 

1 

1 WlhOodor Mou'ori 

Coche of Mou'ori 

J 

J 

1 REWARD; 3 Juki Guile II II 

Strange Sources 

1 Winlerspring 

1 Both 


1 W 

1 Donovo Snowden—Winterspring 

j Oonoio Snowden 

I The New Springs 

I 5800 

J_n 

1 REWARD: IDeeo ever Cknk II ll 

1 EnrogedWAUn 

1 Winteisprina 

1 Atonte 

I--S3,- 

L S9 . 

1 JowStotieshojef—WinrerspringSroifcIVII^ 

1 Domoged Crare 

1 

1 3200 

■J - ILJ 


Western 
Plaguelands 


Winterspring 













































































































































































































































































































































































































QB||||||||||||H 

LiKDlnti 

rnstioii 

Minlnved 

Con Level 

Slurtei Loenllon 

ficiislier 

Pfergqiiiam 

WnicXP 

CgsH Revrnrdl | 

■d 

L o 

MWdki'n 

Wliteisfiiig 

ABme I 

53 

S? 

Utmuged CfotBr—Wiitecpring 

Joron'sWoaon 

EmngiedWddkin 

3200 


bim^WIdkin 

WtotBiwtBg 

AlizKe 1 

53 

S¥ 

laoft'i WdaoR-^Baeis^ 

JaorrSteAiS&Qpai 

Enragfidwidkui 

6400 

90« 

&unifit)S«ui:h 

¥HitKpnrHi 

Hhik 1 

52 

59 


Tiuil feiRnne 


3200 


.1^ 

GvKdMS^tt 

Wnkfsptin 

Honla 

it 

S9 


Hm Wikkeene 

CuorM 5«tEis 

6400 


[IH[)k:!QF: 1 Sospn/Enicenvl 1 

CikintDnsiflliEAlliir 

Winlet^img 

Alonce 

52 

59 

RioidHii-—Wfnieispitig 0^ 

EiejnsAietniskv 

find Henslinlln 

4800 1 


WikimcFfljns 

WnlemnHl 

AloKe 

52 

57 

EisIk AmtMfsfcf—l#gssl RirfthgHm Vfoge 

Ardi Qnid fodd SiD^rehi 

Gunntnnsof the After 

6000 [ 

j 

1 z 

OKMCE Of: 1 Miw «1 O^ns ModditHi 


5 

fmtMber Proraofis 

Wintffl^iiHi 

Atfence 

S3 

60 

RSiern Frestwhih^^ FirHiwtrer Rwk. 

Htem Frasnind 





VrMis of ite^hofdiMth 

Wintefsprinp 

Hade 

53 

56 

Steffli StiDdowhoef—felwMd Eloodvencin Pesf 

Siam Shedoidwiff 


SBOO 


EimcnintfrtiDOilwind 

¥uiiK|ninfl 

Hade 


58 

Storm Shpdawheof—Ftknwd Bloodvmin Post 

ShicmSticidwrAwof 

l^offkSlodtmilh 

6200' 



Shvlotm 

Wuilaspniu 

Honte 

S3 

60 

StMm Shedowheof—ftkwd BlDdxiiani Pest 

SterniShadowheef 

Bnimeron nf itieQfwind 

8300 



CHOICl or: 1 Bsrnlhurtfl Ddmer cr T BeffiSMer Dlnde I 

Ptiii EjidBowti 1 

Wimetsimi 1 honk ] 53 1 60 ! 1 Shmi] Shatowtuol | Shrteftuui [ 3300 | | 

lifWifiti: 1 Humer's Insignki /Aecd 

OnHjfthEStfldefSflv®! | WiirtBflpiiO!) [ Balh | 57 | 60 | tfc^iMUaidosM^ | ^^dlffoustakhni^^ ! finldEEiiilwp,*Jtbw^emtfii H I 


Ema£fclQi!JcJi»«ScatetS!)i« 

Lqg^irfi^iicttn | Wintts^nng | Qatti [ S7 [ ^0 | MdhikiiJ3'^Cptgkigue-"Wktte^^ | Md^DfukhminEr | FnldEEinlHjfi, Al^jrSmia ] | 

RFWASI); ] Unfn^ofAjnn) 

Bno^itE qI Bioodiii^ | WtniGnpffng ] ^ | S7 j ^ 1 MalyfDia'sCotiikqiiflHffintienpdng | MotifniisODikkrimier j rdbtlthKn^ArYaffSeivKc! ] | 


ni!D: ] ~ ' 

Thrwrcf iiEWodcrfd 

WntHspnig 

Both 

52 

5* 

Don™ Srwwdeti—Winfsfspitgg 

DismmiSnnwdeii 


5800 


W'litEiM fHMta 

WMsf^ItEQ 

Endh 

52 

S6 

BepWrieinnlerFIndc 

DmoroSeodEe 


295o'“ “ 


FiAqli^Cwvifeii 

IHnteisfnig 

Beth 

52 

56 

DorKwaSnowilieiH^ 

DetxlwoodCguliirnt 

Wiptefioll Firewgtef 

4350 


11 



Beth 

52 

56 

D«d«edCikildf^^ 

Deem« Saowdea 

Folfaig to Conuption 

4350 


ToaitHornK^ 

^irhefsniHi 

fletti 

52 

56 

Geneva SnnrdeiMili^^ 

Denew Swietei 

iWystsitGos 

SBOQ 


WtnllEfWl IttfUK 

Wkiksnina 

Beth 

52 

S7 

Dwtwm SwffldiB—Wtaters^ 


bur HtHToS 

£000 


HigtiQiscI Wln^nl 

Winrersmlng 

M 

52 

59 

Bon™ Smllriat-^ftltBr5^ 

_ 

(lffi™Swidn 

Whteffid Runnpis 

6400 


CHOICE Of: I QwIqI Moalk or \ Famoube iaitii or 1 W£nw Bmid Hmjbaik I 


IWFindF^B 

Wnfcfspdiq 

Ml 

S2 

59 

Ceriajyvnitteirlflg | 

OaotmSnwdw 1 

' “I 

3200 1 

1 


ftsrv PtnlisGaunliets 


B4 

55 

60 

MoMew Dodkhomnw—Wintafsffling [varleek 

iWyfouE DaWroflima 1 

Hot Tiscy OHith 

. 8300 J 



KFWMD; 1 PImk Fittyfbe GountteK. IFwyPlDfeOastrtBts \ 


Loro's lole 

Wfaterspiicig 

Ecdlt 

5S 

60 

lIlraI^—¥ntetS((itB 

Loro 


; 650 


Ihe DononFoiie 

1A6nters;i^ 

Betlif 

55 

^ 

Loro—4Winter^pfing 

Lma 

Lansi'sColc 

i B3DO 

L. 

f ; 

1! 

k. ■ 

^ ; 

h 

1 

1 H 

N 

Rf WAM): 1 Plnis: OBmon Ewp) Biwstpkita; SOia of Dwionslovinfl. 1 Ccincfl M Swk ] 

Words tifitiE EidiCMsf 

¥intie(Siiirig 

kill 

52 

59 

Donew 5a]wlsii--WlPiasp^ 

KelekSMwiger 

The FinnI Rete | 

64QD 


WraAoftlKBliisFMtt 

WiitHJiiing 

kth 

57 

60 

HolehHWmttcpiHig AAerthodl 

helEh 

Tha Mntnii Ptotertciinfe ! 

6^3 

— 

WnmlraflbeBtueFli^ 

WintBtspting 

Belh 

57 

60 

holeh—WirAospraiR AAuzdhnl 

kdlio 

Wtettid the Blue 

7050 

AieWeliae^M? 

Wntfflspring 

Both 

S2 

58 

Uni IhjnifeSDiief^'itteta^ Eveikiak 

' Bin Rlniiiesnida 

Am Wh Thera, Ifeti? 

7750 


rutWtfn; 1 *«6dwtticd’feii 

WiilOffdl Irrtitrii 

Wu*iS(Hinq 

Albnoe 

S3 

60 

Rivefii F[e$tMtidHlff[teisp^ FiesMer Red 

Riiem EtojjHbd 

FindsnberWna^ 



TheKuiisDf Kj^lliedl 

Wlneispmg 

Allvin 

S3 

56 

Wfid li^ivEer'-Wirtei^piig Stnid Vifloge 

JennSbiKdiqiir 


575 


iDnidal S^of ICenkril 

Whksptiig 

AlbKe 

53 

S6 

IfflBft SteoEdmieiMAIinlefipring Sforfot! VBlogE 

JurM S^jdler _ 

^RiiirisnfRnrihHR 

5800 


Ffognsnasof fe FiKt 

WiuierspdQ 

Alkne 

53 

56 

Auitrt Slialief—foslern Plogiriud! Nerthposs Idvief 

Aurora aiffiler 

TriodfedSpiikid N'lhail 

5800 


FronmcnlscCliePict 

Wntei^piiK] 

AllioKo 

53 

57 

Arran Shwia—Enshmi Plogudmds NorthpossTMfef 

AiraeSkvalbr 

FiwpEnts nf rtisPost 

'6000 


Tnimejited'Bvfeftisf 

^te lowing 

NIdhu 

53 

58 

Airan Skwier-^EQstBni PleguelaKis Nerthgoss Teiw 

ReniorseM li^bane 

FraqtiBntSDFttioPmr 

4650 


laWttsvm\ 

Witilei^iing 

AUkrure 

S3 

56 

lej^ljedituiiiief--f Emeiold Sondwry 

Wend BiiditdH&er 


575 


Smrfel 

Wintets(iinfl 

Alienee 

53 

56 

Defvti Li(ihtviir«l~-leldr(Bsi Rerttiefm Vlloge 

Wyrid HiiditdhDser 


575 


E^moiseW 

Wintsfipring 

Jienre 

53 

58 


MHbttert 

famaned By lira Pmt 

4650 


Ik Ciystol El2ir#chi 

¥ntgrapring 

iionu 

S3 

58 

Wvnd Mi;d*heser--4tfinai30(tn Stofd 

[ Anil Lhnid F(rdn]l Stogklm | Renmeliil Bigtdiaine 

6200 


TO Of: 1 kijmtK M 3 1 IVtf Wood S 

paildtfsofUiiwgldM^Gatintlets ] 

Swe^SoEnity 

1 WintsMog | BoA | 50 I 60 j UtfillKLitlie—^Miifiswiiq Evadocf | Ifli Ihe LJttie | IlieWdfdAieWEOfHmsiivfi 

1 8300 1 

] SLCWHOi: ] Hons: Endtunled BrilllEliDOma 

SnokEsiuKDfilieSliDdowHunlncss | WLnKnpnig | Boot] | SO i 60 [ Ittonr-^Wltdei^iiiig Evadoob | KfeDin IheWornflliE WeO{H}fisii!#i | 3550 | 

mP:]fbe:OoMi'$Edp 

ConupIlDii [ Wlikspdq | Botli | 50 | 60 | Sal SiMgetafe^WiflEiiyii Endod ] SoiScour^^xite : IkWoyofthcWoaiKHiyivtti [ 05SO [ 

REWARO: 1 HmEiekiztNflijpk 

Ri(ni»giiS^(; 


AUiOTKe 

58 

60 

Rfvm fiestwnd-J^giimfHing ftostsdba R«k 

RymFiedwind 

Frotsciia Ptodisinns 



Ik Evetlai Ropoil 

Wiitei^iim] 

Afikuire 

50 

52 

Gj^ Efcystme-^Whtersptiig EnHad _ 

Argent Dicer PuiefisDri 


2550 


Ihe EvbW: tepofT 

Winttef^ 

Boede 

50 

52 

Gfogor GreisltBe—Wtolpispiing Evabot 

Argent Offiref Gdi^ 


2550 

4D# 

Puke Nidnlns^vCiEnliDfl 

W'urtBfjpririg 

Both 

50 

52 

Greatg Gieysfoiie—Whletspnia Evafeei 

BukeBiidlialiisZveiie^ 


2550 



Winterspiing 

iioiKe! 

53 

59 

Bob Wtadteostti—Wfaj^^ 

bran Starslupef 


650 


A Shongiofjln 

¥ntefspnng 

Hade 

49 

54 

Hob ¥igde$voitti--WlnB(3p(bg EvetboR 

WroaHtmimd __ 


sso 


A Bbe Light Borjgan 

Winlfijspriitg 

Bofii 

SO 

60 


Derolnin Mud^ 




hUMfiol piobe Belt 

Winte^riin 

^flftlh 

50 

' ' U 


knnlnin 

ABhieLj^BagDin 



mmifknsclinmJPIolEEElr 

Impe^FtoBooh | WlifcistHni ] Soitii | SO | 60 1 1 DuetoiiiMudsIwf i Afllucli^Eofgpin | | 

REWAKD; 1 fisns: llfi^wid Ploie Eoois 

ImiKfiol HjIe Bm-er [ Vk^eisping | Both | 50 | 60 ] I 0 {iorfiniilkl 9 (iper | ABlucli^BDigii | | 

RfWARQii Pins: kepedfll Piute h[««s 

Impttld ^ Ch^ 1 lMntoi3pi]]| fBetti | 50 [ 60 | I DenitiiiMudsipiier f A^THl^tSorgcifi | | 

RfWARl): 1 Pkng: ImpEirul flute 6est 

IniKiidPliJtoHsIn 1 WkilW5|rts I Bodi I 50 I 60 I I DeraliBiMiiiHier | ABisLigtirBoiDoia ] 

RCWiUf:IFIvrs:MrioiGl^ 

bilpiiidl^tesihiis I Wkik^ I Bolt) I 50 I 60 I ] DeirkiiMijdifpiJer I AiSueUfllKBivgan I I 

REWARD]; 1 FlD(ts;linpe(iil Fkte Ljegginqs 

bwmlPloteShwrldas 1 ffinttfswmi 1 Belli f 50 f 60 i [ OefflieinMudswef | ABIveLiglirBoitHiin F F 

REWARD: 1 Rtuis: Impemf Halo ShenUen 

II WmtefuH ktmty nF^nlenprinp | Belli T 45 


11 CHQO V: 1 ^lAkdur'sElofnisvl Gleets nfthulldthRndcf nr] Vi^ of the Dai Wottberurl UiSQ'sEmbriKB ] 

1 Goods lor klFe 

WinEnodtHi 

1 Both 

50 

56 


1 Snlfo 

1 WiitaihlAduity 

1 575 


I WtimfiairitudtDtoni 

WiniBspniu 

Both 

SO 

56 

TwIMcI RimnlTotsni 

Kenvb 

- -- 

1 

5800 


11 REI^Di:3 Ai^HeukqPtafiotiOMolDr!^ I 

A Tuti dI KburOwn 

WiniaspiiiiO 

Both 

ss 

60 

1 

1 IbiiErandeaKbi j AreWeltiere, M? 



Amenfc 

Wintetsgnnq 

Bofh 

40 

60 

1 -------— —- - 

i 

Drum Fitzniendi 




CLUCK! 

Ghtlnl 

ADinx 

1 

1 

1 

Chkken 




Lc^ 

Glebel 

Beef] 

60 

60 

[ Megkolledia 

tliuom SMifcrJCV 

; IhcOipfgeDFiheBipgaii^ 

6600 


tDfBiotjng itie Ljafi9 

GLebril 

M 

60 

60 

1 

tioiain SoDlttfoncy 

Ahhoiq^s lAogiod Ledgtr 

,j650_ 


StewM, (tflJJ. 

einy 

Bptii 


60 

i Min SwJthfatiY^Tnnoes 

IntMiBiimae Cnac 

Tiod^ Dh Lndgar 

’ 6600 


^ p 

L /; 

Smmi G!#sP Bo PtUfenl 

OIoLhiI 


60 

60 

j SKflffvuh-SIwipiiie FfliosA 

Nnidn SwthbAy 

SlnwnjI.EK^.F.F 

3300 


f| REWARD: 3 EAujcfRE^eutionlhiHoni 


II tlBvefMMioAhoijf^BugBss 
['TfeliirDfD'rM]! 

OtoLnl 

Beth 

60 

60 

Neroin Sonthfoflti/—Tneniis 

HgeCbyenK 

TiotiMig Ik Ledger 

650 



m 

60 

60 

Dige (kkUeeve—laoisGedDfitAWi 

ElpQl^kdenv: 

iiava Ask fAe ALhhh Uy Business 

6600 


1 Dfego^lGclani'Chiriiao^ 

Ooy 

Ml 

60 

60 

j Dige (kkdaive—bnorisGedgaiiefi 

Me CblcdEnve 

ThebbcdDreol! 

6600 

2# 70# 

1 RfWARO: L Redpe: Vine's Kkkin^ Chknoeid Chops, 20Dugt's Rkkir' ChlmnQiQR ChtHs 1 

Roluitio hnpir 

GUnl 

kill 

60 

60 

j Ligeftikdecw—bnobOedgeiiai 

NetemSenlfMcy 

Digie's Mil' Gnmnerak Chens 

6600 


DiMonitJof Owntniw 
nMiSOra 

md 

Eflih 

60 

60 

1 Nerain Soothfcncy—Tpnqris 

FrorHyDwEiil 

Tiwkiting N Letber 

6600 . 



' Ml 

60 

60 

! Frash^Dug ViiJ—Teitoris 

Nnfl^Snnttilnnrv 

Diiq^ ldOumfHK^ _ _ _ 

3300 































































































































































































































































































































Fiife 

Looitiqfi 

FortiMV 

MhiUvcI 

Con l^el 

iinrtcr Lotfalion 

Finisbcr 

PtefeqyijIiE: 

MflxXP 

Cdisfi RtMUrd 

l^cSonahhlciiib 

m 

follv 


60 

MflnJSli tlie AftamoidKi—TnniMis 

NDJoin^iKittrfaicv 

TrVskitingittiftNoer 

3300 

isssr! . 


Sp«i 



femn SooiiifDnicy—liiiKins | 

NwMiSMsWtnfr 

rAitSOni 

6600 

TlieOfiH' Pf^jilien 

kudi' ! 

1 Soft ! 

m 

1 m 

Kaoin SodModw— la.wrii i 

NdidoiSooMikv 

Ohp^! 

6600 

RtWH!D:l GftjfflfsJiJuhnnciffsvchitlghE 



Ik Good liwiWHf live Bad Nm 

Slotnl 

.Sort, 1 

L fio 


Nmii SoolliW^tfliaffi 

kowifl SofltfiJoncy 

PiteOnilf Piisdpfoji 



fli* Wi d Nepritfi 1 

1 GIe>IhiI I 

Lm. J 

r 60 

LZllJ 

1 NofciniSMJtilcnY—Irmorjs 

^^IKKtHWnS 

1 IhcCwrt NewiotdThD Egd News 

9?5tl 



Ifefonili's Ccfiuptiai 


\ to! 


I m 


Vgehtwi;? liis Cmnipi—filockwings jjjf MotEter Unjjjje Eire j Jnedirnics 


PtIie (!«!}»of [ !W50 1 




m I 

60 

; 6D 


RjresrWisit 

nheOnwrffteDteont^ 

66D0 


TyrosisflfliiilwTnJfls 

Olabd 

Ekirt^ 

P 60 

40 

Fi;tf«rWi!?i“MI[i[Esi! 

KHpfK^db 

EionikuSvIfCiitDfSkDiMrn 

m 

; 

Ik Ni{)h^i>f»'sCiHiLi!£w 

Global 

Both 

60 

60 

feoiH teiiiiiffi 


^mnda cod Riffiiulos 

m 


Ik Hitfitmote iSanifsts 

OWpI 

BOllr I 

tA 

60 

KfiOpOf Risniiriot-^SWH^^ 

KeemlMu 

Ihftidhttnae'iCfflnjpliM 

m 



IbethaiT?™ Rwflw 

Oickd 


60 

60 

HfiEper Rctiwos—ttrwngkirje 


Hia HtgjWioie FMasts 

.4600 ] 

j- 


(Sotcl 

Ml 

60 

60 


HmthorKB 

'OioChomiHonRBiiiri& 

T550 1 

1 

OamyoGofla! I Otfifef 

Eo^ 

60 1 ^ 


IheSorrib Gong 

1b M^ofKilmdpr 

1 


EEV/ASO: 1 Hlotk Qrntl Reotmiliiiq Ciystnl f 

Iteoar^ojlklFkbsCba | Gidbol 

_pciti 1 6D [ 6Cf 1 t kiiiltH»Jli#fieMfettiT i IheMidhJoSSofiinij! 1 64ftft f 1 

CHOICE OF; ] Fong of ItaralstiiEj or 1 SfndmisangV know ct 1 Hunsiwiird of ite Ha( er 1 Rovonuffifs Lfifluty [ 

Verawi Itizfii 

Wadff 

Honk 

10 


Inrdiw IwwikaMlWolw Roza Hill 

0/iek 

JklhcdOefetse 

£5 


llieSssnettJoo#Dtljn 

Wflild 

AIEoto 

10 

60 

Wonion {kptewWqtW Oigrima 

Humofi Otsdinn 

CMhfi's WwR 

450 

r 

ft ffaoci'i kiws 

WQild 

AioKe 

10 ; 

10 . 

Isdo Du iK—Btfynn SoUslifl 

Horny Suddmnd 

Boi^the Ddink 


f 

BiiitkbytkU 

WmW 

ffionce 

10 

10 

Baiy Miucmf—Sffflm'iriid 




1 

e^atfeifobv 

Mxld 

iisofite 

10 

10 1 

Bwilitr^lOTiMnd tJnlq* 

awttv 

Bortfebylklhink 

210 

-p 

6aitli6/$Uug 

World 

Mbonce 

ID 

io 

5trHin«W liniimfi 

Horry Bn^fHKinl 

ffearConia&iy 

m 



Wdiid 

fclfO: 

10 

10 

Horry SwfgtntF—StenTwrnd 

iMtHkoaml 

Meby'-s Mug j 

"420 

i 

(jMdtocSi kk 

WorM 

AlkoHO 

10 

10 

Maistid Ifoggoir^-^Ekym 

Mor^lHwgnrd 

MtnbalHog^ 

B50 


CHOKF OF: I Hogecrrl's kts ar 1 Hoggcfil'i ffammer of 1 Hogaail's D(®!f h 1 Hoggad's Swimd 1'. 


Wwiif 


TO 

ii 

MiJiw SlOTiplije'-lriHikiii 

MiircniStanviE! 


1100 

f. 

Skitipfe 

World 

AUcixe 

10 

10 

Granis 5i^dico(&—ftjn Waugh Khamu- 

imenSlaHiieib 


as 

■5. 

fennuj OflCflfiKiie 

Wodd 

Atooi^ 

10 

11 

Moot SiofflritifkjpHrwilioigo 

ToitruK teeefotss 

Vefrek 

90 


konbond's CcrtgHwwf 

wyd 

rSdnes 

10 

If 

kroE Det^rfaiis-Hw^^ 

Tantius UeepfoiBe 

Vajiek 

650 


GfeylnjnWafpDTs. 

Wd*ld 

iianffi 

ID , 1 

10 


loffous OeepfsHBi 

iTonbond'^Cortewud 

625 


QKICE OF: 1 Itmbraf Aks or 1 UrFiinnl a 1 ItKibd DoflOct a 1 Umliiti Swoid [.. 

WWd 

Weidd 

ARkmffi 

10 

10 

Ekmotiii—Night ES 

Uensra 


aso 


Eknuinn 

WoiM 

HEkinte 

10 

10 

Sfritinol Etea StoieRja-^OtilEshare Auberdite 

ffcrfiffli 

VodbEVaotHwl 1 

05 


Ik Shode a( Bko 

World 

Airnwti 

10 

10 

BotHJtfat—Hjiit Elf 

fkHSfiq 

WidusVilotHwl 

950 


ligfiilKiiiiij 

Wbrid 

WliMwe 

10 

60 

Hutrai (kiSttn—WorMOtackriitwi 

IbtiiicnOlsiliin 

(Mrkn'sWeek 

650 


• ^Mutral 

m 

(JbdfB 

10 

10 

Obfflria—Hlalitflf 


TkShoifcaiffLfl) 

420 


VlfecKriiQllWe 

Wodrf 

jU&me 

10 

30 


Matbrel 

Smrffi fbrtiid 

625 


CHOICE OF: 1 Skie toie cr 1 ElunHio Honnnsr of 1 Ekndte Doggar oi 1 Swotd L 

Tfcm89(l«biew 

Wodd ‘ Aiws^ 

20 

n 

KiJrSiwiliofflnwHmnfoege ] 

lotus lodeiikaw 

llw Balbfccn Gqunllot 

: 160 


Tho KciWi Ikurtlet 

Wodd 

Wonte . 

20 

n 

Itorui BafcybfewHtedddrie la'nffiliiis 

riwtsBo^ew 


1300 


Goqnd 

WrsW 

AEonce 

20 

n 

Furan lermbofliid—SJotmernd 1 

Crintmd ESrtHitie 

Fuwfl'jAjimcf 

575 


Fire HwifeMd Hail 

Vkid 

ARirine^ 

20 

TO 

Fww IwjjboonF— 1 

! furan iDtiglieaid 

tie 5he!risiiith 

2300 


Ikkistoniili 

WcfJd 

ARiorno 

20 

n 

Ictus EnriBybnwMlBrHJbe OilietHe 1 

i ftitertlnrMbeoni 

Ibe Rbtlihon GOurdlet 

<40 


SEVMB: 3 fimi'srortf 

fdjctiiid 

WdU 

ilibgiKf 

20 

n 

Futiffl lj»^iMriJ!--^iaiTw^ 

Moi^ 

ttKMt'iAjrfiw 

nso 


WivduJKHtkaiJfflissw 

Wiiikf 

UriOfKG 

20 

n 

Futen LaigRieffld—SteiisMiid 

ll«lwi»drt$pwi«5|W 

Ftien'sAimw 

S75 


BLfflbiftEkHMt 

Wfldii 


TO 

29 

tittnid Blrmre-^sjffTiwind 

Catnood Ehitaa 

ftfon'sAinof 

rT3flO 


ftinumJ'sArfflOf 

Wodd 

aHotb 

TO 

30 


OrunittlElinOT 

iBunwoEaMd 

3450 


3iEWM):tFiifiHij:tlefleilCoff 1 

himC[HE6 

World 

i i&m 

TO 1 

1 i 

HacRirfflt Spoartoisflffl^ra^ 

RkdbtiDti Spwneiiiwn 

j FiHHi'sAnra 

1750 

1 

fiKknwt'sOeotign 

%ld 

■ Jicidn 

TO 

L.. w J 

1 ~ 

RkKtffltrftSsBnninsKKi ] 

1 IhhiiChdI 

3050 


SEWARD: 1 Fire GourJtets 

SiaiscwMilidli- 

Werid 

lEoiiffi 

20 ! 30 

MotFieM)OT05SU5 

Akdliid 

Fmals Armor 

leso 


/kililel'sAinfia 

W«« 


20 1 30 


Modiiel 

StiKwidted Shols 

30^ 


REWI«0;lBoH0rde(l&dLfiggTOs 

Cvtfthiffl 

W«id 

folh 

30 

Ad 

Both'rali ths rtlndiotiber—MtetiK Part 

Ho.'b'rth ribe Windwotrfiar 


2350 


Tbe SuturmfiBifi 

World 

Eoih 

30 

dO 1 

Bath'ioh the Wffllitdtkr—Afteroc Mounttiiii Cfilwitid Pent 

kSi'fflb ikWiTjIwmjisi 

(vdonion 

2350 


EssfflMflfrtieEiiiln 

Wodd 

krti 

30 

3? 


Wrdi's CbuHcon 




(IFWAMt: 3 Ek«x{! of tk E)(3o 

If* Idoncor 

Woild 

Allinta 

30 

30 

I Rehr StomhiMtRei-Wiaifa^ 

BHorticx WaddDd 

Tkftifiny 

600 


IheAlfcojf 

Wwtd 

Sotli 

30 

30 

fliHirrtt Modeod-^TWS 



2650 


fusflo'iAimof 

Wuld 

fcfi 

.20 ! 

2S 


FlifiO [jci^ri 

Fiit HonkrvafMoil 

3600 


REWARD: 1 File H(tdHd Hojfc&i 

FhftWhikontior 

: V^ld 1 6oi 

30 

30 

HarL'iDcModeod^arrarB 

&3tb''5Dli fk Wnisofthof j la Mbnnf 

250 


WfziwiinjiWeciHn 

Wodd M 

30 

■10 


Bcrtbhfdtflw Wl!«1wjJd)Of llie&mroMM 

Mi 


GtOICE OF: 1 'Wliliinrd ke oc 1 Mik'ad 6.wofd or 1 Whiifwind WoitM-fnor v 

lofikflM Ikne Root 

m 

dcaio 

10 

60 

Oftfilt OtDltOn—Woild OtgiwMMr 

OfwiiCIr^ 

j Chadian's Ws* 

650 


kecB: wilhl^w 

World 


ID 

10 

JbzUE dViMwi^Tiisfaj GkdnDnU 

thiathguonl ttlSl/ujgi 

|llj£ia lb Owfw 

Q5 


tt^^Ckner 

Wdrid 

Hoi'^ 

10 

10 

OMifafliod DUfiflBf—raUW dafea Biil 

&€#Ruoid OOkaar 


050 


Sped: wirttCokflion 

Woiy 

Eords 

ID 

10 

Defllfeutid DdWfler—fHisfd Cbk Bril 

CdterwrifatH^ 

1 iHoa lb Ckowf 

210 



Wodd 

(lixds 

10 

n 


QkittniFdiiiig 

URogtleCleovcr 

650 

3# 

HEirtoOTlWftiwn 

Wodd 

Horde 

10 

ii 


[■djfoTiDiifijfthfog 

Agumoorl Majdadnis 

075 


CHOICE Of; 1 Heiilecn A»e w I Hoirkrain Hoirntiic w 1 lialooir-fttfflOf or 

ftjbwrtSwmJ 

ScsflkuftbSuga 

Mi 

HoiiJp 

TO 

20 1 Ifflshtr* Jogfleika-^hTOta Reortt Hill 

Ruga Rogatoiii^m 

j TiidortttefleWofGionb 

160 


lad Dttk Fj^cfCtonn 

World 

Honfc 

TO 

20 1 RufflRittioiOT-^fittreffiCiiinirf^ 

fftWiQPSitMt 


1550 


REWARfl:r&^5Bofrak 

S{Hbkw!}i IhurCgdiR 

Wodd 

I'lonfe 

TO 

2D 

(litQO RoftatalOT—ftjiOTS GsnploiDio 

ffiim'BiimFlpegeze 

j Trail tit fhoFiolricl GKinlB 

775 


Siutol Aiiit)) 

Ml 

pkifo 

20 

30 

Thuni'g«ii FiiBsse—Doiiatts 11iw|ue 

Ikii'grm ffiegoEE 

I liwIflfiteF'ieWolGkifite 

3650 


Slfc'ekt ond iFhs Biilu! Geuriilsw 

W)dd 

ticido 

TO 

30 

Ilnm'grini Firegrae—Donens OnouE 

Ota'etelt 

j Braid Hogberk 

12^ 


Otin siwiehcd ond tk Snitd Hihi 

Wodd 

ikde 

20 

^ 30 

Ttwn'fliuTi FifeaEe^-flddEiii Utijye 

OrfflStdJriijef 

j Btuld ffaM 

1200 


1 

1 

i. 

I 

1 

Wodd 

tkilo 

20 

5 30 

Thyn'iitm Rregdce—florrans Uii?j« 

likifDlftelT 

TiUvfcillwbrk 

1200 


Solyr Hmvts 

Whrtd 

Hade 

20 

30 

Ukv'eltt—Dwciiar 560?! Vaiorve 

Ifla^alak 

j Bnitd llnjboik 

1200 



Wodd 

jierdB 

20 

36 


; tlo'eleF 

j Gefyiltoms 

1054 


REVC^fiD: 1 Brolel Goniitkh 

LknM I6on, 

Wodd 

Horde 

20 

30 

Omi. StaHilwoF—Ibuidef Bluff 

OfTJi Stonahtjcf 

BnitdlloiAieik 

im 


^ICe^ 

World 

Horde 

20 

30 


Oim SltKelratif 

OvTTHHrE Horn 

9«54 


RfWiljOiIWHoIni 

Dowofiiiim Slfdartes 

Wudif 

Horite 

20 

30 1 Vakra HitelMliitediv 

'ftJora Ifitaly f Diutid Kueiwk 

ITIKf 


ftetofietfflUfflra 

World 

Bonfe 

TO 

30 [ 

WalHoNiialy j OrogtnniMSlHnlMrKS 

1950 


1 

I 

Biirtd Houbfflk 1 WoiM I Hnfde | 20 | 30 | t flum'flriii FirefiOT . leniUdknar I 3050 I 

llEW«RD:lfi«4alHouberk 

S^wirttkT)e{) 



10 

10 i 2oldinDrWef]|^li™(lwpn6ddsH'ra 

lif!f«C'ar4vn 

! MiirerlJike 

424 

I. 


Wortd 

ABkKO 

10 

10 i JameaCfltiOE^t— 

krvffiaQnvKCt 

i Hqrtttiffitjf Giifriafttir 

954 

L 




















































































































































































































































































































































































































































































































































































































































































































































Iwotion 


fodion Win level Con Level Sloiter UKUlion 


Rnishei 


Preieqoisite 


Mdx XP Cosh Keword 


^ Speak Witt fick 

WrxSd 

ASotKe 

10 1 10 1 AAogisSpotknantifl—^AAotnhl^^ 


Mogetaslic Gitmonirar 

85 


il WMeiiiflicainwln!i 

World 

Alhonte 

10 1 10 1 Bilk—Irenfotge 

Bide 


BSD 


dl OKMCE Of: lArtaneOibod Mane Staff 

H SfMkiftAiknsiiKio 

World 

bonfc 

10 f 10 1 

Coil Fireseng—frisfol Glodes Btiii 

Aonstosn BorkMlI j lira Bolnir Famsteod 

8S 


1 IheBdnirfannslBod 


Horde 

10 1 10 1 

AnostasnHartwtl—UndcKiiy 

AnsstaMHortvell | Mlullaops 

m 


CHOICE Of: 1 Mone Orti of 1 Mone SirfI 

SpedwMiUr'thum 

World 

Hotde 

10 

10 1 

UtM'noy—Otgrimnar 

UnDwin 

1 

8S 


MIdHmk 

World 

HoMa 

10 

10 i 

Unlhww—Ouoliir Sea'in Vlop 

Unmam 

.. . i 

850 


aiOKEOf;llwOd>«llwSloff 

RaMttoJeuM 

'World 

Aflonce 

IS 

15 1 

Oidc — bonfotp 

Jemeo Connor) 

fenestigote the Blue Rociuso 

110 


ImesliDateiiieBlwRedise 

World 

Aionce 

15 

16 ] 


lenmoConnon 


1150 


■ M,.. 

aMBIBWnpm 

Workd 

>!lor>ce 

15 

IS I 

lerMM Conoei—Slotrinwid 

WynraloMo 

bivestigote the Blue Recluse 

m 


Ift'sliwtseonShaWMogk 

World 

Afance 

26 

28 I 

Wgb Sorcerer Ankemotff—Storinwnd 

KgbSorcerarAndromctfi 


2300 


WSotarerMirofnoA 

Wtiild 

Himn 

26 

26 

Sink—troefotge 

NttiSoecmrAndronioiii 

Ur's Treatise on Sbodow Mogk 

1050 


Pitste Spider St 

WbrU 


26 

26 

HIgjh Sotcetcf Andramiili—Stormwind 

WVmIcnon i 

Ur'skeotiseonShodrwMogk 

1600 


MoroweaveBobe 

World 

AMm 

15 i 15 


WWaatosn 1 

Gathering Molaids 

10S0 


REWARD: 1 Wonowcove Robe 

i Asfralfootfiament j 

World 1 Afiaoce 1 26 i ?6 i jWimelorson j PtistneSprierSAk {2100 1 

CHCXa Of: 1 Astral Ki»t Robe or) Astiri Knot 8k^ 

Speak wiiiiDeiBo 

World 

Hot* 

26 

26 i 

Airaslosio Hrnwall—Uiidefdfy 

m 

Waters of XoMP 

210 


Waters ot Xonan 

World 

Hotde 

26 

26 1 

Dene—Orgtimni 

Demo 


2100 


iMtaSctHS 

World 

Horde 

26 

26 

Deiict—Orgiinsnoi 

xrui 

WotersofXoticn 

1600 


Nslhe^iKe Gornwol 

World 

Horde 

26 

26 


KThdo 

loughingSistets 

2100 


CHOICE Of: 1 NettMT-bce Robe or 1 Nelhcrioce lutiic 

Jomeyto the Altordi 

World 

ffoide 

30 

38 1 

UrsynGhul-lliiradraBiuff 

IdMlO 


290 


Ihb of Power 

WorU 

Boili 

30 

40 J 

Tobedio — OustwdkiwAllotshlheOuog^ 

Tobelho 

Journey to he Aiatsh 

3150 


Mddea Sorrels 

World 

BoHi 

30 

38 1 

litbelho—ihistifiidowW^ 

Menus ridi 

loumeylolheMatsfc 

1450 


GettbeSim 

World 

6o* 

30 

30 1 

Atagis red)—Tiuusrnl HeerAes Mioira Rocee^ 

Mogus rdi 

liddeoSocHts 

1850 


Rituals of FPMr 

IIImA4 

nCOu 

Bod) 

30 

40 

Mogus Filh—Ihousood Needles AAinge Roceway 

Uetho 

Get tlie Scoop 

3150 


Mop's WM 

World 

Both 

30 

40 ! 

lobrahthHhjstwrlow Atat* Ibe 

fcbeHio 

IBtuols of Power 

3150 


CHOICE OF: 1 kefuy Wood cr 1 Netiei Forre Wood or 1 Ropefire Wond 

, Return rathe Modi 

World 

Both 

35 

40 


lobctho ! The ltderul 0th 

320 


Ike tnfernol Orb 

World 

Both 

35 

40 

liibethcj-HXrsiwtiwr AAotsh Hie Qnpie 

Fobettu 


2350 


, IbeExordsm 

World 

Both 

35 

40 

labethc — DustwcAow Marsh The (taagtniB 

Tdbetho 

The Infernal Orb 

,2350 


Power in Ukkimn 

Wotid 

Both 

35 

40 

Tobetlta—DostvwIcwM^ 

Tabelho 

The Exorcisn 

3900 


j McnoSoips 

World 

Both 

35 

40 

Tobelho—Oustwolew Morsh The Quagmire 


Power iiUidomcn 

^SO 


Ceiesiat Power 

World 

Both 

35 

40 i 

lihetiu 

MonoSuges 

3150 


CHOICE Of: 1 Celestiol Orb cr Ueiestiol State 

Report taAncKtosio 

World 

Horde 

15 

15 

Cainfttesang — Fiisfcf Glodes Brf 

Anostosio Horlwef 

kavestgotelhoAIcbetnistShop 

no 


iMliMtalbeAkhenK! Strap 

World 

Horde 

15 

16 ! 

AnostiEtt Hortwell—Undercity 

Anostosio HartweR 


1150 


GotheppMoomAs 

World 

ti _ 

nora$ 

15 

15 

Arnstosi) Hotvnli—Underdy 

Josef Gtegotion 

Invesfigora the Aldwreist Shop 

000 


SpiBi Robes 

Wotid 

Hrade 

15 

IS 


Josef Greiiotim 

Gtdienng Ataterds 

10S0 


1 

1 

f 

1 

1 ; 

1 

1 

YouSomlSomL. 

Wotid 

AMonce | 10 

60 

Hirnon Oiphon—Witrld Oqtrawiof 

HudNiiOiliHi 1 

The Bough of the Eternals j 

450 

A Warden of he Horde 

World 

Koide 1 10 

60 

Orcish Orphon—WotU Otgrimur 

oipInnMcitTQnBoflltinA ! 

You Saeonv 1 Saeom... | 

1.1450 J 

QiOICEOf: 1 Piglet'sCotkvor 1 RotCogea 1 Turtle Box or 1 CumwdpoH's Payoff 

HomringoHm | World | Aftonco ] 30 | 60 | Wbgner Horainetsake — OunMoto^ Gales of korforp | WognerHwmwstriko | | 6600 | 

REWARD; 1 For the UAil! 

HewoiingaHM) | World ] Hade | 30 j 60 i tanwHoshok—Wotor | bniirNssink | | 6600 | 

REWARD;! The HrwJe'sfleJsrreOT 

The Hunter's (homn 

World 

Horde 

50 

52 

Hcl Ihundetfiott)—Thunder BMf Hcriter Rra 

Oglloc I 

1 

500 


A Sktpli Regies; 

WbrU 

Hrada 

50 

52 

0r5d:--()rgiin««i 

lordtarochRcverdioldt 1 

i 

500 


MoQe^ 

World 

a* - 

ABOnCe 

50 

52 

Atogirar Ojnws—Staitmiind 

SonoiilinyD 

i 

500 1 

CMradpAid 

World 

ASonce 

50 

52 

Brother Joslwi—Stomiwind 

tote -1 

1 

500 


ForGreotHofor 

World 

Horde 

51 

60 

HndeWMringer—World 

Horde W(MlMi«ei 

1 

8300 

2«70# 

Brittle rtflNtoOivG^ 

World 

iMa 

10 19 

Horde Wothtinger—World 

Horde Wuhtoiai 

1 

1450 

11# 

Invaders of Akeroi Volley 

nOflO 

Horde 

51 1 60 

HcedeWMnngor—WMd 

ta — iif—i, - 

fwoB iraninoov 

1 

8300 

2#70# 

GaoHMiMAiDlbi Basin 

yMi 

Horde 

20 I 29 

Horde Woihringer—World 

(taiklMiibiw 

j 

2350 


CoTKerted Efforts 

UAmU 

iWX) 

AUnce 

51 i 60 

Aicnce Brigadier Genorol—World 

ASanceBtiiiietGotietal 


8300 

2#70# 

WgkfForWmGukh 

World 

Aiiance 

10 19 

AKoixe Brigodia Generof—World 

AtomBfipto General 


1450 

11# 

ClorningAniihiBosin 

World 

Alliance 

20 

29 

Aionre Btigorfiei General—Wcxid 

ABonce Btigodiet General 


23S0 

25# 

RerneenbetAiiarKVIolw 

World 

Albxe 

51 

60 

AKaxe Btigodiet General—World 

AMPttBdpdteGanMd 


8300 

1#80# 

Remember AbetrKVUkvl 

World 

Afeonce 

51 

60 


AlfarxoBtigadMrGonMal 

RcrnofliberAllerocVdIoy! 

3300 


CUninaArohiBcsifl 

Wodd 

AiBo(K8 

20 

» 


AltcfxeBd^ General 

OoraiigAraii Basra 

1200 


Coaceited Efforts 

World 

Aionce 

51 

60 


AloKe Btigodier Genoral 

Cctxotled Efforts 

6600 

90U 

RtAifMWcnmGriid) 

tlUfU 

mKU 

Altknce 

10 

19 


AlbxeiMirCapai 

Figlil for Wnsong Gulch 

72S 


ItrvodoRofAllefocVtiiv 

World 

Horde 

51 

60 


HudeWatliiinpi 

kmdersofAlleiocVotey 

3300 


For&eotHsira 

World 

Horde 

51 

60 

j 

Hordelifalflos 

For Great Honor 

6600 

90# 

Bottle of WosongGukfi 

World 

Horde 

10 

19 


Horde Wothtiiger 

Bottle of Worsong&kh 

m 


CapMipikr^Btt 

World 

Hoede 

20 

29 

1 

Horde Mtabinpr 

ConquerngAcoiti Basra 

1200 


QoiminiiArahrBosin 

World 

Atonca 

30 

39 


AlirauBMi Garrard 

ChrnigArailhiBosin 

1^ 


(UrabnArohiBasM 

Wotid 

Afioncs 

40 

49 


AIoki BAradte Gefloid 

GariiagAcalhiBosi) 

2250 


QoiniinQAratii SflsiR 

Wotid 

AlkncB 

30 

39 

AHiarxeBtiptiorGetwal-Wotkl 

AIBaoceBnaodwrGeneid 


3000 

45# 

Gaining Anihi Bosn 

World 

Aionce 

40 

49 

AHionce Btigodrar Gotwal—World 

ABrance Benito toraid 


4550 

70# 

Qaainkfiim 

Wodd 

Alonte 

SO 

59 

Aionce Briber GarrartA—World 

AlratKaBdgadiorGemid 


6400 

90# 

OoMtnArafiiBQsin 

World 

JUHKB 

60 

60 

Aionce BrioodlafGanardf-Wbild 

AlencB Bnoodte Giaaid 


6600 

90# 

CUtnngAfahi Bosin 

World 

AliotKe 

SO 

59 


AloiKeBiigarfietGetMtd 

QoinogArathiBosi) 

3200 


OAnragArtAi Brsiri 

Wotid 

AAionce 

60 

60 


AUitEKeBdgodteGenetd 

GanangArothiBosii 

3300 


Ffgld for Winona GvMi 

World 

AfiotKe 

20 

29 

Allioncs Btioiiiar GamrcA—World 

ABionceBri^Genefd 


2350 

25# 

rddforWnonfxAcI) 

Wotid 

iionoa 

30 

39 

Alliance StigaSet GetiwA—World 

AAionceBkiOHlerGonefd 


3000 

45# 

Fight ftxWtarsongGriidi 

World 

Aionce 

40 

49 

AIIoxb Btigotler GenercA—Wotid 

AllicnceBtigodkiGenatd 


4550 

7oe 

RMAfaflanoniGrAch 

World 

fitam 

50 

59 

AlotKe Btigodira Gotnted—World 

AIKcnce Murker GaoMd 


6400 

90# 

Fight for WotsongGrjkb 

World 

AVnKe 


60 

Alionce StIgadmGetraral—World 

AlotKeBHgorfietGetratd 


6600 ' 

^# 

fUtferMBaoBGrAch 

World 

Alionce 

20 

29 


Atones MnlorGenetd 

FnteforWnsongGukh 

1200 


FidhtforWinongGrirh 

World 

AAitnce 

30 

39 


AkiOKBBHgodlerGonerd 

FtghifoiWgrsongGulch 

1500 


FUifcrfftaspiaGatt 

World 

ABkmce 

40 

49 


AllionceBMiGenerd 

Fight for WnsongGuidi 

2250 


RdhiirxWonongGukb 

Wotid 

AHjonce 

50 

59 


AlanceBiigodtat Garrard 

FddforWotsongGukh 

3300 


QAffforWtaMffGuirh 

World 

Adknce 

60 

60 


AlpcaBdUriaftorard 

Fight for Worscrag Gulch 

3300 


Bemend Mastery 

World 

Horde 

50 

50 

Boram Skydoset—Thunder Bluff 

Bodi'rablheWiidmildier 

AfkisteriRgtheBments 

3800 


QlMPOir^ 

Worid 

AAiorKe 

50 

SO 

Lord Gtoysw Shodovfbmdrai^ 



500 


AiRNifaledStiti 

World 

Horde 

50 

SO 

Cbistopk Wolcif—Undetdht 

FolleR Hero of the Hade 


500 


Mkp^hiratf 


Both 

50 

52 

Wotlock only—4 Quest Grrers 

taw 

Hotoniltdiy 

3800 


Bottie of WbEMQ Gulch 

World 

Horde 

20 

29 

rfOiOl mnNiaglf^WOnO 

kl _ J- 

FMflM WORnHIBr 


2350 

25# 

BotiicfWawGuldi 

World 

Horde 

30 

39 

nOltK WQfiNinSV rntfiO 

Horde HMilnpr 


3000 

45# 

BotiteofWjrsongCrrkh 

Wotid 

Horde 

40 

49 

Horde Wotbrnger—World 

Horde WrabingBt 


4550 


Bottle of WKHiGukb 

World 

Horde 

50 

59 

Horde Watbiinge^-Woild 

Horde WUMnoer 


6400 


. j Bottle of Wlisot«Gukh 

Wotid 

Horde 

60 

60 

; Horde Wohriioet—World 

Horde Wnbmaer 


6600 



































































































































































































































































































































































lototfon 

fotiFon 


Miiy Level 

CffldUvfll 

irorter Loralidti 


fiidslier 



Cesli kewerrt [1 

8Dlii»of«AinQno6uldi 

Woiki 


20 

29 


ttordeWMirk^ 

EfltllB of WOtSWHl &ikli 

IZOO 


Botll0ofiai5aig6u(dT 

Wbrfd 

ttoide 

30 

39 


lior^WortjrmflW 

i-S 

p 

11 

li 

1500 

■ - E 

BQMeDlliyH5ing(Mti 

Woitd 

Horde 

40 

49 



1 BoldeirfWciisofHlkjkli 

2250 

3 


IkHtd 

rHoflfc 

% 

59 


HadeWo/toifiar 

i BatttecFWqcffluilikh 1 

3200 

? 

MbofVIbKonaGydi 

WWd 

Jfenfe 

id 

60 



S 

1 

‘tj 

1 

3300 


Conquni^Arathj Sffiin 

Wodd 

licnde 

30 

39 

HorrteWffltiitneefHWGrfd 

Horde Waftmqsr 


3000 

45# 

CooqusraiB^Bosin 

WoiW 

M 

40 

~'W 

Ifcrila WflriiiinGflf'-^WorW 

Itoflie Wtrfjilwf 


4550 

[To# 

C«iQ 06 nnffA.Dii toifl 

WoiW 

Horde 

50 

59 

iftmJcVffltliirifief-lottd 

Hfflrte WmisHiflOf 


64(!0 

90# 

ComdcnigJltolficM] 



60 

iO 

Horde Wnibiinflsr—Wodd 

lU'Wdte 


6600 

90# 

(onqfxringMiBa^ 

WOfij 


^0 

39 


HocdeWodHiiigir 

E ConrjjairigitiDttite 

1:500 


COft)^MlqA^l^Bosit 

WprM 

UmL. 

tfocw 

40 

49 


FkiidiWbrbrliaei 

ConquerifigilnitliBr^ 

22^ 


ConqiHffl^Aitfhi Bftsin 

WiiiM 


50 

59 


Horde Woitaigsf 

CfltH)uemgAretFMfl{i5h 

3200 


Conouft^AniM &!ciii 

WOfld 

Horde 

60 



HenblMnigsr 

CcnqueiinfiAioahi Biisin 

m 


^mudgclia Nlgiil^ 

Wald 

Betti 

60 

id 

NffltUnuKE E^^^^Fed OliiHl 

KcapcrkmulK 

1 

f?50 


Legends 

Wodd 

Sodti 

lo 

r 60 

km ILtfnide!™JdKfi5dade 

Eern^Retnukis 

Shfwdedfi NraFittiwe 



1 U 

1 iPcstVklsniS^Milfii 

WtHfd 

mm 


1 


- 1 



1 

1 

1 . ...- 

r: 1 

1 fiElWWD:3MiiBmiftWa(}!(rf Hora |! 

fastVlflwtejiAfiJttii 

Woiii 


i T 

T .1 

r 

1 FtenteWninwt 

1 

1 

r 

i ni 

1 imOiSAiDliBdnM^FIhHHir " j| 

1 I^Vkto^mWtKSffliaydi 

Wbrid 

fdiiMKt 


1 


L 1 





r—- 

1 

i EtWMSWni^wft^di WjcikiHcfw || 

j fflrtMif^inlfefiCBgSijfeh 1 WpiSd 

trade 


1 


1 . 



1 LkvdelMiger 



1 B 

1 CEWAliD: 3 Vivm Bukh Maik of Hqiw || 

1 fbtdfotskiimfiijtth 

Wodd 

mm 




1 ■■ 



1 

i 

1 

i 


rz~i 

1 kWD; ] WteOfHS HofiOf \] 

1 nEt0i»tS^1Aki(»Qg&ikFi 

%jiid 

ttorde 


:... ' 


'■ 1 



[ HkHdeWot^ffigsr 

J 

r 


I II 

1 MKnWiFHsditef 

Wodd 

Bo^ti 


1 


60 



1 BikManKtetQ 


I 


1 i!EWIiRl):ICHi«FAnn^ It 

[ SiiftradtftflLld?/ 

Wadd 



1 


60 

. 


immA 

r 


1 n 

1 tEWftfiD;lC<iint)ffcn6s»y l! 

1 hnAfenlfteEkkif 

Wodd 

BoiFt 


! 1 


m 



1 aklanFM 

r 


1 

1 BtVimiCukKrfJkKBsny ll 

1 S^uavHi^^ 


\m 

ZT L 


[ 60 



r^5lven«] 


1 

zz^ 

1 RIWARftlEwoffliwstrv II 

IlklWiinEktef 


^Boii 




1 60 



Hlderitfcied 

1 

i 

1 . 

MEWAfifiilCEiicfAncestiv B 

1 SMMfDrrtheEtk 

1 Waifd 

[loft 


1 


1 60 

[ 

L 


1 Sdff9weiort 


tz 


1 REWWO: \ Coin 5if taesly ll 

lOfeitelheSlfo IM 



r 1 

1 60 

I 


TadHOLisitiia 

I 

r 

1 

1 RFAmiCoinrfJkiiasJiy ||. 

1 

[Wodd 

[m 


Cl 


I 60 

I 


1 GikitAnfii^iliivt 


] 

rz^ 

1 RE'Mflc1(^afir.c65trif II 

1 Mwnnsrhe^ 

1 

j 


1 t 


r 60 



TLIderiHDmas 

r 

[ 

r _ 1 

f l!m:1ConofAntB$tiY D 

[ Daikon tbei&f 

j m 

I Botri 


1 

1 60 

F 


1 BdwMeora 

1 . 


J 

1 REAmFCoinofAncasby II 

1 StwnbmdMSdoi 

J WoiW 

rwh 


t 


r 60 J 


TfltoSiDriirbew 

r 

1 


1 EPA'X^D: 1 Coin of JfKesIti^ !! 

1 SnowounttKfldv 

1 WMd 



nr 


\ id 

_ 


I Bd^SMwnMn 


r~ 

Z^ 11 

1 RfWi«[kl£o'iiafJln£®frY II 

[litMfhoQifer ' 

1 World 

iMr 


Ti 


T 60 

j 


1 BdtflnM 

E 

T . 

.. 

1 iiEWAJ!ftlC£JhpfAn<Kti¥ if 

1 iVfilBir rrt ^ rHu 

1 WnwnTllftnBf 

1 WoiM 

Tsiift 


1 1 


1 

_ 


Tfldsr&srefifflit 

1 

1 

.IZZZl 

1 GEWARSrKohcfJiiKej^ II 

1 

i Wodd 

Hflih 


1 F 


1 m 

I 


1 adtfODidwel 

r 

rzz 

z 

I EB/i'iEO; 1 CflififlffeHosty ll 

1 Eider 

1 Wodd 

Jtoifi 

J 


j fiO 

Tl 


[ fkkfNiiiestsM 

J 

_ 

J_J 

ll 

1 toaimJtw&ier 

[ WaM 

Ttoitt 


1 1 


L 60 

T 

r 


Tt^ FMehlim 

t 

r 

1 1 

1 IfWMJEjfHnofiUiastlV ll 

1 Rottlo^i^'Qder 

1 World 

]m 


J 1 


r60' 



T Elder tSwefeten 

[ 

I 

rz Pi 

1 liEWMlCcmoffijiaeliv - . II 

Stowoinitiftab 

j Wodd 



] 1 


1 60 

1 


1 Brkrfeseigleiii 

3 

T 

1 4 

llEWWl0:UijiiK)tAiKesjTif 












-^3 

'BfoodtorfifeW"”” 

TwSrW 



r~T 


r lo 

H . 



L 

]Zi.. H 

EfWUiDiKoinofikK^skv 












IntOjlKiof^ Sder 

1 Wold 

JmZ 


J r 


\ 60 

1 "■ --- 



sT .... . 

1 

1 

REWifiD; 1 Coil ofilntfistrv 














IwUi 

1^ 


m 


1 60™ 

T 


1 ftt«4tydiwy SfjHl^^ll 


1' 

r 

RfW^lCMofiinttst™ 











— - 


hwmioikikhr I WOiU 

TmT 


1 1 


n 60 

\ 


1 UdarWMiuie S9M 


J 

REWAHIkT ConoFAwtsiry 













(MtwnifioBto 

TwdiM 

MI. 


m 





iai.h>tb.n mm _ miKJ ii 

mm-AmtHhmf 










houthomlln Bd»f 

1 Wodd 

TmT” 


1 r 


! 60 

1 


[ Biii 

1 


it li 

S' 

1 

1 

1: 


1 Wodd 

TES. 

1 wpl) 


1 1 


] 60 ~ 

“] 


rBfef 

I . 


^^nrll 

lilWitkDM^ofAiKestFr 









_ 



WhtownltoBder 

1 Wbild 

Tfl^r 


1 \ 


1 60“ 

j. 




ffV^MftiC^ofAiKesliv 









MfeSMSaBWlBWfl 




IMikertdwBdsf 

1 Worki 

114“ 


1 r 


T 60 

5 


1 

_ 1 

REWARD: 1 CcnofAnosstiv 












Skvtt«il»9d(i 

1 WbrU 

iw 


T~T 


j 60 

I 


1 aderSkpMf 

f 

I^IH 

r 

SEWMlCoioofMiv 













lbiin!tndkili»a^ 

j Wodd 

1 Both ' 


T~T 


j m 

i 


1 ddmtm^ 




CEh'ARDii GauiefAfKBSty 










;' .H !* 

LzTH- 'i 

f)ffl«nso8(AiQdir 

T^dd 

ImI 


T~T 


1 60 

I” 



i 


i 

RRUjflDilCoinofAAtesIlv 












NfelwoBnrllttEUe( 

I Woiid 

Ifelit 


j 'a" 


~l 60"" 

I .... . 



_ 

, HMyKi 


1 

f 













1 Wxid 



HI 


T‘ir“ 

1 


1 


MESifeaH_J 

RtWARftiGfttoftetiv 











nm^ii 

iWlBBil 

ttnIniNihite 

1 Wbdd 

1 Bdlil' 


1 t 


1 

i 




i . 

1 REWUID; 1 Cciji oF Antaslrr 

MulfeCktef 

1 Wodd 

\m' 


1 I 


r 60 




iL. 


i_ 

1KEWARO: t CaHttrTAfKiHtiv 




























































































































































































































































































































































































































































































[ rnkblp fllHEflT 






TWk 

toliOEi 

FDriffln Mifi Icftt 

Coti M Slort«r LoE^tiQD 

Rntilier 

hsTBqursile 

MaxKF Cdsh (leward 

1 MdiheM« Bdif 

\mi 

Ti^ 

60 1 

1 SiirViKHtsIt’b 

1 

_ 

1 1 GaijgfililitffitTV 1 

1 BoMthtEHa 

1 WoU 

LMl 1 1 

« 1 


[ 

I 

1 IKMASD;! 1 

1 Sltiakidtfctfldtf 

1 WiMd 

1 Both i 1 

£Q 1 

[BdtfSiafltoite 

[ 


1 REWmiflimgliiiiastiT 1 

1 ^ tdei 

1 Wcj?d 

■ T 1 

6ft [ 

1 

T 

1 1 1 

1 R^:3Cc<)gfAfHB5jiv 1 


\ Vteihl 

I Btjflt 1 1 

1 60 1 

1 


I .1 J 

II RMDiKoindtotiv 1 


1 Wodtl 

iBflth 1 1 

1 6Q 1 

[ Elder Blnlsstits 

I 

1 J i 


|[ gfcwfcainfaaBifef 

i Wcrid 

\M [1 

r «t r 

1 EE^ShsM 

^71 


11 EF^AR[»:KgrlDlArKeiky 1 

j| Smnnthalltp 

1 m 

]M\i 1 1 

1 ^ 1 

1 EtderSftwnB 

j 

1 \ 1 

REWARD:] Coin of /IfltesSiY 1 

^Hiax^rnUm 

1 Woffd 

1 1 

! 60 1 

1 BifetiMeciwtfl 

1 

I. .777] 

;!| laWMnilC^dj'KSStTt 1 

II W(ihlitnjl]i&E&k 

\m 

[M [1 

1 £0 S 


t 

r:—J J 


AbnMnrllH Elder 

j Wodd 

1 M 1 

1 1 60. 

iBtoitowadw ' 1 

r- 

j 

REWARD; I Coie of Ancestry 

RMisopgtlieBik 

I Wmbf 

1 ftoiE' 1 

1 i <0 1 

[ ^ RiMfiind 1 

p— 

C7 

RtWAra):lMrt«li!«airy 

Bnili£siiw)lK El^ 

\m 

\m ! 

1 ! 60 ! 

iBI^Ueei 1 

^[ 


faiudirsfrerlheHikr 

] WeiW 

I m 1 

1 L _ 60 J _ 

1 SderFsndtiiSff ] 

r_. 

I 

REWARD: Kein of AiKsstiY 

ACiitiftilvVAtiOpdFFewF 

1 WdiM 

[m r 

1 f .n 

[ Co^Wngpodf^e^: 1 

T 

1 




thiingsaB CwnfladctfaHi 


: AfeafftrShd^aiaN ' | Wbild [SoA ' [ \ j 1 j 

f ' ___ . 

i ] Itodd I Batii I ’ I M T 


I 6«fly5feofaa 3f 


rfaifeShfenefT 




Siwi^irnJ Cgmmfindnti ihi Offkfif 




Tlninfa MCmwagiAalan OHkar 


tormsM CwiBOTtoBni Ofe k 






kitCoiTHafflMwSiswfc 




faaCoigwiKtoftSiOT^ 


laCMKind^ ^^fe._ 




RWmir ica^FiEiail 


AGaA'Stwtwftfir 


;>Nawtafl ' Ivyd 

mm-. ] feliieSifl 


5 ^b/ ^ CwnmEndutf on Oflbf 
Slig&B BKif Cffnmg^ Oiiflr 


304 

































































































































































































Tifb 

Leralfan 

Fortiaii 


Ui 

LeveJ. 

fon Uwef 

StnrtM Ijowtiiw 

TFnhliflr 

Prerequisite 



Cost) Howard 

Iffl CbcnrinliAti 

m 

Hto 

L.. \ 

£0 


Ouksiiea Cnnmtfflton Ofkter 




TwCnnnnnili^ 

Wbfld 

Kifde 

: 

40 


Ma MConmndlti^ liar 




ignCaitviientfflSMSigpals 

Way 

HOfde 

i 

m 


IJtoitity Cnnuiitol^ Ollto 




Wfnra^ftseiiii 

Wntd 

Alikirt'e 


1 




To 


Vinte'sftBsents 

WhM 

Honk 


) 


&ieiiWndwWt(iler 


10 


ClntCnsinandi^ 


Afam 

1 

60 


OHkcfktdto 




fenCamrtWii^ : 

Woflif 


1 

60 


DflksfUHwttotiC 




(yi$Cbfir[ne!datk)nSlDi»t 

Woild 

itot 

1 

60 


{tft[ErWh«B 




1m CoovniEaiJafior ^ 

Wdd 

Hcnb 

i 



OffkrtrOo^D 




One 

Work] 

ftfflHK* 

\ 5 

40 


OffifSftDrtbeqiid 




Ten Ij«nnien[1}i3a$jia^ 

Wbfid 

A9kiiKe 

1 

I” 40 


Of^altoeffd 




Ow Conin-iftto 

Woild 

Afionee 

1 

40 


(BoaMhI 




TeiiCuiznenderEviSii)^ 

WmM 

Alli(nK& 

rr~ 

40 


OicaMoEif 



- " 


W(hU 

mm 

1 

40 


OffiwFrtftBrfunEe: 



; 

TeiiOonimMd^ 

Wo<M 

Alfime 

] 

40 


QOks PMlahoisfi 




OneCNnafind^ 

WiHkf 

mi 

1 

60 


matMMi 




IwCjwimwlHioftSiflflBb 


ilwrfa 

1 

60 


Oftiter RedWfflle 




OoeCginnwtoiariS^ 

ym 

¥Mi 


40 


Ofikarltuttostiyer 




1m ConrMflJpiw Sia^ 

WWd 

Hto 

] 

40 


OffkafTltotefStiife 




OnOwriwd]^ 

WWd 


1 

40 


ma&WMn 




TwCoiwi8nk)taSM 

WDdd 

Nde 

1 

40 


OlceiVl/'Slnikiv 




^iwStMitsforWaSuiflB 

m 

rntm 

10 

It 




■. 


1 REWHSQ; 1 iim'Oi'fli ffer Efiat SufflK ~ll 

1 len Stoll fsr^SiieitBs ] VMd 

Iteta 



20 

2t 


iHeldMintdSimU 



□ 


i RBwahi^fa'llMVtaBicrt [\ 

1 RftoStobbWeiSuHAes 

[iQftd 

1 Albpte 


r 

30 

|3t 

_ 

1 Field Wei SmiiMi 

E 


n 


1 mm: 3 lita^CKrai%tHwtS«dies 

\ limty Stoll { 

L^rtd 

I 


r 

AG 

1 i?.... 


1 ^O^SiioivU 

r : ■ _ 

ee: 


1 EH 

f fimmin^a^^EfiDfTSupiiie! II 

FWHyStotslOfWsrSiilofeS 

1 World 



r 

50 

1 40 



1 Fie^Ma^Moll 

rEE 

r 



1 SmOilMktitWQrEliHtStippkg II 

1 Rw Stoll ivlA^Suftos 

1 WkU 

ritoie 


r 

10 

r» 1 

llWWiitr 

1. 

EE 


r E 

hEWAJiD: 1 iUin'OvDf Wof m Susies II 

[ IfcsStoblofWffSuiuiiK 

lym 



r 

20 

rit 

^ EE 

j Uyotd&wbjic, 

E 

[ 


EEEJ 

1 KtMD: 1 ttifm Wnr ElfttI li 

hteStotikiorSitos 

1 WbfM 

fHto 

r 

30 

\ at 

f 


_ 

1 


L.E 

1 RmnAiinllitiWprEteSwIes II 

I ltoirStoisbr3%5itois 

1 WcAd 

F~eV--J- 

b BotC 


r 


I 

r 

1 WisIwiMk 

_ 

r 


r 

1 mtJ'.IAhnmi War Elicit Stnies II 

ItoStoKfirttirSuiitK 

U«M 

IM 


SO 

[ 40 

L 

1 


EE 


ET 

1 RLWASI1: i AViUN Wgr Itbt Su»tiB ll 

rinnztor^liKHdn 

1 WmM 

ffodf 


r 

J 

r 60 

r 

lIlifefBasa^icwif 

_ 

r 


_ 

1 RiWASD; 1 Ciii of Artiest™ [ 

ImrFiffiwGdis 

j Wodd 

LB^ 


i 

1 

I 60 

r Lu[xrFoEOii:i3lod^>*-"Wakl 

1 Fjimfi5tiiffl(lilDdilii®r 

3 

r ^ 


E E^ 

1 RtWM}:! biWffetM^ — I 

ViioduShfniia 

rwwM 

M 

3 

(0 

liin«F9sll«itHataw--'\ft»ld 

SlMirSlnSAW 

Eurtorfrewerits 

450 

1 

I Tma lyiffiniiQr 

twMid 

folk 

SO 

52 

liigcraaf—Mooflfllode 

Ten™ Petytof 


500 


1 iltomKiibn^viiKdh^ 

Wfldd 

Aince 




SliBnuntbam 



J 

1 REWMIMurSaMtir II 

idito fcfr Box Vttdir 

1 Worid 



- 


tee: 


1 Siierajffltetwii 

_ _ ..1 _ 


_ \ 

i fi£W«5l: 1 SuTiiift- fill PtKfcwfi 1 


1 WoddFvf 

1 Ailto 


E 

J5 

1 40 


n 

i 

X 


E _ 1 


Global 


Global 




























































































































































































































































































































fejopMeKT §'%itsiic^ 

There are a number of item modifiers that are useful to understand in World of 
Warcraft, Learning these gives you a fast idea what certain items are going to 
improve even before you look specifically at their stats. This is especially true with 
UncomiTiOn (Creen) items, which often have an animal name appended to their 
primary one. This section explains what these various terms imply. 


Table i}f Random hem j 




Allnlratie^Slafeiks Improved ; j 

Ayitrty 

Agity Only 

tone Wrath 

4Ar(ione Spell Oomage 

Sspr 

StMiglti and Stamiiuj 

Boor 

Slreeglh and Spirit 

Meitse 

Defense 

Eagle 

Intelfectnnd Slotniira 

Fekoa 

AgSity end Intelfect 

fiery Wrath 

4f ire S{!dl Damage 

ten Wroth 

+frost Spell OioiMge 

Conlto 

Itrlellect and Slrength 

Healing 

+Hdi(ig Spell 

IntellBct 

Intellett Only 

Monkey 

Agdity Drd Staraino 

Hfltura's Wrath 

4Hanire Spell Damage 

Owl 

Irttiect and Spirit 

Power 

Altoct Power (Melee mi Rmg&i} 

Shotlsw Wrath 

4Shndow Spell Damage 

Spiil 

Spirit Only 

SSaminD 

1 Similna Only 

Slrength 

Strength Only 

Tiger 

Agility and SJieagth 

Whale 

Spiiitand SlomlnQ 

Wolf 

Spirit and Agility 


1 Table of A l tribvte/Statistic Runctiom . ' 


Agility 

More Dttlcab horn Phpeaf Attacks, Higher Dodge, Ifiralers, Kogaes, and Drtiids in Cat fm 

Arcane 

Some Mage and Druid Dtmage Spells 

Amtk Power 

Inoeoies Doraags Done by PhysiCDl Attach I 

Defense 

Reduces Chance of Hit and Enemy Cfitiod Nils, Mm Dodge, Block, and Pony 

Fire 

Warlodc ond Marje Damage Spdis, Some Shaman Attocks 

Frost 

Mage Damage Spells, Soma Shaman Attocks 

Heating 

Improves Artraunf of HeoEdi R^tored per Heolrag Spell 

Ifttdkt 

Provides Mora Mona, finises Soekk Crft Rata 

Hattire 

Drwid and Shommi Spells, Some Hunter Attacks 

Shadow 

Wodock and Priest Spells, fear Effects 

Spiril 

Better fifigeneratfon of Henlsti and Macio 

Stamina 

Prff/idesMcre Health 

Strength 

Hitter Melee Dratrage, More Damage Blocked hy Shields 


gRMOR_ 

CLOTH 




—.^ 

Ivl 

Efame ; 


Armor 

Vendor PurchffseVoiije 1 
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Robes of Insist j 

Bind art Equip [ 

74 1 

1 2S#66« I 

PROPERTIES: Reduces the cost of your reid spelUast witliin 1D sec by up to 500 raono | 

50 

Embrace of the Wind Serpent 

Bind on Pickup 

84 1 

2 -2#/4« 

1 PROPERTIES: Harare Resist 412 


Alaitna's Embrace j 

Bind on Pickup { 

0 

3 2#22# 1 

PROPERTIES: Increases daitrage and healirrg done Try tUDgical spalls and effects by up to 20 

0 

Robe of the Archmage j 

Bind on Pickup | 

96 

2 3S#TS# I 

1PRDPER1ES: Increoses dairrage and healitig done ty magid spalb and affects hy up to 40, Improves your clrance ta get o I 

1 crilicol strike with spells by 1%, Restores 37S to 425 mana 
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Robe of the tiold | 

Etind on Pickup| 

1 

2 89020# 

1 PROPERTIES: Increases domoge and healiog done by nragd spelb and effects by up to 46, Heal your pet for 4SD to 750 

0 

Tiuefailb Vestments ] 

Bind on Picka® | 

...0 

2 900 23# 1 

1 PROP!RllES: Ificreoses heoling done by spells and effects by up to ?3, Restores 4 mana per 5 sec, Redoces the cootdown I 

1 of your Fade ability by 2 sec 
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Arcanist Robes | 

Bind on Pickup 

102 

3 42# S3# 

1 PROPFRTIES: Fire Resist -r-T 0, Increases dnmoge ond healing done hy magical spells and effects by tip to 23 | 

0 

Block Ash Robe j 

Bind on Pickup | 

1 

5 35#41# 1 

fROPfRTIES:fifeResfitT30 1 

0 

Crystal Wehbd Robe | 

Bindonficktip 

f28j 

|B 92070# j 

FROPtRIIES: Itictecises damoge and heoling done hy nwgicof spells and effects by up to S3 j 

40 

1 Dorkwater Robes 

fititdoEt Pickup 

11/ : 

4 8#/2# 

1 PROPf RTIES: Ffre ResHt 430, Increases damage dene by Frost spells and effects by up to 39 1 

0 

1 DoomcaDer's Rabss | 

i Bind on FIckap 

133 i 

MO 14#7# 1 

1 PROPERTEES; fncieoses damage and heoling done by mrqical spells and effects by up to 41, impteves your chaiKe to get a I 

1 critical strike vrith spells by ]%, Decreases the magical lesistgnces of your spel targets by 20 
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t Enigma Robes | 

1 OuhI on lockup 

1 T33 ; 

1 10 400500 

1 PROPERTIES: Increases damage and heahng done by mogical spells and effects by ep ta 39, Improves yoor chance to get o I 

1 critical strike with spels hy 1%, Decreoses the magkal resistancGS oJ your spell targets liy 20 


0 

Felhearr Rohes 

Bind on Pkkup 

102 

3 S4#9D# 

] PROPERTIES: Fire Resist +10, Irrcrecses doraage and heoling done by nwgicol spelb and effects by up to 13, Imprmes your I 

j chtiiKeiahftwitiispelfsbyT^fi 




[W 

jfiejilMoMDteadMeRabe 

Bind on Pickup 

[TiF 

2 ' 64045# 

1 PROPERTIES: increases dumoge and heaSng dofle hy magical spells and effects hy up to 32 ] 

jTo 

j Fffild Matslifli's Satin Vestments 

] Bind on Pidep 

jm 

I 2 7S#44# I 

1 PROPERTIES: Increases domage and bealiug dcae by magical spells and effects by up to 33, Restores 4 mono per 5 sec 1 


j FiaWAtotiaPs Si Vestments 

j Bind on Ptckop 

113 

[2 S4#92# I 

[ PROPERTIES: Improves your cbaice ta get a critical strike with spelb by T%, Increases damage and btsoling dane by magical | 

1 spelband effects by up ta 33 





[ Flaiecare Rab^ 

j Bind m Equip 

1 102 

:3 49#1]# 

1 PROPERTIES: fire Resist +T 5, Increases doinage ond healittg done by magicci spells Diul effects hy up to 23 ] 


1 Flawing Rituol Roks 

1 By on Pickup 

IW 

3 22#57# 

1 PROPERlfES: lacieases damage and healing done by raggical spells ond clfccts by up to 22 | 

m 

fraslfire Robe 

Bind on Pickup 

r 138 

13 210730 

PROPERTIES: tnqieoses damage otrd healing dene by magkaf spells and effects by up To 47, Improves yovr chonca to bit 

with spells by T %, Improves your cbatKe to get n critical strike with spelts by T%, Decreases the nwgicol resistooces of your 

1 spelitargGtsbyl3, 





] GatbofReyalAscensioa 

j ^nd on Picbp 

] 109 

|4 7 4 0 330 

[ PROPERTIES: SEiodow Resist +25, incraoses damage and baling dona by mogical spoils atid Effects by up to 30, improves 1 

1 your chaitce to hit wilb spelts by 2% 





Jode Inlaid Vestments 

; Emd on Pickup 

T09 

{4 740240 

PROPERTIES: inciecKos damage and healing done by mogicol spells and effects by iiip to 44 
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NetToRiiighfsGcMJ) 

BindonPkkup 

128 1 

8 99#53# 1 

1 PROP^J^llES: tncrepses «ffjmag& end heoling done by msgicol spelb end effetis hy up 10 37 | 


Nemests Robes | 

Bind on Pickup | 

TT6 

S S7#9D9 j 

1 PROPERTIES; fire ReslsT +10, Nnture Ri&sisT +10, Impfms yoyr thance to g^t a crilicnl strike with spells by 1%^ Increoses 1 

1 datnogs end healing done hy ma^al sp^ll^ Qrai efTerts hy up te 32 
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Ketherwind Robes | 

Bind on Pickup | 

116 j 

5 48061# 

1PROPEJfllES: Fife Resist +10, Natwie Resist +10Jnipraves your chance I 0 get a cfilicol strike with spelb by 1 \ Ircreoses 1 

1 (femage ami healing done by magical spells and effects hy up to 3? 



60 

PlagvdieortRob 

Bmf on Pickup 

I3B 

12 65»e6« 

1 PROPERTIES; Improves your chonce to bit with spells byl^JncmosesdomuigBiind healing done by magkal spells and I 

1 affects by up lo 51, Improves yew dwnce to get 0 dlicol slrike with spells by ]% 




Robe of Faith | 

Bind on Pkkup T 

13S [ 

13 2#90# 

PROPERHES: increases heoRig dorie hy speBs and effetls by up to 64, Restores S matia per 5 sec | 

0 

Rohe of Volade Power { 

Bind on Pidop j 

102 

3 70#33# 1 

1 PROPtRlIES: Improves your chance lo get a aihcol strike with spelts by 2%, Increoses damoge ami heotng done by mogical 1 

1 spells onii effects by up to 23 



- 


Robes afPtoflhecy ] 

Bind on Pickttp j 

to; 1 

3 38#SS# 1 

1 PROPERTIES; fire Resist +10, Increases healit^g done by spels and effects by up ta 22 j 

60 

Robes of the Battleguaid 

Bind on Pickup 

116 

S 60#44# 1 

1 PROPERTIES; Encreoses damage end beolifig done by mogkal spells and effects by up Id 36, tetreoses the mogiail 

1 resislonces af your spell targets by 20 





Rabets of the OuarcHan SaiEit | 

Bind on Pfdcup j 

117 

6 15034# 

1 PROPERIIES: Increases heoliiig done by spelk and effects hy up to 70, Restares 7 mano per 5 sec | 

60 

Roks of rtie Triumvirate 

Bind on Pickup 

114 

5 43#/9# 

1 PROPERTIES; t^Qlure Resist +30, Restores 7 mona per 5 set ] 

m 

: Robes sf Transcendence | 

Bifid or Pickup | 

i TI6 

1 S 83#49# i 

PROPERTIES; fire Resisi +10, Noture Rosisi+10, increffies henbng done by spells and effects by pp to 57 \ 

H 

1 VesimerilsoflheOmcte | 

1 fiitidonPkkup | 

M 33 

[10 2#S3# 1 

1 PROPERTIES: Encfetises damage and beoliny dune by magfcal spells ord effecis by up In 36, Impfoves your chance It) get d I 

1 trilkol siiike wfth speBs hy 1%, Decreases the magical resbtmces of your spell torgets by 10 



1 Vestments of the Shifting Sonck 

1 Bind an lockup ■ 

102 

|3 71#»« 

1 PRORRTtES; Iflcreasos damage end healing done by nwgicMl spells and effects hy up to 32, Impioves your chance to geten 

1 tfi!jco1sii!ikewithspelkbyT% 




UO 

\ Worferd's Dreadweovo Robe 

Buid an Pidbp 

1 113 

2 55#93# 

1 PROPERTIES; increases dofluage omf healing da»rie by magical spells and effects by up to 3? j 


j Wariod's Satin Robes 

BiJwJ an Rebp 

1 113 

; 74944 # 

] PROPERTIES: Increoses domt^e nnsl healing doiffi hy magical spells and effects by up to 33, Restores 4 imina pw 5 sec | 


j Vtorloifs SiBc Rcriinent 

{ Bind on Fkkup 

[ 113 

[2 7S#33# 1 

1 PROPERTIES: Impfcwes your chance to get 0 critical strike with spells by 1%, Increases domage and hetilirg done by magkd | 

j spells end eff^is hy up to 33 




UO^ 

j DaoibmistRobe 

! Bind an Rdcup 

19r 

2 699 S2# 

1 PROPERTIES: increases damage and healing done by magical spells and effecls hy up to 12, Imptaires your chnnoa ta get a I 

1 criticol strike with spells by 1% 




[60 

1 Sorcaror'sRtks 

Bind on Pickup 

93 

2 62069# 

1 PROPERTIES; Increoses damage and healing done by ituorgical spells and effects by up to 16, Decreasss the magienf | 

1 resistances cf your spell tmyets by 20 




|60 

1 virtuous fiobe 

1 Bind OEV Pickup 

1 n 

1 2 76032# 

1 PROPERTtES; Increases damage oml healing done hy mogical spdls end effects by up la 1 i Restores 6 mono per 5 sec | 


17MutlGlflrtonitK'sRobe 

Bitidon Rckyp 

\ 100 


j PROPERTIES: Impimres your cfiQjice to hit with spetls by T%, Increases damage and baling done by mQgkoi spells and 

effects hy up to 27 





jZanddariltosiomsrsRabB 

] Bind on Pkkup 

100 


1 PROPERTIES: fmpicwes your chance to hit with spelk by T %, bereoses dnmoge ond hading done by magical spek and 

I effects by up to 27 





j GfetwlVast 

Bind on Egu^ 

121 

6 91071# 

PROPtRTJES: Frost Resist +40, lecreoses damage cmd healing done hy magical spoils and effacis by up to 21 | 


^UPe^OE^Oo'IH 

: Ivf 

ffamB 


Vendor ftorcfti^Volua 1 

19 

Corsair's Overshift 

Bind on Pickup 

42 

n#47# 

19 

Tree Bark Mel 

Bind on Eguip 

42 

12020 

20 

Necrokjgy Robes 

Bind on Equip 

« 

130340 

1 PROPERTIES; Shadow Resist+5 | 

2T 

Block Velvet Robes 

Bind on Equip 

44 

15025# 

24 

Robes of Arugoi 

Bind on Pkkop 

46 

18#92# 

24 

MBchbwlde<s Oireiails 

Bind on Equip 

48 

23#520 

PROPERTIES: Arcane Resist+5 [ 

29 

Begtoler Rohes 

Bind on Equip 

50 

S29239 J 

33 

Robe Crf Power 

BindonPkkup 

S5 

47# 1 

PROPERTIES: Increasas damage and beoling dune by magical spels and effects by up to 14 | 


RaheoftkMo^ | 

Bincf on Equ^ | 


50#4?# i j 

1 PROPtSTIES; Increases ctomage and healing danc by magical spelb and effects hy up to 22 | / 

35 

Death's Head Veslm^ 

Guid on Equip 

58 

S39)09 

35 

Civinad Robes 

By on Pickup 

54 

41098# 

36 

Elementol Raiment 

By on Equip 

59 

56043# 

r^pPERTlES: Fire Re^T+5, Noture Resist +S, Frost Resist +5, Shodow Resist +5, Arcone Resist h 5, Increases domage ond 1 

j healing done by magical spells ond effects by up to 21 




38 

Enchanted Gcdd Bloodrobe 

Bind on Pkkup 

55 

469aS9 

39 

Rohes of the Ekh 

: Bind on Pickup 

64 

6993# 

40 

Qreomweave Vest 

i Bind 00 Equip 

65 

790460 

1 FROPERTIES: Increases damage and heaig doriB hy mogicol spells errd effects hy up to 13 1 

42 

1 Griffliok's Tribrri Vestments 

ByofiMup 

68 

399979 

44 

EunafalPyieVeslmaat 

Bind on Equip 

73 

1 239S69 

j PROPERTIES; Fire Resist r 10 | 

46 

Notore's Fmhroce 

1 Bind on Pkkup 

ItH 

1 140470 

1 PROPERTIES; Increases damage done by Holy spells a nd effects by up to 29, Restores 8 mow per S sec | 

0 

te's Imperial RobRs 

1 Bind cut Equip | 

?S i 

1 1^-250360 1 

IpROPERITES; Nature R^st+5 ] 

ra 

1 Robes af Servitude 

[ Bind ort Pickup 


|l 270350 i 

1 PROPERTIES: Inaeuses damage done hy Fire spells ond effects by up to 23, IncEeases damage done by Shodow spells ond 1 

1 effects by up to 23 




50 

VKtoiants of the Atottoi Piciphat 

Bind on Pickup 

78 

|1 Sl#46# 

52 

Rohe of Winter Night 

Bind on Equip 

: 31 

1 70925# 

i PROPERIItS; Increases damage done by Shadow spells anrj effects by up to 40, Increases damage done by Frast spells and I 

1 offsets by up to 40 





1 

1 

J 

1 Bind on Pkkup 

85 

2 40750 

[ PROPERTIES: lacreases domage ond healing done by mogkol spells and effects by tf to 18 


fflocuKtoth Ve^ 

Bind cH) Equip 

85 

2 


MocMioth Robe 

Bind Oil Equip 

87 

2 160830 

;54 

HBtrepjloRobe 

Btod on Pickup 

87 

2 7032# 

1 PROPERTIES: Increases damoge and hsafirig cfane hy mogical spells ond eTTects by up to 6 


\ .ftolycbrematicVrsionwrap 

1 Bind un Pickup 

87 

1 2 40980 1 

1 PROPERTIES; fire Resist +20, Ncture Resist +20, Frost R^st +20, Shadow Resist +20, Areone Resist +20 


1 The Postmaster's Tunic 

1 Bind on lockup 

Ljz 

[2 11017# 1 

j PRO PERTIES; Increases damoga and healing done by magkal spells and #ecrs by up to 15 [ 


j freezing Ifdt Rohes 

Bind on Pkkup 

33 

2 I797S9 

PROPERTIES: Increases damage done by frost spoils and effects by up to 43 


1 Urge Rohe 

i Bind an Frekup 

i B8 

1 2 160290 1 

[ PROPERTTES: Restores 1 0 mana per 5 sec | 


1 RcjbBoTEverfostingffigfit 

[Bind Mi Pickup 

80 

! 2 -^15036# i 

1 PROPERTIES: Increases damage end heabng done by mcrgica! spelb and effects hy up to 27 


Robe 

Birrd art Pickitp 

89 

2 260160 

58 

Droodmist Robe 

Bind on Picket 

89 

2 - 40 0 710 

58 

Itcmweove Robe 

M ofiFkkup 

89 

2 330140 

5B 

Knlght-Captoin's Oreadweove Rohe 

By on Pickup 

89 

1 1Q0540 

1 PROPERTIES: increases damage and henling done hy magical sj>ells ond effotts by up to T 4 | 


1 KnigliFCoptoitos Satin Robes 

j BindenMup 

ML 

TT 180660 i 

1 PROPERTIES: Increases damage ond healing done by mogical spdls and effecls by up to 16 

He 

1 Kflight-Cojitoitos SiUc RoimoPt 

j BindonFiclaip 

1 39 

h U«92# i 

PROPERTIES; Improves your cbonte to get a crilkal stoke wiff spells by 1 j 


|Equipment 


Armor 


iWi&pqn-s 





































































































































































































































































































































Ul 

Nome 

Binding 

Armor 

Vendor Purchoso Value I 


legionnaire's Drepriwume Rohe | Bind on PSekup | 

89 

1 -12«23# \ 

PROPERTIES; Incr^es damage and healing doae tiy magical spefc nnd effecls hy up to 16 

58 

legiowwireSSolin Vestments i 

Bind on Pickup 

e? 

] I2#21# 

PSSOPEWtES; Increases damoge aad healing done liv mogical spells end effects bv iip to 16 | 


Legionnaire's Silk Robes | 

Bind on Fkkup | 

89 

1 

P1?Of ERHES: IjniKoves yaw dwnce to get a cntical strike with spells by 1 % [ 

S8 

Mogislefs Robes 

Bind on Pickup 

89 * 

2 2404S9 

58 

Robo of Undend Cleonsing 

Bind on Pickup 

89 

2 27«t22# 

1 PliOPEETIES: Irtreoses daimge done \q Unded by magkni spelt ad efferts by up to 4B | 

hi 

Robes d the Exalteri 

1 BindonPickap I 

89 

\1 31 #18# 1 

PROPERriES: fncreoses healing done by spells and effects by up to 5& 

\K 

Widow's OuKh 

1 Bind oit Pickup | 

89 

|2 25#12# 1 

PROPERTIES: ArconcRcsKt+13 ’ 

60 KiiilhKapttBn's&feodweDveTwiic 

IbyogPkkup ' 

Ll‘J 

1 48#269 

PfiOPERTIES: Inaeoses damage and beotirg done by magical spells and efforts by up ta 25 

\W 

1 KnighKoplainS Sotin Tunic 

iBindonRckup 


h 51# 49# 1 

1 PROPERTIES: Increoses damoge ad heahitg done by mogpcal spelb ond effects by up to 21, Restores L mano per 5 sec 


KfirgbECoptoin's Si Tonic 

Birtd on Pickup 

96 

1 52#58# 

1 PROPERIIES: Improvas year cbanco to gal a ccttkal shdco wiffi spoils by ]%, Inccooses damage acid heoliug done by magioil I 

1 speBs and effects by up to 21 




UO 

j Legiufiteiiio's Dreodweewe Tunic 

I Bind on Pickup 

1 96 

h 

[ PROPERTIES; Increoses domage od healing done by magjkal speb and effects by up to 25 _I 

[¥ 

1 

] 

Bind cm Pickup 

96 

1 48#21# 

1 PffOPIRUES; Increoses domrge and beoling daw by magical sjiells and efforts by op to 2 1 , Restores 6 maro per S sec | 

Uo" 

1 lepnnaire's Silk Ionic 

j Birrd on Pkkup 

96 

1 1 48#76# 1 

1 PROPERTIES: Improves your chance to get o critical strike with spelt by 1%, Increases damage o»d healing dnne by medical 1 

1 spells ond elkts by up to 21 




[60 

1 Blnodwne Vest 

j Bincf on Equip 

92 

|2 50#35# 

' 1 PROPERTIES: Improves your chance to hit with spells by 1\ Increases dorrroge and healing done by iiragicat spells and I 

1 effects by up to 27 




UO 

1 SyhrtmVest 

Bind on Equ^ 

98 

3 319449 

1 PROPERTIES: Notue Resist +30, Increases damage and heabng done by mogical spells and effects by up to 12 \ 


UarthpowerVest 

{ Bind on Pickup 

1 98 

j 2 S4#95# I 

1PROPERTEES: Improves your chance to get a cnlfcol strike with spells by ]%, Increases damage and heobng done by mngical 

1 spells and effects by up la 25 



I 






:j£pic CMH _Fe£I\HRMQR^ 


LvI 

Name 

Binding 

Aimor 

Vendor Purchase Value 

60 

Arconist Soots 

Bind Oft Pickup 

70 

2 589!SS9 

IPROE^RTIES: Shadow Resist +10, Improve your chance to get a critical strike with spelfe by 1 Increoses damage and ] 

healing dune by magkol spei ond effects by up to 11 




ra 

Betrayer's Bools | 

i Bind on Fkkup 

69 

2 SB#7S# 

1 PROPERTIES: Increusos damage and healing done by magkat spells and effects by up to 30 \ 

N 

Boots of Einphany | 

1 Bind on Pickup 

84 

[5 40#4D# 1 

\ PROPERTI ES: Increases damage and heafeig done by mogicol spells ond effects by up to 34 | 


1 Boots of Praphecy 1 

Bind 00 Picku|i 

70 

12 69#62# ! 

PROPERTIES: Shadow Reset+7, Increases beobng daw by spells and offeds by up to 18 

m 

1 Boots d Fine Though I 

1 Bind on Pkkup 


|3 20#7S# 

PROPERTIES: Increases hoaling done by spells and effects by up to 62 [ 


1 Boots of tronscendeiKO 

{Bind on Pickup 

80 

|4 31#23# 1 

J PROPERTIES; Rre Resist+10, Increoses hding done by spells and effects by up tc> 35 | 

m 

1 Doomcaller's Foolwreps 

1 Bind art Pickup 

82 

{4 73# 95# 1 

' PROPERTIES: Increases damage and healing dane by mogical spoils and effects by up to 28, Oecreoses the magical | 

1 msislancGS of you spoil targets by 10 





1 Enigma Boots 

Bind oir Pickup 

3a' 

4 -ff4#53# 

1PRDPER11E5: Increases domoge and boding dow by magicol spells ard effects by up to 28, Improves your cfiarrce to hit 

:| with spells by 1^, Restores 4 monu pef 5 sec 





1 Feleart Slippers 

1 Bind on Pkkup 

70 

2 -'^6]#ai# 

PROPERTJES: Shadow Resist +7, ItKceoses danrage and healing done by magied spells ond effects by up to 18 | 

uo 

j Eootwrops of the Oracle 

1 Bind on Pkkup 

82 

!4 58# 5# 1 

^ PROPERTIES: Increases damage ond healirq done by ma^al spells and effects by up to 21, Restores 3 nwnp per 5 sec | 




-^ 

ivl 

Nume ■ . v • 

Binding 

Armor 

Vendor PuTchuso Vdue 1 

w 

1 

1 

BindonMup 1 

89 ] 

6 79# 30# 1 

\ PROPERTIES: Improves your chonce to get a trilicol strike with spells by ]%, Increases domoge and heabng dono by mogicol 1 

1 spells tmd offsets by up to 28 





fiBOBrol's OTHtdweure Bcnjte [ 

Bind on Pkkup 

75 

1 62#6# 1 

1 PROPERTIES: Increoses damage und heobng done by mogictJ spells and effects by up to 26 [ 


GefieroPs Sotin Euots I 

Bind on Pickup j 

in 

1 74#4# 1 

PROPERTIES: liKreuses damage mmI healing done by magkol spek and effects by up te 23 


: 

1 

Bird (Ml Pickup j 

J 

1 68#36# 1 

1 PROPERTIES: Increases damoge and bealing dam by magical spells and effects by up to 21, Improves your chance to hit 1 

1 with spelts by 




ra 

teshol's Dreadwemre Bouts | 

Bind on Pickup | 

.is'l 

1 72# 70# 

1 PROPERTIES: Increoses damage ond healing done by magicol spels and effects by up to 26 


i Marshal's Satin Sondnls | 

BindunPicki^ | 


i 1 62#66# 1 

FROPtRIIES: Increases tfonusge ond beoling dam by mogical spells and effects by up lo 23 

60 

^arsbd'sSilkfwtwraps 

Bind cn Pickup 

: 75 1 

1 7S9i39 I 

1 PROPERTIES: liKreoses damage ar»d healing dane by magkol spells and effects by up to 21, Improues your chance to hit 1 

wilb spdis by 1% 




6 G 

Mendicanfs Slippers 

Bird un Pickup 


3 50#68# 

1 PROPERTIES: Restores 10 mona per 5 sec | 


1 Nemssts Bwts 

j Bind on Pkkup | 

1 

|4 55#51# 1 

1 PROPERTIES: Rre Re^t +1 0, Irwreffies domnge and healing done by magical spells ond effects by up la 23 | 


I Netherwind Bools 1 

1 Bind on Pickup 1 

1 

|4 20# 7# 1 

PROPERTIES: Fire Resist +1D, Increases damage and healing done by mogkal spells and effects by up to 27 


j Plot]w1i«rirtSundals 

( Bind on Pkkup 

89 

1 7 IB# 78# 1 

\ PRDPER1IE5: Increoses damage and healing doae by magical spells orel effects by up b 32, Improves your chance to get a | 

ciEticdstiie with spells by 1% 




[m 

1 Recomposed Boats 

Bind on Pickup 

m 

4 429 Si9 

\ PROPERTIES: Nature Resist +20, Increases damage und healing dune by tnggical spells ond effects by up to 20 ] 


Ringa's Btinord Boots 

By on Pickup 

75 

3 3S#5# I 

1 PROPERTIES: Increoses dnnroge done by Frost spells and effects by up to 40, Improves your chance to hit with spels by 1% | 

[m 

j Sundafe of Frerh 

\ Bind an Rckup 

89 

| 7 39# SB# 1 

1 PROPERTIES: Restores 6 mono per 5 sec. Increases liedling done by spells and effects by up le 44 | 

[K 

1 Shininiedng Geb 

1 Bind CHI Pickup 

ML. 

[4 74#96# 1 

1 PROPERTIES: Restores 12 mana per 5 sec | 


1 Snowblind Shoes 

1 Biinl on Pkkup 

ML. 

I 2 97#46# 1 

1 PROPERTIES: Inacoses damage and bding done by magaufl spells and effects by up to 32, Restares 5 mom per 5 sec | 

UO 

1 Deatbmbl Sandals 

{Bind on Map 

64 

[2 2#13# 1 

1 PROPERTIES: liKreoses damoge ond heolitrg done by magical spelt ond effects by up to 12 | 


1 Sorcerer's Boots 

Bind on Pickup 

64 

2 8# 1 

1 PROPERTIES: Increoses domnge and heoEng derre by magical spells and effects by up to 21 | 


1 Viriuous Sandals 

1 Bind on Pkbp 

j 64 

1 ] 93#33# 

PROPERTIES: Increases damage and hEuling done by mogkal spells ren) effeels by up b 12, Restores 7 rmno per 5 sec | 


iup&RioR^QoiH F<££:r 


LvI 

Name 

Binding 

Armor 

Vendor Purchase Value 

20 

Sfndeisilk Boots 

Bind on Equip 

29 

9# 79# 

24 

Moccussns of Ihe White Hare 

Bind on 

' 32 

T4#3T# 

27 

Acidic WolkDrs 

Bind on Rckup 

ML. 

19#84# 

PROPERTIES: Nalure Resist +5, Increases damage and healing done by mogkol spolb and effects by up to 5 | 

m 

Defiler's Ooih Boots | 

Bind on Picbp | 

Mil 

1 22#42# 1 

1 PROPERTIES: Run speed increosed slightly. Increases damage wd healing done by mogkol speib ond effects by up ter 7 ] 

m 

1 Nigblnnder's Clolb Boots 

1 Bind on Pickup 

IJM 

|21#38# 1 

\ PROPERTIES: Run speed increQsed slightTy, Increases damoge ond heabg done by mngicol spells end effects by up to 7 | 

33 

1 

1 

E 

Bind on Equip 

33 

339?:'9 

38 

1 QeFifei's Cfotb Boots 

1 Bind on Pkkup 

43 

519^19 

1 PROPERTIES: Run speed increased sbghily, increusies domage and bding done by magical spells und effects by up lo 8 | 

[W 

1 iitghlandsc's [loth Boots J 

■ Bind OR Pickup 

liL^ 

1 49049# 1 

PROPERTIES: Run sjjwd increosed slightly, Intreoses darnage nntl healing done by magkol speib and effects by up to 8 | 

. 39 , 

Furen's Boots i 

. Bind on Equip 

44 

549219 

45 

Mlsiwoikor Boots 

Bind on Equip 

49 

80#66# 

46 

; Vinerot Sondols 

, Binct en Pickup 

50 

9T#7# 

PRCPERllES;Ncrture Resist+12 




















































































































































































































































































































































^UPTOK.Qp'IH FefcT 


M 

Hama 

Biitdiug 

Armcir 

Vendor PurdnsoValuE 1 


Dilsj'sM Boots j 

Bfttd an Pickup | 

52 |l 4#6t# 1 

PROPERTIES: Run speed increased sSghlly, fncraases domage and heoling done by nwgical spells and effects by (jp Jo 9 | 


1 

1 

Bind on Pkkup ] 

S2 J 

99# 74# 1 

PROPERTIES: Run speed increased sli^fty; Inoeoses damage and heoltng dcrne by mogical spells ttnif efleds by up la 9 | 

SO 

Cddslane Slippers 

Bind on Equip 

id 

1 8#67# 1 

PROPERTIES: Restores 4 moiM par S sec | 

50 

Pbosing ffocts 

Bind on Equip 

54 

T T5#82# 

51 

MooncToth Boots 

Bind on Egtnp 

55 

1 16#48# 

51 

SootEncrusletffooJweor 

Bind on Pkkup 

55 

1 23# 75# 

PROPERTIES: Incieoses beafing dotra by spek and effects by ep fo 20 | 


Argent ffoots | 

Bind on Equip j 


1 29#4I# 1 

PROPERTIES: SkdawRejisH^^ | 

54 

UevnutSoridals 

Bmd on Pickup 

53 

1 4D#S# 

54 

Oreodmist Sandals 

Bind on Pickup 

58 

t 36#39# 

54- 

High Priesfess Boots 

BindonPkkup 

1 58 

1 43»17# 

1 PROPERTIES: Shadow Resist f 10 | 

54 

MugislePs Boots 

BindonPfekup 

^ 5S 

1 4S9879 

54 

Ogreseer Tower Bools 

BindopPidcbp 

58 i 

1 36#a4# 

54 

OmnicQst Boots 

Bind go Putup 

53 

1 41 #53# 

[ PROPERTIES: Increases damage end healing done by miigical spelts end exacts by up to 22 j 


Wirunnnt Shoes 

Bind an Equip 

FTsI 

1 439)89 

1 PROPERTIES: Increases domage and healing dona by magicol spells ond efiects by up to 13 j 

56 

Ifoowaova Boots 

Bind oEiPickijp 


1 49#44# 

56 

Kayser's Bools of Precision 

: Bind an lockup 

[To 

1 64# 44# 

] PROPERTIES: Impioires your chancG Ic bit with spetls by 1 | 


Hecropiie Boots j 

Bind on Pfckup 

1 60 

1 62#51# 1 

PROPERTIES; Incrsoses damage and heding done by magical spells and effects by irp to 11 


The Postmaster's Trends | 

Bind on Pidup 

bO 1 

1 T 64#25# 1 

PROPERTIES: Increases damage end healing done by mogid spelb and eTfects by up to 2 j 

& 

1 Boots of the Fi Moon 

1 flirtd on Pickup 

ra 

1 1 56#92# i 

1 PROPERTIES: intrEnses healing done by spelb and effects by up to 26 | 


1 

f 

Bmri on Pickup 

60 

1 72#53# 

PROPERTIES: inoeoses damage done by Shadow spels and effects by ap to 27 


I Blood Guard's Dr^oKtweove Bools 

1 Bind on Pickup 

ijt 

[35# 44# 1 

PROPERTIES: Incieoses detniogE and healing done by magical spdls and effects by up to 12 [ 


1 Blood Guont's Satin Boots 

1 Bind on Pickup 

61 

1 37#72# 

1PROPERTIES: Increaies domoiga end heating done by magkol spak and effetls by up to 1 2 | 


j ElomitodlsSiltfootwraps 

i BiniionPkkap 

Ul 

|a5#ii# 1 

1 PROPERTIES: Increase damage and healing done by magicol spells end effects by up to 1 2 | 


1 DefUer's Oath Boots 

1 Bind cMi Pidup 

LA' 

[t 7e#3# 1 

PROPERTIES: Run speed increased slightly Increoses doitinge ond healing done by magkdl spells and effects by up to 12 | 


1 DragDrridar Boats 

j Bittd on Pickup 

|61 

|l 71 #58# 1 

1 PROPERTIES: Hre Resist+10, Inaeoses damoge and healing done by magical spells cuid effects by up to 1B j 


1 FairtiHeelePs Boats 

1 Rind an Pickup 

n. 

1 1 78#74# i 

1 PROPERTIES: Incrtoses heQling done by spells and effects by up to 2 6 | 


fire Stnders 

Bind on Pkkup 

6t 

|l 75# 26# 

j PROPERTIES: Ewe ResHi +T S, Increases damage done by fire spelb and effects by up to 29 

0? 

1 Higblonder's Cloth Boots 

I Bind on Pkkup 

61 

|l 65#a2# 1 

1 PROPERTI ES; Bun speed increoseil sTtglilly, Intreases domage ond beafing done by magicol spelTs nnd effects by up la 12 ^ 


j Knigfit-Lieutenant's Dreodweave Boots 

j Bind on Rdcup 

nr 

1 e7#36# 1 

1 FROFERTIfS: Increases damage and tieoling done by magical spells and effects by up to 19 ] 


1 Knlgtit-Oeutenanrs Sotirr Boots 

1 Bind on Ptdap 

IJL 

f84#81# 1 

1 PROPERTIES: Increases damage and healing done by iragicol spalls and effects by up to 12 1 


1 KnigbH-ieulBnonft Silk Boots 

1 Bind on Pickup 

Tir 

|a4#i6# i 

1 PROPERTIES: Increoses domoge a nd healing done by magical spells and effects by up to 12 j 


1 Runei) Stygian Boats 

\ Bind on Equip 

ML 

1 1 77#36# ] 

1 PROPERTIES: Shodow Rescl+20, Restores 4 ffiona pw 5 sec j 


\ BTooH Gunrd'E Dreodweove Walers 

j Bind on Pickup 

64 

T95#36# j 

. PROPERTIES: Increases damage ond heoling done by nwgid spelb and reacts hy up to 13 | 


1 Bbod Guard's SotinV/alkers 

Bind Ml Rdup 

64 

95#36# ^ 

PROPERTIES: IncfBOSES domage and healing done hy inagical spells end effects hy up to 14 | 


ImpeupR^Cpm Feea’ fiRMOR^_ 


0 

Blood Guard's Silk Wolkers 

Bind on Rckup 

T1 

99# 1 

PROPERTIES: Increoses damage and tieolirg done by magical spek end effects by if to 15, Improues your chance fa hit 1 

1 with spells by 1% 




i60 

OToodvine BddIs 

Bind on Equip 

63 

1 899159 

PROPERTIES: Improves your chniKe to hit wirfi spells by 1%, Increcises damoge and healing done by magical spells and 1 

] effedsby uptol? 




0 

Knigbt-lleutenQiifsDrendweave Walkan | 

Bind on Fkkup 


1 3#7# 

1PROP0TT1ES: Incieoses damoge and henling done by magkol spek and eff ects by up to 18 | 

0 

tfrught-Lieutenant's Satin Wolkers | 

Bind on Pkkup j 

M 

._..h 

[ PROPERTIES: Increases damage onil healing done by magical spells and effects hy up to 14 ] S 

0 

[ KnighklieuteitonFs Silk Walkers 

Bind oEifickup 

' 

1 98#65# 1 

PROPERTI ES: Increases damage and baoling done hy mcigicol spells and effects by up to T S, Improves your chance to hit 1 

1 with spells by 1% 




0 

Quicksatrd Waders . 

Bind on Rckup | 

70 

2 9 76# 37# [. 

1 PROPERTIES: Increoses damoge nitd henliag done hy magkol spalls ond effects by up to 16 | 

0 

TtooiisoTthBWanderlitgNomitd 

1 Bind Ml Pkkup | 

MM 

125 52# 59# j 

PROPERTIES: tocreases healing done by spalls and effects by up to 37 




- 

Ul 

Nome 

Bindir^ 

Armor 

VeniJar PuithEKB Value 1 

57^ 

flomcore Glovos 

Bind on Equip 

' 60 ■ 

1 [? 49#2# 1 

1 PROPERTIES: Eire Resist+25 | 

0 

Gloves uf Spelt Mastary j Bind an Equ^ j 

60 

] 40#34# 1 

1PR0PER1IE5: Improves your chance to gel q crilicol strike with spells by 2% | 

0 

Aicomst Gtoves | 

Bind Oft Pidtop 1 

.alJ 

T 73#22# 1 

1 PROPERTIES: Rre Resist +7, Restores 4 mona per 5 sec, Increases domtige and hearing done hy mogkal stKlIs and effects 1 

I by up Id 14 




0 

Dade Storm Gconifets | 

Bind orv Pickup | 

: 83 

A ii9;s9 1 

1 PROPERTI ES: Inc/ooses domage and healing done by magical spells ond effects by up to 3 7, Improves your chance to hit 1 

1 with spells by T?^ 




60 

! OMtucaSer^ fiandwraps [PffJ ! 

Bind on Pickup 

74 

|8 W9159 

;60i 

Ebony Flame Gloves i 

[ Bifid eo Rckup \ 

■AM 

i2::a3#t2# \J 

PRO PERIIES: Inaeoses damage done by Shodow spells and effects h{ up to 43 

60 

[Fe'fetGbes 

{ Bind on Pickup 1 

+3l 

Tl. -75^.889 

1 PROPERTIES: Fire Resist +7, improves your chonce to get a critical sliike wlh spells by 1 %, Increases damoge and beolirg 1 

done by magical spells ond effects hy up to 9 




60 prustfirc Gloves j 

[ Bind an Pickup j 

Ejlj 

i 5, 79)6#" . 

PROPERTIES: lircreoses damage ond haaling done hy magical spelts and effects by up to 36 

m 

fGiml'sDreo(fe;eDve Gloves i 

[ficird on Pickup? i 

ml] 

[1^3^37# 1 

1 PROPERTIES: Gives ycu a 5(E dwice to ovoid interruption caused by danwge wliilc costing Searing Pain, Introoses damage 1 

1 and healing dona hy mogicoE spelb and effects by up to 30 




m 

[ Gfinetofs Satin Gloves 

Bifid on Rckup j 

[jy 

1, 163? 87# j 

1 PROPERTIES; Gives you a 50% clKince to avoid intMTupJton coused by damoge while cosfing Mind Blast, Increases damage 1 

1 and healing done by magical spells and efPacts by up to 23 




w 

jTnetol's SSk Handgunrds 

l&yan Pkkup 

1 68 i 

i ^12965# 1 

1 PROPERTIES: Increases the damage obsurbed by yow Mono Shield by 385, Increases damage and heeling dona hy magicol 1 

1 spells ond effects by up to 27 




m 

iGtaIGte’ 

f Bind cMt Equ^ 

nr 

;3,4e#46# : 

j PROPERTIES: Frost Reskr+30, Increases damoge and healing done hy magicol spells ond alfeds by up to 1S 

[60 

} Gloves of Dark Wtsdcim 

1 Bind Ml Pickup 

nr 

■12 . 27 #37# J 

1 FROPtRIIES: Increases healing done by spells and effects hy up to 35, Restores 5 mano psr 5 sec j 

UO 

1 Gloves of Mjsional Fawei Jlitod osi Ficki^ 

Dx. 

b-'JWM J 

PROPERTIES: Restores 5 mona per 5 sec. Increases damoge cmd healing done by magical spel^ and effects by up to 27 

m 

1 Gloves oTFfflfb 

It m on ficki^i i 83 J 5 V 450^51# J 

1 FROFERTIES: Inoeases berriirg done by spells ond effects hy up to 40, Rffitores 4 irwnn pet 5 sec 


{clovesof Prophecy 

1 Btod on Pickup 

ML 


1 PROPERTIES: fire Resist +7, Restores 6 mono pai 5 sec, Inoreoses healing done hy spalls and effects by up to 18 


: Gtoves of Rapid Evototton 

~ -- 

. Biiedonfickup 

LLL 

|2-.58#70# 

ii 

Gloves of the Hypnohe Flame 

1 Bind on Rckup 

tl 

[2 26# 65# 


fqui^ent 


Armor 





PROPERTIES; Ircreoses damage done by Fine spells ond elfetls b{ up Id 23, Increases domage and healing done by magicot 
spells and #etlstyuplo9 














































































































































































































































































































































LvI 

Nome 

Blndiog 

Armor 

Vendor Pbrehase Value I 

50 

Gbies of the Immortal 

Bind on Prekup [ 

6B 

2 Z3«75# 


Glovris ol the 

Birtd on Pickup | 

74 

•3 18«45# 

PROPERTIES: Increoses healing dcme by spfills and efkts by up tc 25, Restores 10 mpno per 5 sec 

601 Hairagifflirfs of TitMiscendenre | 

i Bind cm Picbp | 

1 ?2 

■1 SB^56# 1 

PROPERlIES: Shadow Rcshr+10, Impcwes your chance to gel o oitkol slrite with spells by 1%, Irqsases baling done by I 

spellsDndellEcisbyupto2? 





Morsbors Dfefldwaave Cloves ] 

1 Bind on Pkkop 1 

68 j 

t 18?i56# 

1 PROPERTIES: Gives you a 50% choree to ovaid inlemiptipn caused by damage while casting Seacing Pnin, Inoeoses damage { 

1 and tieflling done by magical spells and effects by up to 30 





; Mojstwl's Sahe Gfevss 

[ Bind on Pidcup | 

68 1 

1 1 8#869 

1 PROPERTIES; locreoses damage and healing done by magkul spells and effects by up to 23, Gives you o 50%, chunco to I 

1 ovoid intenuption caused by dcimoge wble costing Mind Blast 



nr 

1 MarshaPs Salk Gloves 

|i Bind on Pickup 1 

■ 53 I 

t'1 " 18$ 7* 

1PSOPERIIES: Irneuses damage and heoling done by magical spells and elfotts by up to 27, Increases tbo damage absorbed ] 

by ytiutta Shield by 2B5 




m 

1 tfemrsis Gloves 

{Bind on fickup 


2 7S®73« 

1 FBOftRll^: Shadow Resist +10, Restores 4 heolih per 5 sec, Increoses damage ond heoling done by magical spells uid I 

1 effects by up ta 15, imprewes yaut cbance to get a critkol sliite with spells by 1% 




1 Jetlwtwind Gloves 

|eNnnPidc«p 

I n 

[ 2 . 81^9#' 

1 PROPERTIES: Shadow Resist +T 0, Improves your chonce to get a aitnl strike with spells by 1 %, Increases damage ond I 

1 healing done by magical spells and effects by op to 20 




m 

{PlaSuei^rt Gloves 

1 Bind on Pickup 

[' 83 ' 

js 30i^23# 

1 EltOPERTlES: Improves your chance to get o critknl slnle wilh spels by 1%, Increoses damage ond healing done by magical | 

1 speds end effects by up to 25 





li DeaJbmist Wraps 

\ Bind on Pfeltup 

!l» 

1 . I'9n9 

1 PROPERTIES; Increases damage ond healing done by magical spells oird effects by up Jo 13, Improves your cbotKe to hit I 

1 wirtisi>ellshyl% 




Uo 

t Swarer's Gloves 

1 Bind Ml Picbp 

Dl 

;96»23# 

1 PROPEIilTlES: Incieases damage oud lieding done by mogicol spells and effects by up to 12, Improves your chance to hi! 1 

■ 1 with spells by 1% 





fVirtuous Saves 

= - ---- - -- , 

Bind on Pickup 

fir 

[V wa# 


PROPERTIES: l™crBDSB 5 dptnagp amJ henlmg done by raogitol spells ond affecls by up ta 11 


#U?0RJOR^|QD1H H™d HrIjIOK^ 


LvI 

Name 

Bifidirig 

Armor 

Veodor Ptirchoso Value 

IS 

MogeRst Gloves 

Bind DO Equip 

23 

3# 55# 

27' 

Hotsbot Pilots Gloves 

Bind cm Egwp 

31 

)3#89 

29 

Gloves of OH 

Bird on Equip 

32 

T5#65# 

4Q 

ITreamwoove Gloves 

Bind on Equip 

41 

3?#44# 

1 PROPERTIES; Increases domage and healing done by magicol spells and etteeb by up lo lE _I 

42 

M- 

I 

i 

Bind on Pickup 

: 42 

45# 22# 

47 

1 Atorai Gloves 1 

Bind on Pickup 

147 

63#82# 

1PROPERTI ES; Increases domage and healng done by mogicol spels and effects by up to 9 | 

1 49 1 Sifkweb Gloves J 

Bind on Pickup | 

43 

70#63# 1 

1 PROPERTIES; RestDces 3 morn per 5 sec | 

so: 

Glcrves of the AtaPai Prophet 

Bind on Pickup 

4? 

76# 29# 

jV 

Oeuiandcin Gloves 

Bind on Pickup 

51 

87# 97# 

S2 

Mono Shaping Hondwrops 

Bind on Pickup 

51 

82#36# 

PROPERTI ES; Increases damage and healmg done by mogkal spells and effects by up to 15 | 

54 

Devemt Gloves 

Bind on Equip 

52 

939729 

54 

Dreodmist Wrops 

Bind m Equip 

52 

91 #27# 

54 

HondsrftheExalied Heiold 

BNon Pickup 

S2 

94# 74# 

1 PROPERTIES: Inaeases healing done by spells and eff ects by up to 33 | 

54 

Mogisier's Gloves 

Bind on Egu^ 

S2 

90# 93# 

55 

Grighbpaik Gloves 

Bind on Pickup 

" 53 

949389 

PROPERTIES: Improves yam chance id get ct critical strike wilh spells by 1% 


1 Hands of Power 

1 Bind OR Pickup 

1 S3 

{ 99#33# 1 

PROPERTIES: Increases dorauge ond healing done by mogicol spelh and effects by up to 25 

1 55 1 Stiodowy Laced Handwraps 

{ Bind Ml Pickup 

[53 

1 1 2#50# 1 

PROPf RITES: Shadcrw Resist +T2, Rcsiof(3s 5 mono pijr 5 sec 

ii 

trortweove Gloves 

BikI on Pickup 

54 

1 6#89# 

57 

Dorkskide Gloves 

BN on Pickup 

55 

1 74#7a# 

1 PROPERTIES: Shadow Resist+10, Arcane Resist+15 | 


Jup^oJUaoiwUi®!’ fiRjTiOR 


LvI 

Name 

Binding 

Armor 

Vendor Purdicrse Volue 1 

m 

Feklolh Gloves j 

Bind art Equip | 

JLl 

1 11 #39# 1 

] PROPERTIES; Increoses dbmage dore by Shodow spells ond effads by op to 33 ] 

m 

Inferno Gloves | 

Bind on Equip | 

jH 

1 T1#78# 1 

1 PROPERTIES; Inoecises damage done by Fie spells and effects try up to 33 | 

57 

toncblh Gloves 

Biot] on Equip 

55 

1 12#19# 

57 

Shivary tlcrndwraps 

Bind on Pickup 

55 

1 149359 

PROPERTIES: Increases domoge done by Frost spels and effects by up to 17 


1 

i 

M 

Bind an Pkbp j 


1 4#61# j 

1 PROPERTIES; Increases damage done by Shodow spells and effects by up to 20 | 


Blood Guord's Dieudivecrve GTovas | 

Bind on Pickup | 


57#17# 1 

1 PROPERltES: Gives you a 50% chance to avail inienuption caused by domage while costing Seoimg Pom, Increases dnmoge 1 

1 and beating dorre by magical spells and effects try up to 21 





Blood Ginnd's SatiFi Gloves 1 

BN on Pickiip 1 

. 1 

539639 j 

I PROPERTIES: Ghms ymi 0 50% chonce to ovoid mterrupifon caused by damage while costing Mnd Blast, Increases damage | 

and healing done by mo^ol spetb ond effects by up hi 21 




fiE 

1 Bkiod Guard's Silk Giryvss j 

Bind cm Pickup | 

56 i 

57#16# 

1 PROPERTIES: Inciooses tk domoge ohsoibd by ynw Mono Shield by 265, Increoses damage ond hding dune by mtagicol | 

spelsond effects by up to 21 





[ knigbt-lieuJentMifs Draadweciva Ghwes ] 

Bind on Pickup 

56 

589669 

1 PROPERTIES: Gives you a 50% chance ter qvqH interruption caused by darrmje whie costing SeanTig Pain 


1 KnigtfriieutenonPs Sotin Gloves | 

l&nd m Pickup j 

“ J 

: 56#96# 1 

1 PROPERTIES: Gives you Q WA cbonce to ovoid intefniption consed by damage while castmg Mind Bktst, Increases damage ] 

1 and healing dbne by magicol spells and effects by op to 21 





1 KnigbMieutenanfs Silk Gloves 

[ Bind on Pickup 

156 

56# 52# 

1 PROPERTIES: Increases the domoge absorbed by your too Shield by 285, Increases domoge and healing done by raagicnl 1 

1 spellsondeffed5bynpto21 





1 Blood Guard's Oreodweave Hondwraps 

Bind on Prebp ; 

53 

67#23# 

1 PROPERTIES: Gives you a 50% dnnee to avoid mtenuptiem corised by domoge while co^ng S^saring PWin, IncreosK domoge 1 

1 ond heolinq done by mogicol spells and eff ocls by up to 21 




\m 

\ Blood Guard's Satin Handwrops 

1 Bind on Pickup 

58 i 

6e#2i# 

1 PROPERTIES: Gives you a 50% chance hr avoid inlemiption caused by damage while casting Mind Blast, Increases danwge 1 

1 and healing done by nmgicaE spells ond effects by up to 21 





{ Blood Guard's Silk Hondvnaps 

t BNonPkknp 

1 ss” 

1 639459 1 

1 PROPERTIES: Itrcreoses the damage absorbed by yeur Mana Shield by 235, Increoses damage ond heoling done by mngkul 1 

1 sp^ls and effects by up to 18 





1 Bloodlinged Gloves 

Bind on Pickup 

62 

1 68#34# 

1 PRiOPERJIES: Inccanses danwgB and heoBng done by magical spelis and effects by up to 19, Improves your chance to lit I 

1 withspi^lbby 1% 




\m 

j Rnight’iieutenaufs Dreadweove Hondwraps 

j Bind on Pkkup 

1 53 

1 68# 47# 

PROPERTIES; Gives ymi a 5D% cknee to ovoid intermpiioii ccrusod hy damage while cosiing Senring Fain, Increases domoge 1 

ond healing done by mogkal spells nntf Effects by up to 2t 




m 

1 knight-lJcutrmanPs Satin Handwraps 

’ Bind on Pickup 

1 58 

69#93# 

1 PROPERTIES: Gwes you 0 50% chance hr avoid interruption caused by damage while casting Mind Blast, Irtcjeases damage 

and Ming done by mogicol ^ells and effects by up to 21 




m 

j Knighiiieuienanfs Silk Handwraps 

j Bind on Pkkup 

58 

659529 

1 PROPERTIES: Increases the damage ohserbed liy ydiitMnfiftShleH by 235, Increases damage and healing done by magkal 

1 spells and effects by up ho 1 8 : ■ ' : ; . . 





T- 1 '' T 

1 Desert Bloom Gloves 

1 Bind on Pickup 

J 56 

I 1 9#84# 

1 PROPERTIES: Increoses Ming dene by ^11$ and effects by op to 51 

m 

1 Gloves of Unrkiid (leurtsing 

Bind on Pkkrip 

^ 56 

jl T3#ia# 1 

] PROPERTIES; Increoses damage done hr lindead by mtigicol spelt and effects by up to 35 


j Goriok's Hondwraps 

1 Biird on Rckup 

S3 

|99#15# 1 

1 PROPERTIES: Impicm your chance to get a critical strike wilh spells by 1% | 


j Sondworm Skin Glavas 

• Bind Oft Pickup 

j56 

j 1 12#25# 1 

PROPERTIES: Increases domoge and heoling done by mogicol spels and effects by up to 27 




id Home 

Binding 

Armcff 

Vendor Purchase Value 

49 Eye of Flome 

Bind m Equip 


j 1 50#73# 

PROPERTIES; fire Resist +15, Increases damuge done by Fite spelt and effects by up to 43 

54 Ctide of Flame 

BN on Pkkup 

74 

1 92#f72# 

PROPERTIES: Fire Resist+15, Channels 75 heolrh into mano every 1 sec for 10 sec 








































































































































































































































































































. . He5r>..3.Ri50K.. _ 1 

bl 

Name 

Binding 

Armor 

Vendor Purchase Value 1 

N 

Manrst Crown j 

Bid on Pickup | 

@3 

2 73959# 1 

1 PflOf ERT.IES: Fite Resist +10, Incfoases tfomage und heolir^ done 1^ mogiciol spells and elfetis hy up to 20, Jitipioves your 1 

1 choiicetohitwiitispelb by 1% 




N 

Grdot of faith [ 

Knd on Pidup 1 

lOS j 

8 9969# 

PROPERTIES: kreases lieuling done lify spells and sffefts by up to 7S, PestDies 5 mana pur S sec | 


CirctsfofPtophecy 

Bfed on Picbp 

83 

2 78#AA# j 

1PROPERTIES: fire Resist +10, Increoses damage and healing done by magical spells Odd deeb hy up lo 12 j 


CcyslufAdortted Crown 

OdonPkktip j 

J5j 

2 34#38# 1 

1PROPERITES: Incieoses healing eforfl by spells and effects by up to 92 j 


Don Rigoberto's Lost Hilt | 

Sindnnricltup j 

TOO 1 

5 30# 14# 

1 PROPERTIES: Increases healing done by spells ontf deefs by up to 64, Reste T T mm per 5: 

;ec 


Doomccilfer^s Qrclet j 

Bind on Pftkup j 

lOQ 1 

i 

1 PROPERTIES: krooses damage and healing clone by mogicol sjpells and effects by up to 33, Improves your chonco to get o 1 

1 critical strike wilfi spells by T%, Imiwovos your chance hr hit wih spdls by 1% 



0 

Oustwiad Turban | 

Ed on Pickup j 

SA 

3 69629 1 

1 PROPERTIES: Increases healing done by spells and effects by trp to 31, bpraves your chance to get o oitical slrtb with I 

1 spells by T% 





Enigma Circfei j 

Bd on Pickup | 

100 j 

i 319709 

1 PROPERTIES: Increoses damc^e and heoling done by mogkai spells onl effects by up Ic 33, Improves your chonce to get n 1 

1 critkal stiie with spells by 1%, Improves yow chance to hit with spells by 1% 



0 

Feleart Horns | 

Bind on Pfekp ] 

B3 j 

2 66# 63# 

1 PROPERTIES: Eire Resist ilO, krases donwge and healing dcMie by magical ^lls ond effects by up to 20 

0 

Field MarsbdI's Coronal | 

1 Bind on PIdup ] 

92 1 

1 96#32# 1 

1 PROPERTIES: Increases damage and healing done by nwgied spells and effects by up to 32 | 

0 

Field HarshoPs Coronet 

1 Bind on Pkbp | 

92 1 

1 2 5#75# 1 

1 PROPERTIES: improves your dKince to get a critical strike wi spells by 1%, kreases dorrmpe and heolng done by magical I 

1 spells ond dects by up to 33 




0 

field rWioRs Headdress 

1 Ed oEi Pickup 

0] 

2 4#39# 

1 PROPERTIES: Increoses damage ad booling doae by magical spdls twd effects by up to 33, Rwtores 4 mana pec 5 set | 

0 

fiastfire Cirefet 

{Bind on Pickup | 

1 T08 

|7 43#16# 1 

1 PROPERTIES: Increoses douiftp and booling dano by magical spdis ord effeds by up la 35, Improves your dwnce to hil I 

1 with spells by T\ Improves your chance to gel a criiicd strike with spells by 2% 



Uoi 

1 Gkiol Headdress 

iBindanPkbp | 

102 

U 29649 

PROPERTIES: Erast Resist +40, I ncreases domage ond healing done by tiwigicd spalls and effects by up to 18 

0 

1 Gnerriish Turkm of PSydric 14.^ht 

1 Bind m Pldup 

93 

29#36# I 

PROPERTIES: Restores 9 mona per 5 soc. Increases your rasistonce to sileivce effects by 10% 


1 HotooflrnnKi^ence 

[Bind on Pfdup 

□L 

1 4 34#40# 1 

1 PROPERTIES: Fire Resist+l(],Frosr Renst +T 0, Increoses heaSng done by spells ard effects by up to 40 | 

[60 

Misb'undore, Crdet of the Wild Fiercer 

1 Bind on Pickup 

[m 

S 849429 

1 f ROPERTIES: Ircrsoses domage nod healing done by magical spells and effects by up to 3S, Improves your chance to get ci j 

1 critical strike with spells by 2% 




5 

[ Nemesis Skullcap 

1 Bind an Pickup 

0 

4 ]5#21# 

1 PROPERTIES: Frost Resist +10, Shadow Resist 1 10, Resterros 4 heaWi per S sac. Increases damage and beetling dene by I 

1 mogicat spells ond effkts by up to 32 





j Wetherwind Crown 

Bind on Pickup 

94 

4 23#24# 

1 PRDPERTIES: Frost Reas[ #1Q, Shadow Resist +10, Resloces 4 mono per S sec, Increases domngo gnd healing done by 

1 magkal spdls aud effects by up to 32 




[m 

j Plagueheart Giclet 

Bind on Pkkup 

108 

[7 369269 

1 PROPERTIES: Increases damage and bding done by niagki]l spells and effects by up to 33, Improyes your cbance to get o [ 

1 criiicol stile with speBs by 2%, Improves your chnneo to htt with spells by 11 



\m 

j Preceptor's Hat 

1 Bind on Pickup 

I 102 

6 2S#61# 

1 PROPE RTIES: Increases damage onrl healing done by mogiool spells and effects by up to 5 1 | 

m 

Tiom of the Oracle 

Bind on Pfdup 

too 

5 2a#26# 

1 PROPERTIES: Increases domage und healing done by nwgical spelb and effects by up tti 28, Restores 7 mono per 5 set, | 

1 Invrovos your choiKs la bit with spdls by \% 





1 Waiterd's Dreadwaova Haod 

Bind on Pidup 

0L 

t 919219 

PROPERTIES: krenses damage cud heating done by ntogietJ spells ond effects by up to 32 

m 

f 

i 

1 

[ Bind Oft Pickup 

n 

1 2 5#IO# ! 

1 PROPERTIES; Increases damage and heoling rfone by mogicol spells ond effects by up to 33, Restores 4 mono per 5 sec ] 


[ Wusfaid'sSRkM 

[ Bind orr Pickup 

\ 92 

1 2 5#4# 1 

1 PROPERTIES: impiows yout Ownce lo get u ciilicaf strike wilti spells by 1%, kreases dorrrage and heoEng done by mogicaf j 

1 spells aiid#ectsbyupfo33 




[fii 

1 Cap of the Scarlet Servant 

\ Ed Oft Pickuip 

70 

2 29#7# 

PROPERTIES: Improves your cbonte to get o critical strike with spells by 1% 




^iC 




LvE 

Name 

Binding 

Armor 

Vendor Pucchose Value I 

0 

OeatfimistMosk j 

Bind DJI Pickup j 

JS 

2 1- 

1 PROPERTIES: Increoses damage and baoJing done by magicot spelk and effects by up to 16, Impiaute your chance to hit 

1 with spells by 1% 




0 

Soicerar's Crovwi [ 

Bind OP Picbp 

~lsl 

2 S#73# 1 

PROPERTIES: Increases domage and healing done by mnijkal spoils ond effects by up to 11, Improves youv (honce to pt a 1 

1 critical strike with spells by T% 




0 

Virtuous Gown 

Bind on fickup 

« t 

2 5#5# J 

PROPERTIES: Inaeases damage and bealing doite by magicfll spells and effects by up to 11, R 0 s 1 ares 6 mona per S sec, [ 

I Improves your drance to get 0 oitical strib with spoils by ]% 





§0P€R10R^C!PTB 

LvI 

Nome 

Binding 

Armor 

Vendor Purchase Value 1 

0 

lioly Shroud | 

Bind an Equip | 

40 

19#S2# I 

[PROPERTIES: Inasoses healing done by spells and effects by up to 3 3 | 

30 

Embalmed Shiaud 

Bind on Pickup 

42 

26# 39# 

32 

Electromogitetic GigaflliK ReoctivaTor 

Bindun Pkkup 

44 

3T#72# 

1 PROPERTIES; Channels a boh at lightning and hurls it towards oil eiiemies in front af the costar causing 14 7 to T 67 Kolure I 

I damop. Tba cosier is then sunoundad by a btiriier of dectricity for 10 min 



35 

Corpseshroad 

Bind an Equip 

47 

379739 

38 

Papol Fez 

Bind an Equip 

51 

48#05# 

PROPERHES: Increases hcallitg done by spelb and effects by up to 22 j 

39 

Miner's Hat of die Deep 

Bind an Equip 

52 

629369 

39^ 

Wbitemaae's Chapeau 

Bind on Pickup 

52 

53#56# 

42 

Cossandra's Grace 

Bind OP Equip 

'55 

63#79# 

1 PROPERTIES; Increases healing done by spdls and effects hy up to 44 | 

0 

Bad Mo|o Mast j 

Bind on Pickup ] 


78#58# 1 

PROPERTIES: Increases damage done by Sliadnw spelb and effects by up la 14 

^5 

DEBomweQve Cimlet ] 

Bind on Equip j 

1 0 

85# 93# 1 

1 PROPERTIES: Increoses damage und healing done by magkal spelb and effects by up to 21 [ 

46; 

SfiUloitcheriHolc 

Bind on Equ^ 

59 

: 06# 64# 

49 

iEj(e.<jf?t)eradre£ 

Bind on Pkkup 

63 

1 29269 

SO 

[fli^Ac^iecffs Monocle 

Bind an Pfdup 

64 

1 n#?i# 

53 

+ T 

GembwsffCifd'et 

Bind on Fsdop 

63 

1 6#34# 

54 

Crimson felt Hot 

Bind on Pkbp 

68 

1 44#07# 

1 PROPERTIES: Increases tfemage niHl booling done by magical spelb and effects by up to 30 j 


{Diugonstin Cowl 

[ Bind an Pickup 

[69 

1 1 49#37# 1 

1 PROPERTI ES: Inaauses damage and healing done by mngical spelts and effects by up to T 3 | 

[ss 

Sloifira Twro 

Bind ort Pickup 

; 69 

|t 43#63# 1 

1 PROPERTIES; fire Resist+10 | 

0 

1 The Pufstmaster^s Band 

1 Bind on Pickup 

70 

pr 63#67# 1 

] PROPERTIES: Increoses damage and heala^ done by rnagiral spells and effects by up Id 14 [ 


Devout Crown 

Bind on Pkkup 

71 

1 63#35# 

57 

Dreodmist Mask 

Bind on Pkkup 

71 

1 66# 36# 


Magistoi's Crown 

Bifid on Pkkup 

71 

1 59#T2# 

JL 

Moondoth Cirdet 

Bind m Equip 

71 

1 66# 93# 

58 

Cliompion's feeudwsave Head 

Bind on Pickup 

73 

83# 54# 

PROPFIfllES: Increases domoge ond bding done by rragbl spefe ond effacb by up to 16 

0 

1 Chempion's Satin Cowl 

[Bind an Pkkup 

03 

j83#52# j 

PROPERTIES: Increases damage nnd healing done by magkal spelb and effects by up to 16 ] 


[ Chompian's SiBc Hood 

1 Bind on Pkkup 

03 

186#3e# 1 

1 PROPERTIES: Inf raves y gur chance Id get 0 critical strike with spelb by 1 % | 

0 

[ Crown of die Ogre lOtig 

Bind an Ptebp 

0L 

1 79#24# 

1 PROPERTtES; In^roves your dianca Id gel u crirical strib with spells by T% 

SB 

IfOJweovG Cowl 

Bind on Picbp 

73 

]' 75#4?# 


Doufeiiont CommffliileF's Crown 

; Bind on Picbp 

73 

8S#64# 

1 PROPERTIES: In^roves your chnixa to goto critical strib with spells by 1% 

0 

Ifeuterrant Commander's Oindam 

1 Bind on Pickup 

liL 

1 36#7# 


Equipment; 


PHOPERIIES: Inaeoses domoge and healing done by mogiral spells and effects by up to 16 


53 


lieutMt Commondef's ffeadguard 




73 


38 # 63 # 


PROPERTIES: Inaeosss danrage and healing doite by mofliMl spells end effect; by up b 16 


AO 10f{rtdvin8 Goggb 


Blind on Equip 


7S 


C 


Armor 


rWMpon!; 





] 86#3?# 

















































































































































































































































































































































§UP^0B^Qd' 1H H^D fiRMOBL 


Ivl 

Home 

Sioding 

Armor 

Vendw Purchase Value I 

PUOPFKllES: lm[wovK yow dvance !o It with spelk by 7%, Impfoves your chonce to get o triPcql strike with spefls by 1 %. I 

liest(3fes9m£ino'peiSsBc 





Oiumpion's Dreadww (owt 

Won Pickup 

jiJ 

] 24#43# 

PROPERTIES: IncreosK dQmag& and Ijeoliug done by mogicot spells and effects by up to 21 . Irajifoives yuvr chance ta get o I 

crirtool smliewl spells hyl% 




m 

Qwinplori's Sarin Hood [ 

Bind on Pickup I 

ei 1 

1 30^62# 

PROPERTIES: kreoses damage ond healing done by magical spells od effects by up to 21, Restores ^ mann per S set 


Champncr's Silk Covd j 

Bind an f^cknp | 

31 

1 81956# 

PROPERTIES: Improves your chance to get a cntlcal strike with spells by 1%, Increases damage and beoliag done by mogkol | 

sjkIIs and cffEcts byupio 21 





liauteiKFit Eofimmivdar's Oredweave Cad j 

Bind on Picku-p j 

“1 1 

1 25#41# 

PROPERTIES: Incteases domage ord healing done by magScol spells and effects by op lo 2 1 , Improves your cbnnce to get a ] 

criticol strike wilti spals by 1% 




0 

LMoncnt Cninmander's Satin Hood j 

By on Prckup | 

81 

1 289 23« 

FROPffiHES: danoge ond bling done by moglcoi spelb and eff^s by up lo 21. Reslotes 6 ipona pef 5 sec j 

0 

tieutenairt Commnnder's Silk Cowl [ 

Sy on Pkkup 1 


1 299179 1 

PROPERTIES: Improves your choncH to get o crilkffll stiUce with spdis by 1%. tncreoses damoge and healing drine by mogitril I 

spdis and effects by up to 21 





Spelisovefslarban j 

Bind an Pickup | 

L?i 1 

1 78970# 

PROPERTIES: Increases daim^ ond heeling done by magkdl spel's ond effects by up to 36, Improves your cboirce to hit | 

with spells by 1% 




0 

Sylvan Crown | 

Bind on Equip 1 

□lT 

2 49^7 61# 

PROPERIIES: ITaturo Resist+30, Irccwses damage and healing done by mogicol ^lls and effects by up to 18 

0 

The Kewter's Cover j 

Bind on Pickup { 

nn 

2 49#79# I 

1 PROPERTIES: Increases damage aiud beoliag done by itiagkal spdis and effects by up to 41 | 

0 

lulirni ffeoddress 

Bind on Pkkup 

7S 1 

2 28^39# 

1 PROPERTIES: Increases heolEng done by spells anct effects by up to 55 | 

0 

Crown of Caer Oorrow 

1 By on Pickup 

00 

1 74#69# 1 

1 PROPERTIES: Fiest Resist +15 | 

1 HA 

1 Green kns 

1 Bind on Equip 

00 

77^70# 




- 

Ivl 

Name 

Bincfing 

Armc^^ 

Vendor Purchase Value 

0 

Mcrensbrm leggings 

Bind on Pickup 

00 

3 39949 

1 PROPERIIFS: Restores 14 mom per 5 sec ] 

[60 

1 Arcantstleggings 

1 Bind cm Pickup 

39 

1 3 39#90# 1 

PROPERTIES: Shadow Rosht + 10, Improves your chance to geft o tritid strike with spells by 1 \ Increases damage and 

1 healing done by magical 3|iefc and effects by up la 20 




1 60 

1 Ffeomcflllef's Trousers 

Bind on Pickup 

I 107 

7 26# IS# 

1 PROPERTIES: Incteoses damage ad healing done by magical spells and efa by up b 34, Impioves year chance b get a 1 

1 critical strike wirh spels by ]% 




0 

1 Empovrered Teggii^ 

[BifldonPtdup 

103 

U 199909 

1 PROPERTIES: Increoses heolmg dane by spells ad ^ecfs by up b 77, Impjcjves ywi chance b get a ciilical slrike with I 

1 spelb by 1% 




[¥ 

1 Enigma ieggmgs 

[ByonPfekup 

1 107 

j? 729839 

1 PROPERTIES: Increases damage and healing done by mogical ^lls and effects by up to 34, Improves your [hunte to get o j 

1 critical staTce with spells by Restores S mana pej S sec 





1 Faf InU leggings 

1 Bind on Fdup 

95 

4 32#7?# 

1 PROPERTIES: Increases damogo done by Shpdnw spells and effects by up b 64 | 

[60 

1 EeBioQit Pants 

1 Won Pickup 

89 

8 5S#21# I 

1 PROPERTIES: Shadow Resist +10, Incbases domage anct healing done by mapal spdis and effects 'by up b 30 | 


j Fbrocorc Laggnigs 

1 Bind on Equip 

0’^ 

14 50#6# I 

PROPERTIES; Fire Resist +16. Increases damage and heofing done by rnagid spelb and effects by up to 43 

[¥ 

j Frostflre leggings 

{ Bind on Pickup 

116 

ho ?1#14# { 

1 PROPERTIES; Improves your chance to hit vrlth spells by 1 %, kreises damage ond healng done by magical spells and | 

1 effects by up to 4 6 





j GeneroTs DreadwccM Pants 

1 Binil PFt Pickup 

[0" 

[2 • 219929 

PROPERTIES: Increases damoge and healing dane by magfcol spells ond effects by up to 37 

0 

1 Gened's Satin leggings 

1 Band on Pickup 

95 

1 2 87#89# 1 

. PROPERTIES: Increoses damage and healing dorte by mpgicol spells end effects by up to 32. Restores 4 mara per 5 sec 

!0 

1 Geneds Silk Tiousots 

Band on Pickup 

95 

' 2 37# 


PfiOFEKIlES: Incr^Es damoge ond heaflng done by magknl spalls and efeds by up tc 30. Improves yourttiaoce to geJ a 
crilkfll slrike wilti spdij by 1% 





Lvl 

ttame 

Binding 

Armor 

Vendor Purchase Value 1 

0 

Laggings of Arcane Supramtiiy | 

Btnd on Pkkup j 

93 

4 25#46# I 

1 PRO FERTIES: FrosI Resist +10jtreane Resist+10, Increases cltPinoge done by Arcone spells and effects by up fo 36 | 

0 

laggings of ffliffi 

Bind on Pkkup 

116 

10 759749 

1 PROPE RUES: IcKrettses healing dene by spells and effects by up b 6 6 [ 

0 

Leggings of Polarity | 

GiiMlanfiLkup j 

112 

9 29889 1 

PROPERTIES: Increases damage and healing done by mogfool spells ond effects by up to 44, Improves your ebemee to get a I 

1 critical strike with spells by 2% 




0 

leggkigs ol lha Blade Bhzzard j 

Bind on Pickup 

V 1 

4 54939 

1 PROPERTIES; Increases domage and beollng done by noglcol spells and effects by up b 41-, Improves your chance to get 0 j 

1 triticol strike with spells by 1% 




0 

Leggiogs of the Festering Sworm [ 

Bind on Pkkup [ 

101 J 

5 71#4# 

[ PROPERTIES: Increases domage efone by Fire spells and effects by up to 57 | 

0 

tag,giivgs of Transtejiiieirce [ 

Bind on Pkkup j 

TO] 1 

;5 81#35# 1 

1 PROPE RTIES: Sbodow Resist +1 0, flicane Resist+ 1 0, Inoeases healii^ done by spells ond effects by up b 46, Resbras 7 | 

1 motiu per 5 sec 




0 

^tekifs Oreodweo’ve Legpgs j 

Bind on Pickup j 

9S 

|2 26#95# [ 

1 PROPERTIES: 1 icrBoses damevge and healing done by magN spells and effects by up to 37 | 

0 

I Wcishers Satin Pants j 

Bind ori Pickup | 

95 

1 2 36#26# 1 

[ f ROFERTIES: Increases droiiage and lienling done by magical spells and elkts by up To 32, Restotes 4 moiM per 5 sec | 

0 

j MofshaPs Silk Leggings ■ 

1 Bind on Pickup | 

^ 95 

1 2 37#30# 1 

PROPERTIES: Increases damage and dealing done by mogical spells and effects by up b 30, Improves yeur dwnce b get a j 

1 criticol strike with spells by 1% 




1 60 

j Neroesrs Leggings 

Bind on Pidcup 

I 101 1 

5 55#75# 

PROPERTIES: fire Resist+1G,Arcone Resist +10. Increases damage and healing done by mogiail spelk and eflEcJs by up 
to 39 

0 

j Netlwwiiid Fonts 

[ BN on Pickup 1 

101 

{ 5 66#47# 1 

1 PROPERTIES: Fire Reast +lO.Arcane Resist +10, Incneases dronnge nnd Irenling done by magical spells and effects by up to j 

1 30, Improves your chance b get 0 critical strike with speBs by 1% 



0 

j Outrider's Si leggings 

1 Bind on Pickup 

1 88 

|3 359239 

1 PROPERTIES: Increases damoge and healing clone by magioal spelb ond eHeds by up to 28 | 

0 

1 Ponts of Prophecy 

1 ffind on Pickup 

I 

|3 72#86# 1 

1 PROPERII ES: Shadow Resist+10, Resbres 6 nwna per 5 sec, Increoses healing done by spells and effects by up b 22 | 

60 

[ Plnguehecirt Leggings 

{ Bind m Pickup 

I 116 

jlG 4S#i7# 1 

1 PROPERTIES: Improves your ebunte Ed get 0 critical strike with spells by 1%, Incmffius damage and healing done by mr^icol I 

1 spells ond effects by up b 37. tkereases the mogical resTsfances of your spell targets by 10 


[¥ 

[ Sentinel's SBk Leggings 

] Bifid on Pickup 

B8 

{3 419499 

[ PROPERTIES: Increases damage and boalirg done by mogienf sgells and effects by up b 28 | 

[60 

1 Tronsurs of Ihe Orocla 

1 Bind on Pkkup 

ho7 

j? 15#14# 1 

1PROPERIIES: Inoeoss domage Dmi healng done by nwigicoE spells and effects by up b 33, Restores 6 mono per 5 sec | 

[m 

1 GlackrI Leggings 

1 Bifid on Pkkup 

106 

1 7 30#85# 1 

PROPE RTIES: Frost Resist +40, Increoses damage md heating done by magical spells ond effects by up fo 1B | 


^upejup5LCpiR l£-9 f?RiipiL 


LvI 

Home 

Binding 

Armor 

Vendor Purchase Value 

17 

Doikwemre Breeches 

Bind on Equip 

35 

9#6# 

20 

Abomination Skin leggings 

Bind Oft Pickup 

87 

12#43# 

1 PROPERTIES: Increases domage and healing dnne by magkol spelb and effects by up to 9 j 

26 

Le^dt Ppnis 

Bind on Pickup 

42 

22# 93# 

30 

BtighEud Lutings | 

Bind on Pickup 

45 

359699 

1 PROPERTIES: Increases damage dane by Shadow spelb and effects by up to 10 ] 

0 

1 tiacromancer Loggings 

Bind uii Equip 

00 

1 36#20# 1 

1 PROPERTIES: Increases domage done by ShtKtow speBs and effects iny up b 10 j 

85 

SbncvreciverLoggirigs 

Bind on Pickup 

51 

50#94# 

45 

—- —---—• '" ' ^ ‘—1 

! Spellsbock leggings 

Bind an Equip 

63 

1 9# 62# 

PROPERTIES: Increoses domoge ond hefllifig done by magical spells and effects by up b 23 

47 

Oulewind Trousers : 

Bind W! Equip 

65 

1 28# 15# 

SO 

Ktcf the Mat Prophet 

Bind m Pickup 

69 

1 52#29 

.50 

Sensor Designer's Rantuloons 

Bind un Pickup 

69 

1 50#32# 

1 PROPERII ES: Increases healing done by spells and effects Iry up to 4 0 | 


1 

f 

Bind 00 Pickup 

71 ' 

1 65#81# 

S2 

[ Sacred Cloth leggings 

Bind on Equip 

71 ' 

1 72#28# 

PROPERIIES: Increases doruage and iiailirg done by mngicol spefls and effects by up b i 4 



































































































































































































































































































































































§UPeKL0ILQp1H IgG 


Lvi 

Kame 

Srndmg 

Armor 

Vendor Pordmsa Value 1 

53 

iWonnclath Leggings 

Bind on Equip 

72 

I 810139 

53 

Rotostridet Leggings 

Bjrtd on Pickup 

69 

1 50#37# 

55 

Shyshtood leggiFigs 

Bind on Pickup 

75 

1 720309 

P1?0P£RI1ES: fncre&!«^ damage and hffialing done Ijy magtcol spdh and effecEs by «p to 34 

5fi 

DewutSk^ 

BincfoiiHckup 

76 

2 8# 20# 

56 

Dreadmkl leggings 

Bind on Pfckop 

76 

2 12#2# 

56 

MagtsterVLeggings 

Bind on Pidup 

76 ' 

2 20810 

56 

Necrapile Leggings 

Bind Ofi Pickup 

76 

2 t7#46# 

56 

Padre's Trousers 

Bind on Pickup 

76 

2 5968# 

PfiOPERU ES: J^esiofes 6 mona per 5 sec, krco50s healing done by spelts and efliecls by up to 4 2 \ 


Skulsmohe Pants | 

BindonT^cktip | 


2 1S#85# 1 

1 PROPERTIES: Fiie Resist+10, Shadow Resist+S | 

56 

Ik PostmasiBi's Trousers 

Bind on Pkkup 

76 

2 17#46# 

56 

WoHsheor Leggings 

Bind on Pickup 

76 . 

■T 93#80# 

PROPtRTlESi Naluie Resist +10, Increases heoliiig tfoie by speBs and effects by up to 26 


AbyssdM Pants j 

Bind on Equip j 

77 

[2 12927# 1 

1 PROPEEItES: Improves yaur dtonce to get a airical strib with spells by 1 % | 

57 

lionwecive Prats 

1 Bind Ml Pickup 

77 

2 230480 

53 

Rni^Kapttim's Orradweava Leggings 

Sind on Picki^ 

78 

1 18#6()# 

1 PROPERTI ES: Increases damage and heflliiig done by magical spells and effects by up to 16 j 


Knight-Captain's Solin Leggings 

1 Bifid on Pkkup | 

1 78 

jl 15#18# 1 

1 PROPERTIES: Incteosicis damt^e end Wing done by magical spdls ond effects by op to T9 


Knight-Captain's St Leggings 1 

1 Bind on Pickup 

LZ8 

1T ■ 1?#35# 1 

1PROPE RflES: 1 ncreases damage and baling done by magical speRs and effects by up to 19 | 

58 

1 Leggings of Torment 

1 BandepPfdup 


{2' 19# 63# 1 

1 PRflPERlTES: Increases cfamage done by Sbatfow spells or;d effects by up fa 34 


1 Legfoiinaire'sDtradweove loggings 

1 Bind on Pickup 


rr )1#B2# 1 

1 f ROPERIIES: Increases damage and healing dene by mogical spells and elietts by up to 23 | 


[ Legirannite's .Satin Trousers 

1 Bind oiiPickui) 

□l 

i 1 It #79# 1 

1 PROPERTIES: Inaoffios dainoge andiieflliiig done by magical spells ond effects by up Jo T9 j 


j legioffflaiEo'sSt Punts 

Biird on Pickup 

78 

[] 15960# j 

1 n?OPERTtES: Incfetises damage and healing done by magical spells and effects by up to T 9 | 


j Runsd Stygian Leggings 

iBindonEguip 

Lzl 

[2 37933# ] 

1 PROPERTIES: Shadow Resist +25, Restates 5 mana per 5 sec 


1 Spiiitshroud Leggings 

j Bind an Pkkup 

73 

|2 23944# 1 

1PROFERHES; Increases damage and heciling done by tragical spells pad effects by ap to 19 1 

m 

1 Bloacftinged Kilt 

Bind an Picbp 

Hr 

^ 3 44928# 

1 PRflf^RUES: Increases damage ond heafing done by tragicoJ spells and effects by up to 28 | 


1 Bloodvine Leg^ngs 

Bind cm Equip 

1 eo 

1 2 51929# 1 

1 PROPERTIES: Improves yout chance to hit with spells by T%, Inaeasos damage and healing done by mogicat spelfe ari 

1 effects by up to 37 




m 

I KntghKoptom'sOroudwecrveLegguaitk 

1 Brad an Pickup 

1 84 

1 47#7T# 

1 PROPERIEES: Inoeoses doirape and healing done by mogical spells ond effects by up to 23 j 

1^ 

1 KniljjliK^Ktnin's Sqrin Ceggmrds 

1 Bifid on pickup 

IjL 

11 50996# 1 

] PROPERTI ES; Inoeoses dattioge and heolirig done by magical spells ond effects by Restores 6 mana pet 5 see 1 


j Rnigbt-Captaiti's Silk Leggrards 

Bind on Pickup 

1 84 

1 5293# j 

PROPERTIES: Enersases domage and hding done by mngEcal spells ond #ccts by op to 2 T, Improves your chonce to get a 

cntiojlsiiiewtthspGlIshvT'Jfi 




Uo 

1 Lagtonrmre's Dfoadweove Leggumds 

Bind on Pkkup 

34 

1 ’ 440S0 

1 PROPER! lES; 1 ncteases damage and heeding done by magicol spels and effects by up id 26 1 


1 1 Legbnnoire'sSQtTnLegguanls 

BindanPkkmp 

^ 34 

I T ' 46960# 1 

1 PROPERTIES: Increases domage ond healing done by iragioil spelk and effects by up to 21, Reslofcs 6 mono per 5 sec j 


1 1 Lec^nnajre'sSiLegauarcts 

Bind on Pidup 

84 

n - 47914# 1 

PROPERIIES: lucrBases damage and hcofing dona by mngicol spelts and eWoefs by up to 21, Impiwes your chance to get a 

criticatsliifee with spelts by 196 




601 Rtrualisdc lagguatds 

1 Bind on Pickup 

1 84 

2 ■ S0#9# 

1 PROPERTIES; Increases healing done by spelfs and effects by up to 57 ] 

1 60 1 Ccfwrton Resemsfs Pants 

1 Bind Ml Pidiiji 

liL 

i 2 ' 199689 1 

1 PROPERTIES: Hoture Resist +25, Increases damoge and bealirg done by mopEcal spells and effects by up to 15 | 

1 60 1 CetKjiwn Reservfst's Pdnis 

1 Bind Ml Pickup 

1 « 

1 2 19#63# I 

PROPERTIES: Wntore Resist +2 5, Increases henling done by spelts and eTTetls by up to 29 j 


gyp^jgRXiD3LMjf*®^oiL 


b\ 

Name tinslmg 

Armor 

Vendor Purchase Value 

M 

i Wbmist Leggings Sind art Pickup 81 | 

2- 66#95# 

I PROPERTIES; Inaeases damage ond healing done by magicol spells ond effeds by up to 16 | 

H 

Sorcerer's Leggings j Bind on Pickup 

Iji J 

1 2^5591# 1 

1 PROPERTIES: fncreosas damage ond Wing dare by magical spdls and effects by up to 16 | 

( 60 1 VirtoMK Skirt Bind an Pkkup 

81 

12 .60#7# 1 

PROPERTIES: Imreoses (himage and healing done by magical spelk ond affects by up to 16, Rostoros 6 mam per S sec 


§HOUlpef!^f5EU^OiL 


Lvi 

Name 

Binding 

Armor 

Vendor Purchase Value 1 


Eloretore 

Bird on Egup 

JU 

2 T3#6S# 1 

1 PROPERTIES; Eke Resist r24 [ 


taist 4Sanlte | 

Bind an Pickup [ 

jn 

2 5S99T# 

1 PROPERTIES: Shadow Resist +7, Restores 4 mono per 5 sec. Increases damage and healiag done by mogical spells and 1 ; 

effects by up to 14 




60 Defifei's Epaulets [ 

Bind Ml Pkkup 

75 1 

2 5e#a99 

1 PROPERTIES; Increoses domage and hcpling done by mogicot spelk ond effects by up to 1 2, Restofes 4 mono per S sec | 

60 

DaomcQtler'sAftaub [ 

Bind m Pietpp [ 

89 

4 68968# I 

1 PROPERTIES: Intcrases damage and healing done by magical spells and effects by up to 28, Becreoses the mogienf 1 

1 resEtonces of your spell toigsfs by 10, Improve your eWe to hit with spells by l?ti 




Enigma SbouldeiSKids | 

Bind on Pickup | 

89 

4 S 780 950 1 

1 PROPERTIES; Incraases damcuie nnd braling dona by magkal spdis and effects by up to 30, Decreases the mogicol 

1 restsluiKes of your speB forgets by TO, Restores 4 moncr per 5 

isec 



60 

Eelfieart Shoulder Puds 

Bind on Pkkup 

76 

2^65972# 

1 PROPERTIES; Shadow Resist +7, Increases damage ond hding done by magical spelk and effects by up to 9 | 


Field Mnrsfid's ffiaodwraive Shoulders | 

Bind Ml Fickup | 

8Sl 

1 >970750 1 

1 PROPERTIES; Increases domage ond healing dene by magical spelk and effects by up to 25 j 

m 

1 field Mnrshors Satin iVinnffe [ 

Bilid 00 Pickup | 

LaJ 

\v^mm 1 

1 PROPERTIES: limeases damage and healing done by magicol spelts and effects by up to 25 | 

H 

1 Field MarsbaL's Silk Spaultters | 

' Bifid on Pickup | 

ulJ 

11 93942# \ 

j PROPERTIES; Increases damage and heoliig dora by magicol spells ond effects by up to 2S, Decreases the 

j resistniites of your spell torgels by TO 





1 Frasffire Shodderpods j 

Bind on Pkkup 

L" 

6 76969# 

1 PROPERTIES: Increoses damage rjid healing done by magical spells and affecls by up to 36 | 


j HighWer's Epaulets | 

1 Bind on Pkkup 

75 

(2 5791# 7. 

1 PROPERTIES: lacreases damage ond heding done by magkal spelk and effects liy up to 12, Restores 4 mara per S sec | 

Uo” 

1 Wanb of Phrenk Povror 

j Bind ra Piefcup 

Ljl 

j 4 SS977# 1 

1 PROPERTIES: Increases damage done by Fire spelk and effects by up to 33 

[m 

1 MonJfe af Pir^hecy 

1 Bind on Pickup 

Li* 

I 2 54990# 1 

1 PROPERTIES; Shadow Resist +7, Increases damage and healing done by magical spells ond effects by up to ? 


1 Montfeefthefckwing CW 

[iy on Pickup 

ie4 

[3 89944# 1 

1 PROPERTIES: Increoses damage and heoling doae by magical spells Ofld effects by up to 34 


1 Wanife of the Oracle 

j Bind en Pickup 

89 

14 059933# 1 

1 PROPERTIES; Inaeeses damage and healing dorw by magical spdls ad effects by up to 20, Restores 3 tnmm per 5 sec. 

1 Dacretces the magical resistonces of yaw spelt targets by TO 




"60 

1 HenresisSpn^dders 

1 Bird on Pkkup 

nr 

[4 7^170730 

PROPERTIES: Fire Resist +10, Restores 4 health ^ 5 sec, Inct^osK damoqe {md Wliiifl doiie by nDgitol spels ntid effecis 1 

1 by up to 23 




Uo 

I Netherwind Mamie 

Bind cm Pkkup 

nr 

4 78020 

1 PROPERTIES: Fire Resist +10, Restores 4 mara per 5 sec, increases damage otjd healing done by mogicol spells ond effects 

1 by up to 21 




\m 

j Ftoukirons of Tronscendence 

Bind on Pickup 

Ei 

4 399 TB# 

1 PROKRTtES: Fire Resist+10, Irsieases healing done by spelk and effects by up to 26 j 


1 Ptopu^it Sbuldeijrads 

j Bind on Pickup 

|n 

1 7 16923# I 

1 PROPERTIES; Improves yr^ur dwnce to hiT with spells hy 1%, Increases damage and healing done by magico! spells and 1 

1 affaefc by up to 36 




[m 

1 RimeCo.vered Manife 

Simiort Pickup 

j 74 

6 ' 27957# 

PROPERTIES: Jraeases damage and baling done by magical spells rad affects by up to 39, Improves your chance to get a 

1 CFificalstrike with spells by 1% 





I Shoulderpods el Faith 

\ Bind on Pickup 

nr 

1 ^ 3793# 

1 PROPERTI ES; Increoses hralirtg done by spells and effects by up to SI, Restores 3 mnno par 5 sec j 

Uo 

1 ! Teitwry Mrafle 

tfifftd o£t Pickup 

66 

14 ' 4982# 1 

RJOPERTIES: Increosr^is haalin^ done by spdis ond effects by up to 44 j 




















































































































































































































































































































































fepic Qo'IH J>nQU]PgMlfiK10R^ 


Ivl 

Nome 

Binding 

Armor 

Veador Punbnse Value 

60 Wdord's Dreodweave Manfe Bid on Pickup 

85 

1 

PROP!RTIES: Ircraoses damage and healltig done by mospcal spells ond effects by up to 25 

60 I Wadurd's Satin Manifs | 

Btnd m Pickup | 

; 35 {2 4#37# 1 

PROPERTIES: 1 noeoses domop od heal'ng done by rrrogical spells and effects by up !o 25 | 

0 

[watiarePs S3k Amke | 

1 Bind on Pickup I 

LjlJ 

[l B7#S1# 1 

PROPERTIES: Increases domoge and beoiling done by magicot spalls anti effects by up tc 25, Decreases the magtail 
resistances of your spell ttngets by TO 

60 GlociolManlb j Bind oo Pickup 

94 

5 93# 90# 

PROFERJIES: Erast Resist 433, Increoses ebimage and frealng done by magicol spells and effects by up Id 16 

j 60 I Zandakjr Confessor's Mode 

1 BiiMtotjPidup 

1 ™ 1! 

PfiOFERTIES: Inaeoses healing doM by spells ond effects by up Id 22 

160} Zonttelor DemoniK's Mode j Biad on Pickup j 71 

1 1 

PROPERTIES: Increases domoge rrnd healing done by mngEcol spelk and effects by up to 12 


{Todolof Elltisianlsfs Made 

Bind OR Pickup 

nr 


1 PROPERTEES: increase danwge ond healing done by magikfll spdis and affects by up lo 12 | 



iupejRJOR^OO'IH ^HOUEJCRj 


Lvl 

Name 


20 

Magidan's Mantle | 

Bind Oft Equip 1 

32 

109 209 

[ PROPERTIES: Increases domoga ond trealing done by magkol spells and effects by up to 5 | 


Slimifrenci^stad Pads 

Bind on Pickup 

34 

I1#90# 

1 PIfOPERIlES: Reslotes 3 bdlb every 4 sec | 

23 

Felina Mantfe 

Bind on Prdup 

34 

f3#4# 

21 

Bolwlng Manila 

Bind on Pickup 

37 

209419 

33 

Pods of rtte Venom Spider 

Bind an Eciuip 

41 

34# 53# 

1 PROPERTIES: Mature Resist+5 

34 

GeryilinePads 

Bind an lockup 

39 

27#65# 

42 

Flameseer totle 

Bind cut Pickup : 

51 

65#98# 

PROPERTIES: Increases dinrage done by Tire spelb onrl effects by up to 14 

m 

Kanlk Amke | 

Bind on Pickup | 

56 

90#79# 1 

1 PROPERTIES: Increctses damoge ad healing done by mugicaf spells and effects by up b 14 | 

0 

Mcmtle of lost Hope | 

Bind on Hdup | 

rn 

97# 13# I 

1 PROPERTIES: tnereosss haotiiig dorve by spells and effects by up tc 26, Restores 3 mono per 5 see | 

48 

Rotgrip Mantle 

Bind Oft Rckup 

57 

f 3#83# 

51 

Elder Wizard's Manila 

Bind Oft Equip 

60 

f^^^23#55# 

1 PROPERTIES: increases dcmmgB and heoling dame by magical spats and effects by up ta 11 | 

0 

1 Boreal Monde | 

1 Bind Oft Pickup { 

61 

1 l'.>27#20# 1 

1 PROPERTIES: increases domoge dD3U5 by Erast spelb and effects by up to 29 j 

55 

Devout Mantle 

Rind an Pickup 

64 

l-'}49#25# 

55 

tkdraist MnntlB 

Bind on Pkkup 

64 

1 ^ 56# 50# 

55 

Magister's Mantle 

Biiwlon Pkkup 

64 

1-' 459979 

A 

Soulsteab Monde 

Bind on Pkkup 

64 ^ 

) 439)59 

56 

Burial Shawl 

Bind on Pkkup 

65 

1 52# 15# 

PROPERTIES: Increases damage ond healing dene by magical spalls and effects by up to 20 

56 

Imnwaove Monde 

Bind Oft Pickup 

65 

1. >60#90# 


M&flde oflheScodetQusflde 

Bind Oft Pickup 

65 

\ 499449 

1 PROPERTIES: Increoses bealing done by spells and effects by up to 20 ] 

56 

Moandodi Shoufe 

8bd on Equip 

65 

1 - S8#4G# 

5^ 

Kecrapile Mnnlle 

BindonTtekup 

65 

T< »63#67# 

c 56 

SunderseeJ Monde 

Bind an Pkkup 

65 

1 64#22# 

-1 PROPERTIES: Inciaoses dompge and healing daee by magical ^lls and offocls by up to 8 | 

0 

1 Oeodwalker tade 

\ Bind on Pkkup 

1 66 

1 1 -70# 62# 

PROPERTIES; Increases damage done by Shadow spells ond effects by up to 13 

0 

I Diahafic Motille 

1 Bind Of) Pickup 

66 

1 1 61 #62# 1 

' PROPERTIES: Iteiores 8 mono per 5 sec [ 

0 

1 Cbompion's Qroadweove SbouWeis 

1 Bind Oft Pickup 

Lr 

1 84# 49# [ 

■■ 1 PROPERTIES: Increases darrage and heeling done by mogical spelb ond effects by up to 12 | 


1 Champion's Sotin Sboulderpock 

BindenRckup 

67 

049479 

1 PROPERTIES: Increoses damage ond bealing done by magjkal spe^s ond effects by tjp to 12 | 


1 Champion's Si Sboultferpuds 

1 Bind on Pidcup 

\a 

1 a9#62# j 

PROPERTIES: Increases domaga and bealing done by magical speHs and effects by up to 12 






gUPeRlOR^OPTH iHOUJP^RflRMOIC 


Armor Vendor PurdiDSft Value 


SindonPkkup | 67 | 33# 22# 


PBOPtOIES: Inaeoses damage and healstg dorie by fflogicof spells oritl effem by up lo 12 


58 


Lieutenonr ComnmeEter'? Sotin flmlce 


Bind on Rf kup 


hi 


S9a31# 


PROPERTIES: Itrcrenses domoge ond heoBng done by magical spells oird effects by up to 12 


58 


lieurenfintCommonder's Si Spouldets 


Bind on Pickup 


67 


88#33# 


PROPERTIES: Increases ckwnoge and hding done hy mogicol spaBs and lny up to 12 


SB 


Slwood of (ho fiaihce^im 


BindonPItkup | 67 | 1 67# 


PROPERTIES; Imprwes your chonce to get o triricol strike with spells by ]% 


Bind on Pktup 


67 


I '64976# 


PROPERTIES: Intreases damage end healing done by sp&Hs and ^ecls by up to 12 


59 


Argent Shoufeis 


BindonEtpilp 68 


1 75#4I# 


PROPERIIESiSbdaw Reset+5 


5? 




1 


PROPERTIES: Restores 6 mana per 5 sec 




Abyssal Cbtb Arnsre 


Bindonridcijp 72 2' 10#2S# 


PROFERHES: improves yoyr dionce to hit with spells by 1% 


60 


Chamiwon's Oreodwetp^e Spoulders 


d on Pickup 


75 


1 24#90# 


PROPERTIES: Increases damoge and healing done by magid spells ood elfecis by up to 12, Improves your chance to gel a 
oifical strike with spells by I % 


60 


ClisHifltlart's Sotin Montie 


Bind cm Pickup 


75 


1 3T#9# 


PROPERTIES: Increases dantpge ond knling done by magical spells and elkts by up la 16, Restores 6 mono per 5 sec 


60 


Gramplon's Silk tale 


Bind on Pkkup 


7S 


1 32#4# 


PROPERTIES: InciMses domage oihI hEoIng done by nwgical sji'ells and effects by up let 15, Improves your chance ter get a 
critkol strike wllh spdis by i% 


60 


lifflilBnant Commander's Oreaeftf eove SpaiiHers 


Bid on fickup 


75 


1 25#89# 


PROPERTIES: Increases damage and bealing done by niogd spells od effects by up to 12, Improves your chance to gel a 
Ciifica! strike with spells by l?li 


60 


Ueutanariit ComiiKmiier's Satin Monlte 


Bind on Pickup 


75 


1 23#71# 


PROPERTIES: 


to 16, Restores 6 imria per 5 see 


60 


Ueuierumf CcHnmonder's Sic Mantle 


Bind on Pkbp 


75 


T '29#64# 


PROPERTIES: InoMses damage od healing done by mogical spells and effects by up Icr 15, Improves your chance to get o 
critid stikwith spdisby 1% 


60 


Morde of Maj'Nadir 


Birrd an Pickup 


78 


2 89#16# 


PROPERTIES: Increoses damage and beating done by magical spells ood effecis by up to 21 


60 


Syfynn Sboutders 


Bind un Equip 


74 


2- 50#51# 


PROPERTIES: Nature Restsr 420, litcreoses damage and bealing done by magical spells aud effects by up to 7 


60 


Deartanist Muntfe 


Bind on Pickup | 69 


1 91 #38# 


PROPERTIES: Increases domage and heolirtg done by mogicoi spetls ond effects by op lo 12 


60 


SqEcere[''s Mrintfe 


Bind on Pkkop 


69 


I 87#3B# 


PROPEIOIES; Increoses domoge od healwg done by mflgicol spells ond effects by up ID 9 


60 


Virtuous Mantle 


8md on ftekup 


69 


1 97#69# 


PROPERTIES: Inaeoses tlamag,e and benlng done by mogical spells (md effects by up to 12 


!£pic Cip'ih 


tvi 

Hams' 

Binding 

Armor 

Vendor Purdmse Value 

[ 57 1 Muftbe khmage | 

Bind Oft Equip 

54 1 479449 

1 PROPERTIES: Improves yaur chance to gpt a cribaJ strike with spelts by T% | 

1 60 1 Aiipllsia's Gtasp [ Bind an Pkkup | 

1 66 |3 13#29# 

IPR0FERIIE5: irtpavies ycHM diance Id bit wrih spelb by 2% | 

j 60 I TMst Belt | 

Siitd an Equ^ 

57 

1 739839 

PROPERTIES: Rre Res^t +10, lacreass damage oad healing done by magicol spelts oaif effects by up la 14 

60 i 

Belt ef Triffi 

j Biitd un Pickup 75 

5 9#17# 

PROPERTIES: liKreosas heobng done by spells ff»d effects by up tci‘ 4 B [ 

0 

1 Safi ef the Dark Bog | 

1 Bind Oft Pickup | 61 

[2 26# 79# 1 

1 PROPERTIES; Nolure Resist +25, IncreosK damage and healing done by mngical spells and effects by up to 14 

60 

Belt af Tnmscendence 

Bind on Pickup 

65 

3 1#53# 

[ PROPERTIES: Shadow Resist +10, Increases healng daue by stalls and effects by up to 26 ] 

0 

1 Eyestelk Worst Cewd 

1 Bind oa Pkkup 

QT 

1 4 95#96# j 

PROPERTIES: Impiwes yaur chance to get a crilinil sPike with spells by 1%, liKreases damage and heobng deme by magicol 
spellsflndeffecrsbyupto41 

60 FalbeortSelt 

Bind an Equqt 

57 

rrT6#49# 1 




































































































































































































































































































































































Lv[ 

Numa 

Rinding 

^or 

Vendor Purchase Value 

PROPEtSTIf S: Fire Resist +7, jncreasK damage and fiding doae by magiraf spells ad effects by up te 20 1 


Fimmow'satftdi | 

, Bind on Pickup | 

64J 

! 2 76^3# I 

PEOPEfiTIES: Incfeases dumaga and healiinig dotie by mpgital spells ond effects by up la 35, Restores 5 muiM per 5 sec | 


FrosIftmBetf ] 

[fed on ?\±^ 1 

i 75 

‘ S 1 

: PROPtEIlES; IrtfOQses damoge and tiding done by mogicel ^ells aiid effects by up lo 28, Imprcirss your chance to hit 1 

wiJh spells by 1% 





Girdle of frophscy j 

1 Bind on Eqtop 


Il70#5?# 

PfiOPERTI PS: Fire Resist +7, Rastaics A mono pci S sec, Incieases domage end healing {tone by magicat spells ond effects 1 

by up to 9 




E 

1 GiospoftbeOldGod j 

Bind on Pldiup j 

75 

S 1Q9789 

1 PROPERTIES: tncreases heoliitg done by spells ond effiecls by up to 59, Rssicues 1 mano per 5 sec | 


Hma Igniting Cord | 

Bindonridap | 

i\ 

2 22#E0# 

1 PROPERTIES: Increases domoge und healing done by mogioil spells and effects by up to 2S, Improves youf chance to get o 1 

1 critical strike with spells by 1% 





1 Nemasjs Belt 

Bind on Pickup 

1 is" 

7 a^#6« 

PROPERTtES: Sbodow Restst +10, litiproves yaur chance to get a chticol strike wiJh spells by 1 %, tnemoses damoge aid I 

1 healing done by magrcal spells and effects by up to ?S 





1 Netbsfwind M 

Bind an Pickim 

1 6S 

j? 7B«?5» 

1PROPER! 15: Shodoiv Resist + 1 0, inaeoses damage and healing done by magical spelts ond effects by up to 23 1 


\ PlagirebearlSelt 

1 Bind on Pickup 

Its 

1 5 32# IS# 1 

1 PROPERIIES: Inoeuses damoge and healing done by magical spr?lb ond effects by up to 34, Improves your chance to gel a j 

1 critical strike with spells by 1% 




E 

1 

1 

1 Bid on Pickup 

LiL 

[2 1i#ll« 

FROFERlfES: IncreiKses damage done by Shadow spells and effects hy up to 33, Restores 6 healih per S sec 

[¥ 

t lojidolar Confessor's Bindings 

j Ed on Pickup 

EH_I 

PROPERTIES; Increases healing done by spells and effects by up to 


ImpeRlPR^CjQ'i^ 


LvI 

ffamt 

Biding Armor Vendor Purchose Volue 1 

18 

Keller's Girdte : 

Bind on Equh) 

23 

5# 24# 

24 

Beltolfegol 

Bind on Ptokup 

26 

10# 

27' 

WoraonoSosIk 

BindonE^ftbp i 

25 

3# 13# 

28 

DeHer'sCloIbGirdlfi 

Bind 01 Ptdeup 

28 

lies* 

PROFERTIfS: Increases damage wni heobg done by magical spefis antf effects by up to 11 


Highlamjer's Cloth Girdle } 

Bind on Pfdcup j 

28 

14#419 I 

1 PROPERTIES: Increases domoge and healing done by mogkol spells and effects by up to 11 | 

32 

Sutom's Ring 

Bind on Equip 

30 

21 #47# 

36 

OaDthmoge Sosh 

Bind on Pickup 

33 

;29#10# 

38 

Oefilej'sOoth Girdle 

Bind on Pickup 

35 

i31#B7# 

1 PROPERTIES: liicreDses damage and healfe done by mag^ spells and effects by up to 14 

[i] 

Highlander's Cloth Girdle | 

[Bind on Pickup | 

35 

■•33#36# 1 

1 PROPERTIES: Increases damage ard healing done by mogical spells ond effects by up to 14 1 

E 

5(]iyrrtiancSosh j 

Bind on Pkkup | 

40 

|53#13# I 

1 PROPERTIES: Shodow Resist+10 | 

48 

Dawn^ire Cord 

Bind on Picbp 

r 43 

699669 

48 

Mler'sCiolfi Girdle 

fed on Pickup 

43 

£4# 23# 

1 PROPERTIES; Impmv&s your cbonce to get a crilicrii sliike with spelts by 1%, Incmnses damage and heeding done by magkoH 

spells and effects by up to 9 




[¥i 

j Nighlancfer's Cloth Girdle 

Bind on Pickop 

Ijl. 

679739 

r PROPERTIES: Improve your cbaice to get a critical strlo willi spells by liwenses damage ond Iwaliiig done by magical 

1 spells ond effects by up to 9 




48 

Seroiity Belt 

Bind on Equip 

43 

6S96S9 

49 

Bon'iNuk S«sh 

Bind m Pickuy? 

. 43 

74 #62# 

1 PROPERTIES: Improves your cbunce to hit with spells by 1 %, Increases dumoge and healiitg dane by mogical spetts ond 

1 effr 2 ctsbyii[ttol 2 




53 

Devrinrlelt 

Bind 0(1 Equip 

46 

709 S99 

ii 

Dreodmbt Belt 

Bind on Equip 

46 

as#?2# 

53 

Wughter's Belt 

Btod DU Equip 

46 

y6#94# 

'53 

Sash of the Burning Heort 

BiodottPRkup 

46 

919639 

1 PROPERTIES; Increases damogpdpnahyftfo ^lls ond effects by up ro 14 | 


1 Wisdom of the Timbermnw 

1 Bird on Eqvip 

\u 

192#32# j 

PROPERTIES: Rsstotus 4 mana per S sec j 


LvI 

Nome 

Binding 

Armor 

VemforPrirebase Value ] 

54 

Grimgoro Moose 

Bind on Pickup 

47 

94#1# 

54 

Whpitie Cod 

Bind on Pickup 

47 

939769 

j FROPEREItS: Restores 6 mana pec 5 set jnereases hoalitig done by spells and effects by up to 31 j 

55 

f itrstwoff Cbth Belt 

BiFidenPkkup , 4B 1 2 #85# [ 

1 PROPERTIES: Erast Resist +5, IroroasK damage ond fiding done by magical spells ami effects by op to 18 | 


Stormpiko Cbth Girdle l&indmiPfckop ] 48 |94#33# J 

PROPfRflES: Frost Resist +5, Increasas damage ond healing done by magical spefis and effects by up to 18 

N 

Wbisthond of Baizaphon [ Bind on Pickup | 

; 48 

94#8B# j 

1 PROPERTI ES: Increases darrage done by Frost spells and effects by up to 20 | 

[ 56 j Clutch of Andros | 

Btod art Pickup | 

: 49 

T - 9#50# 

PROPERfl ES: Improves your chance to hit with spells by 1 % | 

I 56 1 [tostfoaitief Sash | 

' Btod on Pickup 

49 

H2#51# 

1 PROPERTI ES: Increases daraoge ond healing done by spells arid effects by up to 9 | 

56 

Itotiweavo Bell 

BiiidonFkkup 

49 

99#63# 

56 

ThuzadirrSosh | 

Bind on Pickup 

49 ; 

1^1919 

: FR0PERE1ES; Increases damage and heating deme hy mogicol spells ard effects by up to 11 | 

\¥ 

1 DeRler'sClolb Girdte j Bind on Pfekup | 50 1 1 * 2G#38# [ 

PROFERITES; Improves your clwnce to get a criticof strike wirli spells hy 1\ Increoses damoge and heoling done by magical 
spells and effects hy up to 14 

E 

1 Highlntidar's Cloth Girdte | Bind otr Pidop | 50 |l'^19#1T# | 

PROPERTIES: Improves your chance to geto crificol strike with spells by ]%, Increases doroage ond beoliag daivE by rnogicol 
spells and effects by up to T 4 

58 RunoiE-Stygipttfef Bind on Equip | 50 

h5rT9#S# j 

1PROFE RTii'St Resist +20, Restores 3 mano per 5 sec [ 

I 60 1 B^offhe Inquisition | Bind on Pickup 

56 

|l<?78#50# 1 

PROPEJfTIES: Incrooses healing dona by spels ond effects hy up to 24, Restores 4 mono per 5 sec 


1 Bdf of Urriopped Power 

[ Bind m Pickup 

1 54 

|l^^50#43# 1 

[ PROPERTtES: Increases dacnoge and tieoling done by mogical spells Old affects hy up to 29 | 

160 (Befrof Tiny Heads 

1 Bind on Pickup 

ss 

|l‘l65#75# 1 

1 PROPERTIES: Restoies 7 mono per 5 sec | 


Beathmist Belt 

Bind on Pickup 

L“ 

|U26#T9# 1 

1 PROPERTI ES: Increases damoge ond healing done by mogical spells and effects by up to 12 | 

1 60 j Sorcerer's Belt 

j Bind on Pickup 

1 52 

|l«3)9309 

PROPERTI ES; Increases damage and healing done by magical spells and effects by up to 14 ’ 


I Virtuous Beb 

1 Bind on Pickup 

1 52 jf^.'29#92# 

PROPERTIES: IncceaSB domoge and heoling done by mogical spells oml effects by up to 12 


V Equipiti^nti 
\ 



Armor 







Ivl 

Home 

Biding 

Arintrr 

Vendor Purch^t Value 1 


Dryad's Wrist Etodings | 

Bind on Pkkup | 

31 |54#1# ■ 1 

1 PROPERnES: Incieoses damage and healing done by mo^ol spells and effects by up to 16 | 

50 

Drycfd's Wrist Bindiiigs 

Bind an Pickup 

37 1 

1 4#85# 

1 PRO FERITES: tncieoses damage and heabng done hy mogicol spells and off eels hy up to 20 1 


Atoiiiist Brndings j 

Bind an Equip | 


I 71 #92# 1 

1 PROFERIItS: Inaeoses damage aid hdm dGne by magkfll spells ond effeds by up to 12, Reslores 3 itiano per 5 sec 


BtncBirgs of Faith { 

BindanPrtkup | 

1 SB 

5 11#9# ' 1 

1 PROPERTIES: Increases healtng done by spells and effects hy up to 40 1 


Bluings of Transcendeflfo 1 

1 Bind an P^up 

LjH 

3 29609 1 

j PROPERTIES: 1 ncreoses heolteg done by spells □ id effects by up to 33 | 

\m- 

1 Ekid Bmk Wristbands | 

1 BindoirPKkup 

1 48 

7 169389 I 

1 PROPERTIES; Increases dHmage ond tieoling done by magical spells and effects by up to 25 


1 Bteddigbt Biacar 

1 Bind on Pfekup 

[®] 

] 69#S4# 1 

j PROPERTIES: Improves yow cbonce to got 0 criticol strike dlb spells by l^li [ 

\W 

I Bfoceteto of Royal Rdemplioi 

] Bind on Pkkup 

□H 

i 3 75#49# 1 

1 PROPERTIES: Increases heoliirg doue by spells ond effects by up to 53 j 


j Bracers of AfcaneAccufQcy 

] Bind CP Pickup 

I M 

[Y 62#68# 

PROPERtItS: Improves your chonca to hit with spoils by 1%, Incieoses domngo rurd heoling donr 
effects by up to 21 

i by mpgkat spelb and 

\m 

1 BunTOwar Bmcers 

Bid m Pickup 

54 

3- 84#99# 

1 PROPERTIES: Increases dunroge and healing done by niegiail spells and effects by up ro 28 | 


Iw' 


r 





























































































































































































































































































































































LvI 

Home 

Binding Armor 

Vendor Purchase Value 1 


firyod's Wrist Binrfings j 

By on Pickup { 

44 

1 75#V9 1 

PKOPERTIES; Increases donwge and heoing done by nngicdl sjjells ofitt eJfccis by ujj ra 22 | 


Felhaort Bracers | 

Bird on Equip j 

44 

1 75# 17# 1 

PitOPERIlES; Incieases domage and heoling doiia by magittd spells ond effete by up lo 13 | 


Flarecore Wraps 

Bred on Equip 

r43| 

1 &?#fl# 

PROPERTIES: Rre Resist +7, Restores 9 mom per 5 sec | 

rio 

Fiostfire Bindings | 

Bind on Piebp | 

58 1 

5 18#79# 1 

1 PROPERTIES: Decreases \h magical resisTances of your sfidl targets by 10, Increases rfarnrage and bealing done by magicaE { 

1 spells and effects by up to 27 





l^aciol Wrists 

Bind on Equip J 

□n 

3 4?#73# J 

PROPERIEES: frost Resist +20, tnereases damage and henlng done by mngicnl sfiells and effects by up to 12 


Nemesis Bracers 

Bind an Piebp 


2 B2#13# 

PROPERTIES: InaecoDs domago and healing done by magical spells and effects by up to 1S 

£D 

Netherwind Bindings | 

Bind on Pickup 

on 

1 2 36#42# 1 

1 PROPERTIES: Inaeoses damage and healing done by magkol spells ond effects by up to 19, Restores 4 moua per 5 sec | 


1 Plngusheort Bindings | 

Bind on Pickup 

1 SS i 

1 5 34#7# 1 

1 PROPERTI ES: 1 ocreasas damage and henliitg done by magicnl spells and effects by up to 23 | 

jlo 

1 

1 

1 Bind on Picker 

46 

12 29#63# 1 

1 PROPERTIES: Increases damage and healing done by magical spells anef effects by up to 21, Decreases the mogicnl I 

1 resistances of your spell targets by T 0 




[m 

1 The Soul HorvesEer's Bindings 

1 Bmd an Pickup 

1 55 

14 

1 PROPERTIES: Improves your dwace to get a otlical striRo with spells by Increases damage and healing done by magkal I 

1 spek and effects by up to 2T 




[iO 

t 

i 

I 

1 Bind on Equip 

j 44 

li 

PROPERTIES: Restores 2 mana per 5 sec, Increoses healing done by spells ond effects by up to 24 

[m 

1 Bracers of Hope 

1 Bind on Pickup 

L^l. 

11 27#S9# 1 

PROPERTI ES: tiKreoses heoing done by spells and effects by up to 18 

[¥ 

1 RockfuiyBroceis 

I Bind on Pickup 

1 42 

11 45#33# 1 

1 PROPERTIES: tnereases domiige and lieating done by mogicot spdis pnet eff^ by up to 27, improves your chance to hit | 

1 with spells by 1% 





1 Zandalar Confessor's Wraps 

BM on Picbp 

ji 

I PROPERTtES: Incieoses healing done by spells and effects by up tO' 24 | 


1 ZanddrsT Demoniac's Wlnrps 

j Bind on Pkkup 

1 

r 

1 PROPERTIES: Increases damage and heoling dona hy magical spelb and ef eels hy up tie 16 | 

[m 

j Zandohrr llluslotnisfs Wraps 

1 Bind m Rebp 

41 

L 

1 PROPERTIES: Increases damage and healhg done by mogical spelk and effects by up to 14 


l>UPgRLOR^CVlt5 


T7 

Mindtlwst Bracers 

Bind an Equip 

17 

4#64# 

26 

Glowing Wcf^al Bracelets 

By on Equ^ 

' 21 

12# 16# 

41 

forgotten Wrops 

Bind on Equip 

29 

41#33# 

45 

Arena Wfistguards 

Bind on Equip 

31 

S79S39 

PROPERTIES: Improves your chance to get a critical strike with spells by 1?^ 

45 

First Sergeont's Silk Cuffs 

Bind on Pickup 

31 

27#44# 

45 

SergeontMgjDt'sSSkCtiifs 

Bind HI PIcbp 

31 

%»n9 

49 

ArisIcKrotic Cuffs 

Bind- on Equip 

34 

749639 

52 

Oevcnit Bracers 

Sind on Equip 

35 

959779 

52 

QreadmisJ Bracers 

Bind an Equip 

3-5 

B1#3B# 

52 

Flameweave Cuffs 

Bind an Pickup 

35 

86#6# 

s PROPERTIES: Eire fiesist+1(] 

52 

Mo^stqr's Biruhngs 

Bind on Equip 

35 

37# 65# 

52 

Tearfal! Bratws 

Btird on Pickup 

35 

81 #19# 

S4 

Funerol Cuffs 

Bind on ffickup 

37 

9I99I9 

PROPERTIES: Shodow Resist+10 

54 

Wqnccle Cuffs 

Bind on Picbp 

34 

79#39# 

55 

Stihhiue Wdslguards 

BindonPitkup 

3? 

94#88# 

PROPERTIES: Fitciieases damage and heoling done by mogical spells and eHects by up to 12 

56 

IranwetFve Bracers 

Bind on Pickup 

38 

?9#63# 

56 

Necropffe Cuffs 

Bind on Pickup , 

38 

1 7#58# 

57 

Biocurs of Meirding 

Bind on Pickup 

38 

1 129699 

PROPERTIES: Increases healing done by s|iells and effects by up to 18 







Lvl 


Armor 

Veiitfor Purchetis Value 

57 

fAagIskufI Cuffs 

Bind on Equip 

38 

1 12#91# 

58 

Bmceis of Undead Cleansing 

Bind on Equip 

39 

1< 16015# 

1 PROPERTIES: Increases dnnwgc done to Undead hy magical spells ond effects by up to 26 | 

58 

First Sergeant's Silk Cuffs 

gy on Pickup 

39 

S6#95# 

5B 

SergeonfWafor'sSiBc Cuffs 

Bind on Pickup 

39 

569139 

60 

Abysscil Cbib Wtisrbands 

Bind or Pickup 

42 

1 40#4# 

io 

Bracers of Qiraii Comrrarrd 

: Bind on Pickup 

44 

\ nm 

PROPERTIES; Restores 4 mana per 5 sec 


1 Dearirmist Bracers 

[Bind on Prdnp 

40 

i 1 26#66# 1 

PROPIRIIES; Increases dontoge and healing done by magical spells ond effects by up to B 

0 

1 

1 

[eyonPidirp 1 40 ]l 32#27# I 

PROPERTIES: Inaeoses damage and hedling done hy magical spells ond effeds hy up ra 8 


Virtuous Bracers Bind on Pkkup 

40 

1 309339 

1 PROPERTIES: Increases damage and healing done hy magN spells and ef eils by up !o 9, Restores 2 menn per 5 sec | 

\m[ 

Wymithayc's Shackles 

Binii air Pickup 

37 95#5# 


LEATHER 




b\ 

Nome 

Binding 

Armor 

Vertdor Purchase Value 1 

0 

Blodlong Cheslpuece | 

Bind on Pickup 1 

225 

7 34#8D# j 

I PROPERTIES: Rre Nst+10, Malure Resist+10, Improves your chance to get o critical strike by 1 Improves yuur chance 1 

1 to hit by 2% 




0 

Boiiescythe Breastplate ] 

Bind on Pickup ] 

0n 

16 52# 82# 

PROPERTIES: tnrpraves your chance to geto critid strike by 2%, +80 Attack Powet Irrproves your chance lo hitby 1?6 

0 

Doftthdealer'sVest j 

Bind on Pickup { 

253 

13 49# 62# 1 

1 PROPERTIES: Improves your cboitce to get a critical stake hy 1 %, tmpraves your chance to hit by 1 % | 

60 

Dratmwnlker Tunic 

Bind Oil Pickup 

' 262 

16 5#71# j 

PROPERTIES: Inaeoses healing done by spelts rmd effects by up to 66, Restores 8 nnonD per 5 sec 

0 

, Field Mflisbors EhogonNde Ikostplale | 

: Bind on Pkkup | 

: 220 1 

13 32#2# 1 

1 PROPERTIES: Irvci^rses damage and heuUlng done by magied spells ond effects by up to 21, Improves your chance to goto 

1 critical strike hy1% 




0 

Field Marshals feother Chesipiece 

1 Bind on Pkkup 

220 

1 3 S3#24# 

[ PROPERTIES: Improves your chance to get a critical strike by 1 \ Improves your clwiKO to hit by 1 % | 

0 

j Genesis Vest 

Bind art Pickup 

253 

|j2 819769 

PROPERTIES: Increases dormage and healing done by magical speis and effects by up to 28, Impiovos your chance to get o 

1 {rilicuf strike with spelb by 1%, Impmwi! your chance to geto crihail sirib by 1% 



0 

1 Ghoul Skfn Tunk ' 

1 Bind on Pickup 

241 : 

h 71 9509 

1PROKRTI ES: Improves your cborKO to get a critical strike by 2% | 

0 

1 Interlaced Shadow Jerkin 

1 Bind 00 Plckop 

212 

15 65#52# I 

1 PROPERTIES: Shadow EesisI +30,, +28 Ailatk Power | 

60' 

^AflfiliMwn's Blessed Bulwotk 

[ Bmd on Pkkup 

227 

7 2#77# 

0 

^NighlsIoyerCtrcsIpiece j 

[ Btml on Pkkup j 

;p] 

U - Jl#37# 

1 PROPERTIES: Rre Resist+10, Improves your chmKe to get a crctkol strike hy 1 ^ ] 

0 

[Polar Tunic 

Bind Dfl tpp 1 

234 : 

[8 93#77# J 

1 PROPERTIES: Erost Resist+40 

[60: 

[ Stormioge Ciiesjgunrd | Bind on Pickup ' 


[7 13#51# 1 

PROPERTI ES; Fne Resist +10, Notrio Resist +10, Improves yow dronce to get a critical strike with spells by 1 %, Increases 1 

1 healing done by spek ond effects hy up to 42 





I Thick SifW Ch^tgunrd j Bfnd on Ptckup 

1 : 

i5:T#53# 

PROPERTIES: Fire Resist+5, Nature Resist +5, Frost Resist +5, Shorbw Resist +5, Arcone Resist+5 


; Vest of Swift Execution 

' BN on Pkkqp 

1 

, 7 ■ 9e#70# 

j60^ 

. Wodord's Dmgonhide fiaubork 

Bind on Hekup 

220 

3 36#88# 

PROPERTIES: Incrcuses damoge ond healing done by mogical spells and effects hy up to 21, ImpravE your chonce to get q 1 

\ (rtticolMehyl% 




0 

j Wurlmd'5 Leather BreasJpIflte 

j Bind on Pickup 

1 220 

[3 299599 

1 PROPERTIES: Improves your chance to hit by 1 %, Improves your chance to get a critical strike by 1 % | 

0 

j Breastplate of Gfoodlfiifit 

[BNanPkkgp 

m 

U 5I#92# 

1 PROPERNfS: fmproves your chance to get o cdhcol sqite by 2?^ Increases your chonce to tfodge on ottack by 1 % | 

|6Q 

1 Mmonde Tunic 

Bind on Pkkup 

I 185 

h 19# 70# 

1 PROPERTIES: Improves your chance to hit by 214 































































































































































































































































































































60 

1 Fetolheart Vest Birrd 00 Pickup | 

|l85 

[3 33#13# 1 

1 PROPEfOl ES; Increases dnmcp end heoling done by magicnl spells oiid effects by up to 12, Resferes 4manopefSsec | 

S 

[ ZomtolQrfiaruspex'sTwoic j Emd on Pickup | 

I 

r n 

FfiOPERrES; Incteoses henling done by spelb end effects by up to 33 

j 60 ) Iprckrlpr ^Map''s Trmlc | 

ByonRckup 

[J’?L \ 

PROPERTIES: Impiwes yovr chance to gel a ciiticpl strike by 2%, +44 Attack Power 

\m 

t Cerroriorr Veslreertls | 

1 Eirtd on Pickup 

200 : 

1 4 64^39# J 

PROPERTIES; Fire Resist 4 IO, Restores 3 mono per 5 sec, Increases heofing done by spells ernd effects by up to 22 








Lvf 

Nome 

Binding 

Armor 

Vendor Purchase Value 1 

T7 

Starsight Tunic 

Bind on Equ^ 

fl? 

])93;9 

19 

Blocbired Deh'os Armor 

BlndonPkkup 

92 

14#67# 

20 

OibamshECiud Armor 

Bind on Equit) 

94 

IS9S39 

22 

Tunic of WestfaHI 

Biitdontop 

92 

mm 

30 

Spirewind Fetter 

Bind an Equ'^ 

112 

41 #61# 

31 

WafffeorHcrn 0 ss 

Bind on Equip ! 

113 

49#68# 

34 

Quillword ffornass 

BindanEqu^ 

120 

61 #91# 

44 

Jinxed Hoodoo Skin 

Bind on Pkkup 

144 

1 32#41# 

45 

Fealtiered Bieastplate 

Bind on Equip 

146 

1 '44#7S# 

46 

Cow Kjng''s Hide 

Bind on Equ^ 

m 

1 51 #67# 

1 PROPERTIES: Fire Resist +10, Ifalure Resist + 10, frcBt Resist +10, Sluidow Resist+10, Arcane Resist +10 | 

46 

Fungus Shroud Armor 

Bind on Pkkup 

148 

.1 44#50# 

4S 

Flomestrider Rohes 

Bind on Pkkup 

153 

1 66059# 

PROPERTIES: Fire Resist+10, Inaeases dorno^ and bding done by magical spelts ond effecis by up to 20 

50 

MixQhjgisfsTuEik 

Bind on Pkkup 

158 

I 9994^9 

SO 

Wiarfeesr Hotness 

Bind on Equip 

■ 158 

1 979)79 

52 

Stormshiaud Armor 

Bind on Equip 

163 

2 998i9 

1 PROPERIIES: 1 mproves yoar diiince to get 0 critkol strike by 2%, 1 iKreoses your chance tu dodge air Ditnet by 1 % | 


Foiesfs Embioco 1 

1 Bind on Pecktip 1 

151 1 

jl 51 #52# 1 

1 PROPERTIES: 1 rrereosES bsnliraj done by spells ad effects by up to $5 | 


Grizzled Pelt 

Bind on Pkkup 

151 

1 S2#70# 


Ironfecilhoi Bieaslpfeto 

Bind on Equ'^ 

165 

2 369899 

53: 

Songbird Blouse 

Bind on Teckup 

165 

2 19#72# 

55: 

Uvitg Breoslplato 

Bind on Eqtiqi 

169 

2 479769 

PROPERTIES: Nature Resist +S, Increases beding done by sfflils oird effects by up to 26 


j CadrsveiaiisAinwr 

[Bifid on Pkkup 

j 172 

I 2 50#48# { 

1 PROPERntS:+60 Attack Power | 


jlfigblbniCB Tunic 

BitidonPrckup 

j 172 

2 509489 I 

1 PRDPERIIES: Fire Resist 410, Sbodtow Resist +10, +50 Attack Power 1 


i Cheslptots of Tranquility^ 

j Bind on Pkkup 

174 

I 2 84#S9# I 

1PRQPERHES: increases rtamagie uiid heoSing done by na^cot spells and effects by up to 23 | 

nr 

1 Timbstnne Branslj4nta 

1 Bind on Pkkup 

( 1/4 

12 &mm I 

1 PRO PERBES: improves your chance lo gel 0 ctifical strike by 2% | 


j Rnighf-Copluin's Brarjcraliide link 

(Sird on Rebp 

; 176 

1 1 50^39# n 

I PROPERllES: Incteoses damogie and heoling done by mtM|icol spells ond effects by up to 16, Improves your chonce to got a 

1 ciitical stiike by 1% 





(Ifnfght-QjpTainUeotfierAmm 

GtaiImPickrg) 

' 176 

: i 489379 

1 PROPERTIES: improves your chance to get a critical sinks by 1 % | 

hs 

1 Legiamnire's BragonTiiife Bieoslplote 

1 field DFi Pickup 

176 

]\ 4l#iO#y\j 

1 PROPFRTIES; Impraiies your charKC to get q criiicel siriks by 1 \ Inoenses datnoge end beaiing done by mogicol spells mid 

1 elf^sby up to 16 





i begmite's Leottrer Hauberk 

1 Bind UP Pickup 

176 

) 419849 

1 PROPERB ES; Improves yeur charKe to get n crilicd strike by 1 % 1 

53 

Slmdowiioft Tunic 

Bind on Pickup 

176 

3 1#90# 

53 

TuirkoftheCiesceutWiEKHi 

Bind on Pickup 

176 

2 74#61# 

PROPERTIES: tnereases darnege and beolitig done by nwgid spells and effects by up to 15, Improves your cbooce fo get a 

1 cMsirikeviithsitellsbyl^i 





1 Tunic of tfndeod Staying 

1 Bind on Ptekup 

j i;'6 

1 1 a3#zs» 

FROPERB ES; +81 Attock Power when figltting Unded | 


Lvf 

Name 

Binding 

Armor Vonii&r Purchase Value 1 

58 

WibjheartVest 

Bird op Pkkup 

176 

2^^ 78#41# 

60 

Blod Ttger Breastpye 

Bind on Equip 

181 

3 199939 

60' 

KiaghKopImn's Dragonhido Chesipieoe 

Bind on Pkkup 

188 

1- 83030# 

i PROPERTIES: Impraves yow dwnce to getci cnHcal strike hy 1%, increases damage ond healing done by mogkol spetls and ] 

1 effects by up to 15 




60 

RnighKaptoin's Leortwi Chesiptoce 

Bind on Pkkup 


1 r 869 

1PROPERHES: improves year chance to goto critical strike by 1 %, Improves your drance to bit hy 1%, +34 Attecb Power j 

w 

Legiontioire's Oragonhide Ebostpiece j 

Bind ort Pkkup | 

188 1 

1 ' 79#87# 1 

1 PROPERTIES: Improves your chance to geta cEitical strike by \%, increases itanrage and healing dooe by magN spells and 1 ‘ 

1 effects by up to 15 




0 

legicnnafire's Eeatfier ChesEpieco 

Bind on Pickup | 

188 

1-: 81023# 

PROPERTIES: Improves your dwiKO to get a critkal strike hy ]%, Improves your cbtriue to bit by 1 %, +34 Altack Power 

0 

Pnmd Bolskin Jerkin | 

Bind cm Equip | 

181 

3^16044# 1 

PROPERTIES: Improves your choiKS to bit by 1% 




tvl 

Name 

Bmdrn^ 

Amrar 

Vendor Purchase Vqfue 1 

0 

1 Carohound Boots 

1 Bind Pit Equip 1 

[m] 

12M3097# 1 

1 PROFERIIES: Fire Resist+24 

& 

1 Bbadfcmg Boats j 

1 Bind m Pidtip 

[10 

1 5^5305# 1 

1 PROPERTIES: Fire Resist +10, Increases your chance to dodge on altod by 1 % | 

UO 

1 Boeescytfie Sabertons 

1 Bind m Pickup 

171 

jo-470220 j 

PROPERTIES: Itriproves your cbmice to bit by 1%, In^roves your chance to get a crilkol stole by ]%, +64 Attack Power 

{¥ 

1 

1 

1 Bind cut Pickup 

Li0 

|7s76014# 1 

1 PROPERl 1 ES: Increases your efktive sfeollb level j 

[K 

Boots of f right 

fitod Ml Pickup 

148 

^ 4 1 65#100 ] 

1 PROPERII ES; Inueases domoge and heoliag done by magical spells and effects by up to 34 j 

\m 

1 Boots of the Shodow Flame 

1 Bind on Pickup 

166 

[7 470340 j 

PROPERTIES: +44 Attack Power, Improves your cboiKa to hit hy 2% 

[K 

Boots dT the Vetpard 

Bind Oft Pickup 

138 

3 4)999 

& 

Cenerion Boats 

; Bind on Pickup 

Ym 

'Z .4S039^J ; 

1 PROPERTI ES: Sbodow Resist +7, Rostotea 3 mono per 5 sec. Increases benling done by spells ond oftocts by up to 18 j 

[60 

1 1toflihdeator's Boots 

[ Bind on Pickup 

} 158 


PROPERTIES: Improves your charce te hit by 

m 

I’&feflmwdkBr Boats 

1 Bind m Pickup 

T 

t7.J1065# ! 

\ PROPERTiES: Intreoses hading done hy spefis and effects by up to 46, Restores 5 mtraa per 5 sec j 

1601 Qfufee Soots 

’ &!nd afl Pic^j 

:! 156 

5 8)9149 

1 PROPERTIES: Notore Resist+20 | 

m 

1 Generars Dragonhicto Bcrois 

1 Brito ^Rdup 

J 

12,; 22017# j 

PROPERTIES: IncroDsas danrags and healing dune by magical spells ond affects by up to 16 


1 Generors Leather Treods 

[ Bind on Pickup 

U41. 

[2 0064# ;j 

j PROPERTIES: liKioases the durnlian of your Sprint obihty by 3 sec | 

[m 

'[Genesis Boots 

[ffind Ml Pickup 


[S JSf JO# 1 

PROPERTIES: Intrmses domege end beeling dene by magkol spelh ond uitaefs hy up to 20, Restores 4 moi^a per 5 sec, 1 

j Decreases !be mngrcul resistances af your spelt tnrgeis by 10 



£ 

^ Hive lunttder^s Boots 



:5 B 1016 # 

60 

WacsIraTs Dragnuliade Boats 

Bind ofl Pickup 

146 

2 4#?2# 

1 PROPERTIES; increases damage and healing doa-e by magical spels and effects hy up to 16 ] 

[m 

■ Woislral's Leathsi Footgimiids 

1 Bind on Pkkup 

1 146 

I 2 10041# 


P^OPEI^nES: Increoses tiie duiotion of yow Sprinr oliililv by 3 sec 


6 ^ \ NiflillshyeT Bools 


Bind on Pickup 


133 3 23#42« 


PROPERTIES: Shadow M+7 


^ SEoctfuoga Bools 


Bind en Pkkup 


154 5 37#9# 


PROPERIIS: Fife Resist 410, Impcows vour chonce lo get o critical strike with spelfs bf 1%, Increoses heabng done by 
spells and offsets by up to 26 


60 ; Mmantfe Bools 


Bind on Pickup 


127 2 52#4I# 


PROPERTIES; Inciooses your effeciive stealth bel 


iO f EitfilhcinEt Boots 


Bind on Pickup 


127 i 2 44#38# 


PROPERTIES: kreases dooK^and bealing done by magical spells nod affartt bfy up to 11, fiesiwes 2 mana pa S i&c 





















































































































































































































































































































































>§UPe.RlOR^MTHgK.r‘e£T PlRHOtL 


N 

Home 

HHHIi 

Armor 

Vendor Purchase Value I 

19 

Feet of the Lynn 

Bind on Equip 

63 

10075# 

2S 

Haibinger Boots 

Bind on Equip 

"TT 

19# 59# 

21 

Worsong Boots 

Bind £Mi Pickup 

(yJ 

H#43# 

23 

ITefilei'sChoin Grooves 

Bind on Pickup 

74 

27# 58# 

PROFERliES: Hun speed inMed sllghtlv | 

m 

Deillei^s Leather Beols | 

Bind on Pickup [ 

.0 

26#68# 1 

PHOPERIIES: Hun speed inoeosed sl'ghlly | 

@ 

OflfilePsUzofdbide Boots [ 

Bind on Pickup | 

JU 

26# 2# j 

PHOf ERIIES: Bun speed increased sligIhrtY 

@ 

Defiler's AkTT Greuves | 

Bind on Pickup j 

01 

27#92# i 

1 PROPERTIES: Run speed increased slightiv 

m 

Highlauifej's Qiairr Greaves 

Eiitd on Pkkup 

74 

269439 

[ PROPfRUES: Ruiii speed mcreased sligli^ | 

w 

Ht^lorder^ beother Boots | 

Bind on Pickup | 

74j 

269529 1 

PRGPERlfES: Run speed iDcreased slighlt^ 

S 

Elrghlandof'sLizaidhideRMh ] 

Bind on Pickup | 

yj 

27# 33# 1 

1 PROPERTIES: Run speed ircceosed sllghtf^ | 


H'lghlancter's Wail Greaves | 

Bind on Pickup | 

74 1 

27# 42# 1 

1 PROPERTIES: Run speed incieosed sUghlE^ | 

31 

Bfwr Treddeis 

Bind oft Equip 

78 

36#6# 

32 

Swompwalker Bools 

Bind Ml Equip 

79 

40# 93# 

33 1 

Defiler's LeaJfier Boots 

1 Bind on Pickup 

’ 89 

579529 

PROPERTIES: Run Speed increased sligtiriy, 4-6 AlM Pov^er 

\K 

OefilePs lizordfiide Boots | 

GhwI on Rckup | 

89 

6G#23# 1 

1 PROPERTIES: Run speed increased sllglitl'/, 4-6 AmTl P&v«r | 


HighbndaPsieortief Beets | 

Sbit on Pickup j 

39j 

61#41# J 

1PROPE Rf ITS: RUji speed increesed slightJ^, +6 Anock Po wer | 

0 

1 Highlondesr's iTzardhide Bools | 

Bmt on Pickup | 

89 

|63#2S# I 

1 PROPERTIES: Run speed increased diglrdf, -i-^ Attod Power | 

42 

Sondstdbr AnWegutnrfs 

Bind on PkTcup 

95 

87#84# 

47 

Sliitiefscde Boots 

Bind on Pkkup 

104 

1 <17949 

48 

AtbinoCrocscaleBcffirs 

Bind on Pkkup 

T05 

1 *24# 58# 

1 PROPERTIES: Nnluie Resist +5 | 


Befrlef's Leother Bools 

Bind on Pickuip 

105 

h '25#6T# 

1 PROPERTIES: Run sjseed infreosed sRgh% +12 Attack Poi,vef | 

.0 

1 Etefilef's ti^ardhide Boots 

1 Bind on Pickup 

105 

h-22#74# 1 

■ 1 PROPERTIES: Run sped iecteetsed sBghlty, +T2 Attack Power | 

[¥ 

1 ITighlandec's Ejsotlrer Bools 

j Bind on Pickifp 

T05 

h'‘2B#73# j 

1 PROPERTIES: Run speed Inoraostsd slightly +12 Attack Fewsr | 

.[K 

Higldcindflr'sLiiQnSbide Bouts 

Bind on .Pickup 

) TOS 

1 < 27#46# 1 

PROPERTI ES: Run speed increased siighity, 4-12 Attack Power 


SfltifWs of the Insurgent 

Bind on Equip 

107 

1 39#93# 

50 

ShorfelTend Boots 

Sind on Picbp 

109 

I -: 44#64# 

53 

Cool Miner Boots 

Ohtid on Pickup 

1T2 

54#95# 

PROPERTIES: File Reset+T0 j 

0 

1 Fifeinoss Boots 

] Binsc on Pickup 

TT2 

1 0:53# 83# 1 

1PROPE RTIES: Increoses henliiig done b{ spells ond effects by up to 20 | 

0 

{WhBperwcic Bools 

j Bind on Pkkup 

1 104 

It 24# 25# 1 

PROPE RTJES; Increases your effeciiye steodli level T [ 


1 Dawn Treedeis 

1 Bind on Equip 

114 

1 1 76#21# [ 

J PROPERTIES: 1 ncreases your dance to dodge on uHock by 1 % | 

0 

f 

1 

jBindonFrdup 

T14 

h 61 #37# 1 

1 PROPERTIES: Increases damage and healing done by m^kul spetls and effects by up to 25 [ 

, 

Shadawcraft Bools 

Bind on Pickup 

TT5 

! 75# 5# 

■■ 54 

Sw'iTtwolker Boots 

Bind on Pickup 

115 

'76# 99# 

Ji 

Wildbeort Bools 

Bind on Pickup 

115 

1 ?7#66# 

; 55 

Pods of tite Dread Wolf 

Bind orr Pickup 

116 

1 -'80# 24# 1 

:'rPROPERT1ES;+40At1atkPawer | 

‘0 

1 Ash Covered Boots 

[ Bind on Pickup 

Ins 

It* 86# 55# j 

PROPERTIES: Increases your chance to dodge on afftrck by i Sfi 




Lvl 

Kame 

Brnding 

Armar 

Vendor Purthosa Value 1 

56 

Etools of T erocily 

Bind on Pickup 

118 

2 '1#93# 

56 

CacfavBFOus WoBcers 

Bind on Pickup 

118 

1 90# 74# 

PROPERTIES:+24 Attack Power ] 

S 

Verdant footpads | 

Bind on Pickup | 

118 i 

2 3#S6# 1 

1 PROPERTIES: Increosus healing done by spelh and effects by up lo 37, Increoses domDge done fey Nature spel and effects 1 

1 byupto24 




m 

Baot^ofltieSbrieker | 

W on Pickup 

128 1 

2 

1 PROPERTI ES: Shodow Resist +10, Increases damage tjiid healing done by magicDl spells end effects by up to 12 | 

57 

74oagoosn Bools 

8y on [qcMp 

120 

2 13#4D# 

58: 

Blood Guards Dragonhide Boots 

fiirtd on Pickup 

121 

1 12#82# 

PRO PERTIES: Increases damage Qftd healing done by magical spells oed effeels by’ up to 14 | 

m 

Blood Guard's Leolliet Treads j 

Bind on Pickup 

121 [ 

: 1 ^3#60# 

1 PROPERTIES: Increoses die durolran of your Sprint nhily by 3 

Isec 



0 

Defilej's beothar Boots j 

Sind on Pickup | 

! 121J 

2 ■■'6#45# 

1 PROPtRllES: Run speed increased sligh% 4-16 Attack Power | 

s 

Defile's yzwdhida Soots | 

i Bind on Pickup | 

i 121 

2^ 7#2?# 1 

1 PROPERTIES; Run speed increased sfightly +16 Attack Power | 

0 

1 Highlondor's Laather Bools 

: Bind on. Pickup 

[121 

2 5#69# 1 

[ PROPERTIES: Run speed increosed sirglicly +16 Attack Power j 

0 

1 HigWafidar^s Ltzarrfhide Boots 

1 Bind on Pickup 

121 1 

|2 ■6#47# 1 

] PROPERTI ES: Run speed increased slightly +16 Attock Power | 

0 

1 KnighPLfeotenonfs Dragonhide Foolwraps 

1 BitHi on Pickup 

121 i 

|l 6#76# 1 

[pro PERTltS: I ncreoses domage and healing done by rnajcal spells and eff eels by up to T 4 | 

0 

1 KnighTLieutienonfs Leother Boots 

1 Bird on Pickup 

07] 

11 ^6# 38# J 

1 PROPERTIES: 1 ncreoses ihe duration of your Spiinl obility by 3 sk | 


AnimKfs Boots 

EiodunPidcup 

[134 

3 1792S9 

1 PROPE RTIES: 1 ncreases bealiog done liy spells od effect by up ta 29 | 

1 60 

{ Blood Guord's Dtugoirhlde Traods 

j Bind on Pickup 

126 

ll ■19#21# 1 

1 PROPERTIES: Increases damage and healing done by magkidl spels and offeds by up to 14 | 

[W 

1 Blood Guard's Leolhw WaUceis 

1 Bind on Pidup 

I 126 

1 1 ■21#92# 1 

PROE^RTIES: Increases Ibe dumlion of your Spoilt ohibiy by 3 sec, +28 Attack Power 

0 

j Blooddreiiiched FcKrtpods 

1 Bind on Picbp 

129 

1 2 69# 69# 1 

I PROPERTIES: Improves your cfioiKe to hit by 1 % | 

[m 

Bramblewiffid Boots 

Bind an Equip 

132 

j 2 ■93#2# 

1 PROPERTIES; Rotura Resist+25 | 


[ KnighKieutanant's Oroisonhide Traods 

1 Bind an Pickup 

126 

[1 27#92# 1 

\ PROPERTIES: Increoses domoge and bscrling done by tiwgicai spells and effects by up to 14 

0 

1 Hni^-Lfeutananfs Ijeather Walkers 

1 Bind an Pickup 

126 

[1 29#76# 1 

1 PROPERTI ES: increases the duration of your Sprint obility by 3 sec, +28 Attack Povrer | 


Dunesfulkef's Bools 

Bind on Pickup 

121 

2 9# 69# 

60 

Sandstorm Boots 

Bind on Pkkup 

121 

2 69769 

1 PRO PERTIf S: Increoses domage and healing dona by magical spalls ond effeels by up to 14, Restores 4 rnana per 5 se< | 

0 

j Sedge Boots 

Bind on Pkkup 

I 121 

2 59759 1 

1 PROPERTIES: Nature Resist +5,Shadow Resist +5 | 





tvl 

Hame 

Binding 

Atmur 

Vendor Purfhosa Value 

37 Glovasoi Holy Wight 

Bind on Equip 

1 36 J 

|53#44# 1 

PROPERTIES: Improves your cbonce ID gat a crilkal strike by 1\ +20 Attack Power, +30 Attack Ferwer vdien fighting 

Undeod 

0 

1 Aged Cote Leather Gbes. 

Bind Qfl Picbp 

130 1 

2 65#6# 

1 PROPERTIES: fire Reslsl fS, Shadow Resist +5, Improves your charge to gat a cribcol slirka by 1 %, Increased Doggers +5 j 

0 

[BileGovered Gaunifets 

j Bind orr Pickup 

143 {4 2#30# 

1 PROPERTIES: Nature Resist +20 

1 60 1 Bbodfang Glaves 

[ Bind an t^ckop 

1 140 |3 70#4# 1 

1 PROPERTI ES: Shadow Resist + 10, Immune ta Disarm | 

0 

1 BonnscylheGauntfets | 

Bind on Pickup 

[l58 

U 26058# 1 

1 PROPERTIES: Improves your cboote to hit by ]%, +66 Attack Power, Improves your cfionce to gel 0 crilicd strike liy 1% | 

0 

ConarkmGlovDs 

1 Bind on Pickup | 

1 125 |2 30055# 1 

1 PROPERTIES: Fira Resist +7, fneraoses healing dona by spells and effects by up to IS 
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L^l 

Name 


Armor 

Vendor Puithase Value 1 

in 

OonmhideOflRjnlfets 

Ski on Pickup j 


2 

PROPERTIES; Eire Resist +8, Shadtw RcsBt +&j +42 Attack Power | 

m 

Ebeoiuv^'QlkeT HnntigtMHds | 

Bind on Pickup ] 

153 

6 72#40# { 

PROPERTIES; IncieasK liealiiig dore Ijy spells ud effects by up to 53 


(ktndels of New life | 

EUnd on Pickup ] 

131 

3 10e27# J 

PROPERTIES; Incrsoses lieoliiig dors by spells and effects by up to 7h, Restores 4 mm [)er S sec | 

m 

Geiieiol's Onogonbide Gloves | 

Gmd on lockup j 

133 i 

T 38# 19# 1 

1 PROPERTI ES: SllgHtriy lnffe®es your sleofth detection. Increases cfoitwge and henliEU; done by magical spells and etf eels by I 

1 up to 12 




im 

Genertd'slefllhefAlitts | 

Bind on lockup | 

133 1 

1 409309 

PROPERTI ES: Impioves your ebnee to a critical sliio by 1 % | 


Gloves of Ebru j 

Bird an Pickup 1 

139 

3 3I#T# J 

1 PROPERTI ES: tnereases domoge oed tieoling done by nMgico] spells ond effects by op f n 2?, Improves yow dience to get e I 

( cdtical strike with spels by 





Gloves ef Enfotcement | 

Bind an Pickup { 

00 

a Sl#58# 

1 PROPERTI ES; Impioves yom dinnce to hit by 1: % | 


^oves of the Hidden Temple j 

Bind an Pickup I 

T48 1 

4 71 #3# J 

[PROPERTIES; Shadow Resist +6 | 

0 

Marshal's Dragonhidie Gouiiflets | 

Bind Dll PIdup 1 

T33 

1 4I«329 1 

1 PROPERTIES: Slightly mcrenses your steolth detection, Increases ctemaga and henlmg done by niegical spelb and effneh by I 

wpio 12 




60 1 Mnrshars Eeather Hoflaignps 

Bind un Pickup 

133 

1 44#44# 

PROPERTtES; Improves yoar chonce to get n critical strike by 1 

% 



[w 

Nii^tslayerGbes j 

Sind (HI Pfekup 

125 i 

2 2G#57# 

I PROPERTIES: Fire Resisi +7, loipraves your chatice to hit by 1 % | 

[¥ 

Potar Gloves j 

Bind oa Equip { 

146 

4 4a#5l# 1 

PROPERTIES: Frost Resist +30 


Stoimms^Hopdguds j 

SiridonPtcku^ | 

00 

3 59#4D# 1 

1 PROPERTIES: Stiodow Resist+ 10, Increase; liealijtg done by spoils and effects by up to i 2 | 

0 

1 Tout Orogonbide Giew | 

Sind on Pkbp | 

142 

; 3 94#43# 1 

1 PROPERTIES: Improves your cbaitco to gat o critical strike with spells by 1 %, Restores 6 mono per S sec | 

[ml 

1 Wospbide Gouirtlcls j 

Sind on Pkkup 

143 

3 a4#54# 1 

1 PROPERTIES: Increnses healing done by spelts and effects by up to S3 | 


1 

1 

i Bind on Pickup 

m 

|1 ;i)«34« 

60 

1 Ferafttearl Gloves | 

Bind on Pkkup 

m 

]' '2S«4(« 

PROPERTIES; Increases dotrage urd ttealing dono by miugical end effects by up to il | 



ItupeRLORjgfflBejEc^Hfira^ ^rmor^ 

1 Ul 

Name 

Binding 

Armor 

Vendor Purdiase Value I 

22 

Nnga Barite Gloves 

Bind on Pickup 

61 

9#S0# 

22 

Toughened Leathar Gloves 

Etad on Eqjuip 

61 

9# 62# 

22 

Wolfetfiw Gbves 

Bind on tqirip 

61 


ii 

Bia^^er Gloves 

Bind ofi Equip 

62 

10# 70# 

30 

Ebon Visa 

Bind on Pickup 

70 

22932« 

35 

. 

Stiodowskie Gbes 

Bind Oft Egalp 

76 

3a#2i# 

PROPERIIES: Impioves ywt tbonce to geto cntol strike by 1% 

0 

1 Aroebmd Gloves 

] Bind m Pidup 

|79 

|4D#H# 1 

[ PROPERTIES; ttaluEe Resist+10 

0 

1 Gauntlets of the Seo 

1 Bind on Equip 

[bs 

{ 53#63# 1 

j PROPERTIES: tfeal friendly target for 300 to 500 [ 

0 

1 Elven Spirit Clows 

j Bind on Equip 

0L 

|6a#17# 1 

PROPERTIES: kreoses damogs done by Nature spells ond efforts by up ta 21 | 

Me 

Bborffire Talons 

Bind on Pitkop 

96 

as# 20 # j 

] PROPERTIES: Fiie Resist + 10, Increases domnge and beolbg done by magica! spelts and effects by ap to 18 j 

0 

j Ogreseer Fists 

j Bietdon Pickup 

Ml 

i SS#32# 1 

PROPERTIES: Increases tfcinage and beoling done by magical spells oiid effects by up fo 13 

0 

1 Mor Alam's Gtip 

\ By on Equip 

1 too 
_ 

M 5#19# 1 

1 PROPERTI E5: Increases healing done by spells and effects by up to 22 ] 

0 

[ Geviteaur Gauntlets 

Bind on Equip 

103 

1 17#1# j 

1 PROPERnES; +28 Attack Power, Improves your ctianca to get a critical strike by 1 % | 

0 

Pbgwk! Fur Gloves 

Bind Ml Equip 

1 103 

]t 13#71# 




PROPERTIES; Shad™ +10 


Lvf 

Noma 

Etindmg 

Armor 

Veivdar PurcbiisEi VdIch; 1 

m 

Gloves of Resloiotwn [ 

Bind on Pkkup | 

105 

1 1 

PROPERTIES: Increases hading dene by spelts and effects by up to 37 

54 

Shado^'craft Gloves 

Bled on Equip 

105 

1 ^ 17# 14# 

54 

SkuPs Fingerbone Qpws 

Bitidon Pkkup 

105 

1 + 14#3# 

1 PRDPERUtS; +40 Attack Power | 

0 

Stonehaik Gounte 

Bind on Equqj 

105 1 

1 ^ 1S#B?# 1 

1 PROPERTIES: Nate Resist+16 | 

54 

W jdliBDrt Gloves j 

Bind on Equip 

105 

V 22#41# 

56 

Cttfevurous Gloves j 

Brad on Pkkup 

107 

1 '26#63# 

fE0PERllES;+441lliickPcw6! 

56 

FaflbrusbHand^ { 

Bind on Pkkup 

107 

1 36$339 

1 PROPERTIES: Increases healing done hy speSs ond effects by up to 20 [ 

0 

Gmguylfi SJasheis ] 

Bind on Pickup j 

107 1 

i ■ 24#27# 1 

PROPERTIES: 1 mpraves your chance to get a cnlical strike by 1 %. j 

56 

Slagtada Gauiidets 

Bind on Pickup 

10? 

T-33#43# 

S7 

Quickdrow Gloves 

Bind on Pickup 

109 

1‘"30#769 

1 PROPERTIES: 1 ncreases your chance Jo dodge an attack by 1 % | 

M 

Stormshmud Gfevus | 

Bind on Equip ] 

wT 

1 ’ 32#12# I 

1 PROPERTIES: Improves your chance to get o crilicul strike by 1 %, Improves your chance to bat by ] % | 

0 

Ebd Guard's Dmgofdiide Gauntlets | 

Bind on Piebp ] 

no 1 

63#S3# I 

1 PROPERTIES: Slightly inciHEcs yeur sieoflh detection j 

0 

1 Blood Guard's Leather Vices | 

Bind on Pickup I 

no 

69#32# I 

PROPERTIES: +32 AM Power | 

0 

t Rnight’Lfeutenanfs Dragoishida Gloves | 

: Bind on Pickup I 

no I 

1 74#14# I 

1 PROPERTI ES: Slightly increases your steoldi detection | 

0 

1 RnighNlieutenanfs Leother Guuntiets 

[ Bmd Oft Picbp 

no i 

|73#88# I 

PROPERTIES;+32 AM Power 

59 

Tmbwmnw Brawlers 

[ Bind on Equip 

112 I 

1 ' S5#76# 

60 

Btocid Guard's Dmgonhide Grips 

1 Bind Oft Pickup 

115 

79®47» 

1 PROPERTI ES: Slightly ncreoses your stedtb detection | 


1 Blood GuanPs Ufltber Grips 

1 Bind wt Pickup 

ns 

1 83#73# ] 

1 PROPERTI ES: +20 Attack Powor, Improves your dranca Jq get a critical strike by 1 % 


Blooddmhd Grips 

Bind cm Pickup 

122 

2 10#51# 1 

[ PROPERTIES: +34 Attack Fawar, Improves your drnnee to get a critfeal stidce by 1 % | 

m 

j- Guanllets d Soulhwind 

1 Bind on Pickup 

126 

t2'41#e5# 1 

1 PROPERTIES: tnereoses dDnaage and heoling done by magkal spetls and effetts by up Ja 25 | 

[m 

i Kn^ghHiouteiiffrit's Bfogonhide Grips 

1 Bind wri Pkkup 

1 115 

1 S4#97# 1 

] PRDPE RUES: Shghtty increases your stealth detectiaii; | 

MO 

j Kinighr'iieutafioiit's leolhef Grips 

1 BindunPtdcap 

115 

h6#l?# ' 1 

j PROPERTIES: +20 Attack Power, Imfuevts your chance to get a cdticol strike by T4b [ 

m 

j Piiral Botskin Gloves 

1 Bind on Eqtifp 

1 113 

i 1 5s#ao# \ 

j PROPERTIES: Improves your chonce to hit by 2% | 

\m 

1 Shadow Pantkf Hide Gfoves 

1 Sutd on Equip 

; 113 

n 51 #79# 1 

1 FROPEROES: 1 mproves your clKUice to get a tdlicel strike by 1 | 

60 

: Touqfiened Slirtbid Hide Gloves 

Bmd on Pkkup 

1!2 

2' 2# 62# 

60 

Gbyves of Eaihen Power 

Biftii on Frekup 

10? 

+ 429319 

1 PROPERTIES: Increases domoge ciucl lieolBsg done by mogicaf ^bIIs and effects by tip to 27 \ 

MO 

1 Gerdok's Gloves 

1 Bmri an Pickup 

106 

1 1 * 23#48# ] 

1 PROPERTI ES: Improves yow chance to get o critical strike with sjiells by 1 | 

[m 

1 Nondwruips of Undead Slayurg 

Biad on Pickup 

1 110 

]n'-a9#89# 

PROPERTI ES: +60 Attack Power when fighthg Undeod | 



_ „<£p!Cl£aTHeRjie?ipiiKMQJ 

. ..— 

1. 

NamE! 

Binding 

Armor 

Vendor Purchase Value 

0 

j AToben Helm 

Bind on Equ^ 

150 

i2-57#9# [ 

j PROFERTIES: Fire Resist +29, tnerepses yaur dnince to dodge an ottack by 1 % | 

MO 

' 1 Bloodfung Hood 

1 Bind on Pkkup 

Ml 

[5^57#/# I 

1 PROPERTIES: Frost Resist +1 0, Shadow Resist +10, Improves your chance tu gat a critical strike by 1% | 

[i 

1 Boufistythe Hetoret 

[ urr P'lckup 

I 205 

! 9 . 29#5# 


iqujpment'i 


Armoi* 



fimiS: Imp* w tlipnce lo Mr by 1\ impiovesyoyt ikm to gel o diiigl snib by 
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60 

CertanonHelm ] 

Bind an Picbip | 

163 

3 49#49# 

PROPERTIES: Fiie Resisl +10, Increases dDmage chmI healing done h/ magkol spells end effects by up lo 12 

60 

Orctet of Restless ftreams 

Bind on Mtif) 

175 

4 47# 13# 

PROPERTIES; Increosed Do^geis +6 

60 

Creeping Vine Hehti 

Bind on Pidcup 

183 

5 21 #40# 

PRDPEiniES Irtieoses liMling done by spelt and effects by up to 59 

60 

DedrtMleder's Helm 

Bind an Pickup 

192 : 

t 90931# 

PROPERTIES: Improves yiour chance lo get o cfiliCDl strike by Impjoues yow dwnce to hft by 1% 

60 

OevioteGrov/thCep 

Bind an Pickup 

175 

4 55#35# 

PROPERTIES: Eocreoses heoling dcwie by spells ard effetls by up to 64, Restores 8 maro pei 5 set. Improves yew chance Id 

gel 0 cntical strike with speis by ]% 




60 

OreamwaSLor Headpeeco 

Bind on Pkbp 

205 

9 97#es# 

PROPERTIES; Iroeoses healing done by spells and effecis by up le 66 

60 

Field Wnrsbars Dragonliade Heknet 

Bind on Fickup 

179 

2 48#1i# 

PROPERTIES: Improves yew dtonce lo get a cdlicDl strike by 1 Intmoses damage and heeding done by magicnd spells and 

effecis by up to 18 




60 

Fidd Marshal's Leather Mask 

Bind on Pickup 

17? 

2 5I#72# 

PROPERTIES: Emprores your chance to get q crilkd sirib by ]%, Improws your chance lo bit by T% 

60 

Foror's Eyepalch 

Bind on Pickup ; 

160 

3 9#36# 

PROPERTIES: Improves your chance to get o cifikol stite by 2^, +44 Anacl: Ftower 

60 

Genesis Hdm 

Bind on Pkbp 

192 

i 73#l# 

PROPERTIES: Inaecs^ damoge and beding dunB by magied spells and effects by up la 37, Impnwes yaur cbonce to get a 

cntkal strike by 1% 




60 

Gube d tk Devower 

Bind on Pkkup 

130 

5 4#12# 

PROPERTIES; Inaettses your chance to dodge an aM by 1% 

60 

Hightslayer Cover 

Bind an Pickup 

163 

3 24#76# 

PROPERTIES; Fire Resist +10, Improves yow dwnce lu get o oitical strike by 2% 

60 

Polar Helnwt 

Bind an Pickup 

196 

2 9i#7# 

PROPERTIES: Frost Resist+44 

60 

Stoemfoge Cover 

Bind on Pidaip 

IS3 

S 41#11# 

PROPERTIES: Eiost Resist +10, Shadow Resist+10, Restores 6 mnna pw 5 sec, increases healing done by spells and effecis 

by up to 29 




60 

iMrd's DrogimbR^ Itelmet 

Bind an Pkkup 

179 

2 53# 57# 

PROPERIIES: Incietises damage and lieding done by magttal spells ond effects by up to 18, Improves your cbwice to get a 

cntkal sirikeby 1% 




60 

Warlord's iealher Hdm 

Bind oe Pickup 

179 

2 4S#40# 

^ PROPERTIES: Improves your chance to bit by 1%, Improves yaur cbtMKe to get a criHcal strike by 1% 

^ 60 

CoAmantle 

Bind on Pickup 

150 

2 61#2# 

: PROPERTIES: Improves your choree to get o critkol sirike by 1 % 

60 

PeTalheart Cowl 

Bind Of) Pickup 

150 

2 4<i#t9# 

i PROPERTtES; Introases dfflmige and bealing done by nwgical spells and efTects by up To 16 




LvE 

Name. 


Armor 

VendarPurdiEBeVolue 

23 

Enduring Cop 

Bind an Equip 

88 

26#55# 

32 

Adventurer's Pith Hebet 

Bind an Equip 

94 

40#83# 

33 

Expert Goldminer'S Helmet 

Bind on Equip 

95 

42#20# 

1 PROPERTIES; Increased Axes +7 

j 40 1 Wdfsheod Helm | Bind on Equ^r 

109 1/4# 21# 

PROPERTIES: When sbapeshSting into Catfbmi the Druid gains 20 energy when sbupesTufting into Bear form the Druid 
gains S roge 

43 

Wir^ Helm 

Bind otr Equip 

ITS ' 

96#24# 

45 

Emlmce of the Lycon | 

, Bind on Pickup 

118 ' 

1 3#53# 

PROPERTIES: +32 Attack Fav^er | 


I Hdm of Eire 

1 Bind on Equip | 118 

h 8#19# 

1 PROPERTIES: Fire Resist+5, Hurls a lidy hall tbat causes 286 to 376 Fire damage and un oddilfonal 40 damage over fl sec | 

iii 

Sooibsayer's Headdress 

Bind an Pickup 

122 

1 14#1# 

TtI 

Engineer's Guild Headpiece 

Bind en Pidup 

113 

8S#4?# 

ID 

Tattered Leatber Hood 

Bind an Eqik 

130 

1 44#S4e 

1 PROPERTIES: improves yaur chance to hit by 1% 




LvI 

Nome 

lindfcig 

Armor 

Vendor POrEhose Volua I 

m 

dwslshtoud 

Bind on Pickup 

132 1 

T . 64# B4# 

1 PROPERTIES: Shadow Resist+5 | 

m 

MoskofibeUaforgiven | 

Bind on Pickup | 

132 

1 58#95# { 

PROPERTIES: Improves your cbonce to hit by 2%, Improves yew dwnce to get a critical sliire by 1% 


Rrig^ Eyepatoh j 

BindonTtckito [ 

1321 

1 66#69# 1 

1 PfiOPERTIES: Improves yow dwnce to get a ciitical strike by 2% | 

m 

Ebwi Mask { 

Bind on lockup | 

122 

1 18#93# 

1 PROPERTIES: Improves your chance to get a crilicol strike by 1 %, +36 Attock Power 

S 

Faihide Cup j 

Bind on Pickup { 

134 

1 6T#37# 1 

1 PROPERTIES: Firo Resist +8, Sbodow Resist +8 | 

55 

TribolWor Feathers 

Binrf cn Pickup 

137 

1 77#52# 

PROPERTIES: Increases healing done by spelb and effects by up to 33 


Hdm af the Haw Moon | 

Biinj en Pkkup | 

139 

1 a6#8i# 1 

1 PROPERTIES: Increases damage and healing done by magknl spelts and affocis by up to 23 | 


; Irisigbtful Haod | 

Bind on Tickup | 

I 139 J 

1 36#5S# 

1 PROPERTIES: Improves yaur chance to get a critical strib with spells by 1 %, Increases bealing dare by spells and elTects I 

1 by up to 33 




S7 

Bane Ring Helm 

' Bind on Pickup 

141 

2 14#4# 

57 

Sboefaweraft Cup 

Bind an Pickup 

141 

1< 99#62# 

57 

VilldhsariCowl 

: Bind an Pkkup 

141 

\2 14#90# 

58 

Cbempaon's Dtogonbide Helm 

Bind on Pkbp 

143 

i1< 5#58# 

1PROPERIIES: +16 Attock Power, Increases damage and healing done hy magkui spells and effects by up to 13 ] 

58' 

UwnipiDFi's Leoritor Haadguord 

: Bind on Pkkup 

143 

1 6#76# 

1 PROPERTIES: Incrooses your chonce to dodge on ottodc by 1 %, Improves your chance to bit by 1 +12 Attndc Power | 

S 

Eye of Rand | 

1 Bind an Pkkup 

1 

|2^ I0#31# 1 

1 PROPERTIES; Improves yaur chance to get a ciical strike hy 29& | 

53 

feuiheifmoon Hendilress I 

^nd on Equip 

143 

2 1 

58 

iieutonent Cammiooder's Diagorihide Shroud : 

Bind an Pickup 

' T43 

1 3#17# j 

PROPERTI ES: +16 Altock Power, Increc^ damage and healing done by mogical spells and elTecto by up to 13 | 

0 

1 iJeutoiiant [atrwwnder's leather Veil ' 

1 Bind an Pickup 

1 143 

[ 1 Tt#6Q# 1 

PROPERIIES: Increases yow dwnce to dodge on attack by 1%, +12 Attock Power, Improves your tlwnce to hit by 1% 

0 

j Bloaddreiicheil Mask 

1 Bind an Pkkup 

[ 153 

[2 84# 10# 1 

1 PROPERTIES: improves your chance to hit by 2% \ 

[60’ 

1 Blocdvine Lons 

1 Bind on Equip 

147 

|2 32#11# 1 

PROPERTIES: Improves yow dwnce to get a critical sirike by 2\ SlighPy ircreoses your stodth detociwn 

[60 

[ Bramblewood Helm 

{Bind oii EqjUip 

156 

|2 91 #90# 

\ PROPERTIES: Nature Resist+30 

|60 

1 Chompioin's Drogonhide Haodguord 

I Bind on Pickup 

[158 

11 54#33# 1 

1 PROPERTI ES: IncreDses damnge ond healing done by magical and effecis by up to 18 \ 

[60^ 

1 Champion's Leollier Hdm 

j Bind (Mi Pickup 

1 158 

1 1 56#72# 1 

1 PROPERTI ES: Improves yaur charKe to get a cntkol strike by 1 %, Improves yaur chance to bit by 1 %, +36 Attack Power | 


1 Helm of Regrowth 

Bind on Pkbp 

1 162 

[3 39# I 

1 PROPERTIES: Increases healing done by spells and effects by up to 22 | 

0 

1 lieutouant Commander's Drogonhida Haad^Kiid 

1 Biud en l^kup 

i 153 

|1 SS#60# I 

PROPERTIES; Increases damage and heoling done by magkd spelb and effects by up to 18 

0 

1 liflsfenarit tommander's Leolfi^ Halm 

j Bind DU Pickup 

158 

11 ' S7#95# 

1 PROPERTIES: tmpmvas yaur chocice to get o crilicol sirike by 1 %, Improves yow dwnce to hit by 1 %, +3 6 Attock Itower | 

1 60 

1 Sauibwinct Helm 

1 Bind an Pickup 

jl64 

3 70# 98# 

1 PROPERTI ES: Improves your cbonce to bit by 1 % | 


1 Suriicfiliad leather Helm 

[ Bind an Fkkito 

1 149 

2 42#82# 1 

] PROPERTIES; Intraosas heoling done by spells and effecis hy up lo 40 1 

1 ?? 

J WjDonslwdDw Hood 

1 Bind on Pkkup 

122 

1 1 14#8# ' 

1 PROPERTIES: IntrecisK damage and henling done hy mogkal spells ond offocts by up to 18, Improves your chance to get o 

1 critical strikowllb spells by 1% 





j Pirata's Eye Patch 

1 Bind on Pickup 

1 122 

11 13«7&# 

[ PROPERTIES: Increases your chance ta resist Fear effeetj by 4% 



- ..^.fecIe/^iHeKl^oTiRMOR 

-- »! 

- ---- - - - —- -i 

1 LvI 

NuETre 

Binding 

Afroor 

Vandor Purchase Vafue 

0 

j SdaniQCicfsf Scale Pants 

\ Bind on Pkkup 

171 

3 e4ft45# 


PROPERTIES: Firo Resist +10, toases hBaling donp by spells owl effects by up fo 51, Restores 9 morii [w S set 





























































































































































































































































































































































" —-N 

LyI 

ffaoie 

Binding 

Armor 

Venefor Purchase Value I 

a 

BWong Penis 

BindonPldcup I 

197 

6 93# 9# 1 

1 PROPfISTIES; Fire Resist +10jlrca!i!e Resist +10, ImproYes your cknce to get a friticol strike by 1% 


Bonescythe Legplates j 

Bind on Pidcup j 

221 

13 64#I8# { 

PRDf^PTIES: IjnprpYes yetir chance b yet d oitical strike Isy 1%, Itfipfoves your chcincE to Mt by 1% j 

0 

Cenorion Leggings | 

Bind on Pickup | 


4 23# 15# 1 

1 PROFERIIES; Shadow Resist +1 0Jn^jro yes your chonce to get d criticol strike with spells by 1 % Jestores 4 mciiw per 5 j 

1 set, kuenses healing done by spelk ad effects by up to 22 




0 

Dork Heart Ponls [ 

Bind on Pkkup 

rs6 

9 769n« 

PROPERTItS; Impmes yaur chance to get o crilfotl strike hy 2?^, +4 8 Altotk Power | 

0 

Deoihdealer's Leg^ngs j 

Sind on Pkkup | 

207 1 

9 52#40# 1 

PROPERTIES: Iflnproves yaw clwnce to get o (riiicat strike by ]% 


Braarnwalkerieggirffids j 

Bind an Pickyp | 

221 

13- 25»83# 

1 PRflPtJfllES: Intreoses heolitq done by spells and effects hy up to 66, Restores fl nianp per S sec | 

0 

Generat'sDcagonhrdDke^ngs | 

fltod on Pickup 1 

106 

2 94# 13# 1 

PROPERTIES: Improves your chance to get o critical strike by 1 % j 

0 

GeneraPs Leather tjegguatek | 

Bmd on Pickup | 


\l- 85#76# 1 

1 PROPERTIES: Improves your ebnee Id hit hy 2%, Impicnres yew chance to get a critical strike by 1 Ta \ 

0 

GeaesisTreussis | 

■Biridonfickup j 

207 

:9 7#&i# 1 

1 PROPERTIES: Increases domage and healing dnre by magienf spells oiid effects by up to 27, Inifiroves your chance to get o I 

1 critical strike by 1%, Restores 4 mono per S sec 




m 

1 le^ifips of Apocalypse j 

Bind on Pickup | 

jiiJ 

10 37«41» 

1 PROPERTIES: 1 mpicwes yaor chance to get 0 crilid strike by 2% | 

0 

1 leggings of Immerston | 

1 Knd on Pickup | 


U' 2I#I7# 1 

1 PROPERTIES: kcreoses damage and healing done by nmgkcrl spelb and effects hy up to 39, Restores 6 mono per S sec | 


^otshd's Orogordride Leggaods 

Bind on Pickup 

186 

2 84#72# 

1 PROPERTIES; Impraves yntii chance to get o critical strike by 194 j 

[m 

1 AAotshcdVLefllhe: leggings 

1 Bind on Pickup 

Li^ 

1 2 90#9e# i 

1 PROPERTIES: Improves your chance to hit by 2 %, Impmives yoar chame to get a critical strike by 1 % | 

[60 

1 Nigtitslayer Prints 

1 Brinj on Pickup 

nrr 

1 4 34#66# 1 

PROPERIIES; Shadow Resist+10, improves your chance to get a crrlical strike by 1 % \ 

[F 

\ Outrisk's leathei Fonts 

[Bind on Rckup 

f 173 

|4 39# 35# I 

1 PROPERTtES: Impicwes your chonce Id get 0 critical strike hy 1 % 

Uo 

( 0utricli»'$D!Ordhid& Prints 

1 Bind on Pickup 

173 

| 4 40# 92# 1 

j PROPERTIES: IncreiBK damciige ond healing dare by mogkal spdis and effects by up to 11 \ 

UO 

j Sentinel's Lefllher Prints 

) BindonPkkup 

173 

|4 22# 17# ] 

1 PROPERTI ES: Improves your chonce to get a crihcol strike hy 1 | 

UO 

j Sentirrel's Uzordlride Pants 

j Bind on Pickop 

173 

1 4 23# 73# 

1 PROPERliES: Increases dnmoge ond heding done by magical spells and eff ects by up to 11 j 


! Stoimroge Eegguords 

j Bind an Pickup 

197 

j ; 24# IS# 1 

1 PROPERTIES: Fire Resist +10, Arcane Resist +10, lucrenses healing done hy spelb and effects by up to 4S, Restores 6 nrnno I 

per 5 sec 




[¥ 

j Leggings cdArcaiio 

1 Bind on Pidcup 

166 

3 50#57# 

1 PROPERTIES: latreases damage and healing done by mogical spells ond effects hy up to 18 | 


1 Polor Leggii^s 

1 Bind on Pickrip 

20S 

1 9 16#B2# 1 

1 FRDFERnFS: Frost Resist+40 1 




LvI 

Nome 

Binding 

Armor 

Vendor Ptrrcfwise Velire 

IB 

Leggngsofthe Fang 

^ Bind on Pickup 

79 

12«S6» 

2 S 

PetroIsjHll leggings 

BindonFciuip 

1 90 

26#33# 

PROPERTIES: Fire ResisIr-IO | 

2 S 

TdP!; te Leggings 

Bind on Eejwp 

90 

25# 74# 

34 

Wnrehtef Kilt 

Bind on Eguip 

105 

60# 74# 

iL 

Tri^niner Ctmgurees 

Bird on Pickup 

^ lot 

S2#67# 

iL 

Bosilisk Hide Fonts 

Bind on Equip 

113 

80#40# 

ii 

JinKed HowIdo Kift 

Bind on Pickup 

126 . 

1 32#90# 

49 

Wtiidscote Sarong 

Bind on Pkkup 

136 

1 7S#95# 

SO 

Stoiroshroud Pants 

Bind an Equip 

133 

1 e7#28# 

1 PROPERTIES: Improves yaur dwnce to get a crirical strike by 1%, Increases yaw chance to dodge on ottock hy 1% 

0 

ShadDYrhicte Leggings 

Bind Pit Fidup 

132 

PT 51#46# 1 


PROPtflllB: Sbdow RcsisJ +6 




§UP€W0Rj£mHejUe6 




Ivi' 


fiinefing 

Arnier 

Vendor Purchase Value ] 


SI, 

iinbrrdled Laggings 

ffnd on £(|uip { 

m : 

2 6#3S# 1 


PROPERIl ES: Restores 7 health per 5 sec | 


0 

leggiiiQS at ftoazied Magic ) 

Bind on Pickup ( 

01 

2 23#2e# 1 


1 PROPERTIES: Inawses damage and Itooling done by magkal spells and effects by up to 16, Restores S mono per S sec 1 


0 

living Leggings j 

Bind on Equip | 

1421 

2 I2#77# 1 


PROPERTIES; Nature Resist +5, Increases heating done by spells and effects hy up to 26 | 


52 

Weibaer Wuolies 

Bind on Equip 

142 

? 22»33# 


53 

Warstrife laggings 

Bind ofl Pickup 

144 

2- 239649 


PROPERIIES: Increases your chance to dodge an attack by 2?^ 

1 

54 

LumiitoiyBlt [ 

Btod DO Pickuft [ 

147 

2) 369779 


[pROPERTI ES: Intreoses damage and heoling done hy mogicol spells and effects hy up to 2 2 | 


m 

OevftaurLeggiftgs j 

Bind on Eqwp | 

148 

2^ 57#9# 1 

1 

j PROPERTIES: +46 Attack Friwer, Improves your chance to get o criticol strike by 1 % | 

♦1 

55 

Earthbom Kilt 

Bind on Equ^ 

148 

2- 53939 


55 

Iresserrmine ligglFigE 

Bind on Pickup 

148 

1 ' 699469 


1 PROPERTIES: Increases domooe end hding done by magioil spelts and effects by up to 19 | 


0 

Cadovaroos legging ] 

Bind cm Pkkup j 

ISO 

2 51#45# 1 


PR0PEHlES:+5!iltto(kP(iwer 


0 

LhoulBkin Loggings | 

Bind m Pickup | 

150 

2 S4#56# 1 


PROPERTtES: Increases heoling done by spells and effects by up to 4 4 | 


56 

Shodowoaff Prints 

fiirii DO Pickup 

150 

2 55#42# 


56 

WlfcorlKill 

Btod on Pickup 

150 

2'-71#92# 


57 

1 Abyssrif leather leggings 

Bind art Ec*iiip 

152 

i 2 ■ 76945# 


1 PROPERTI ES: Improves your choice to get a critical stoke by 1 % | 


0 

[ Glmstloom leggiiitis j 

Bind on Pickup J 

' 152 

i2 439779 1 


1 PROPERTlf S: Restores 6 mono per 5 sec | 


0 

1 Baguehuuiid Leggiogs | 

[Bind on Equip | 


[2 6I#I2# 1 


1 PROPERTIES: Improves ywr chance to hft hy 1% 


0 

1 TnngiemossleggHigs 

1 Bind CMi Pkkup j 

ISO : 

[2 68# 11# I 


PROFERHES: Improves yow chance to gel a crilicri sirike with spelt by 1 % | 



1 Blatlemflster Lrig$iii||s 

j Bind cm Pldcup | 

□0 

1'7 77# 17# j 


1 PROPERTIES: Improves your chance to hit by 1%, Improves your chonce to geto ctfikal stoke by 1%, Incteosas your chance 


rodi 

adge an attack by 2% 






1 KtitohKriplriin's Brogonhide Leggings 

Ebtl an Pickup 

10 

1 50#92# 


1 FRGPERTfES: liKrooses yow chance to dadgo on ottock by 1\ +18 AHotk Power 


0 

1 KnighKaptoai's letiifief legguofds 

[BEad on Pkkup 

154 

[l 49#34# 


1 PROPERTIES: Improves your chance to geto critical stoke by 2% 


0 

iLegtonaaka's Oragonhide Ttcsirbfs 

1 Birid on Pickup 

154 ; 

i 1 40#25# 


1 PROPERIIES; Ircieoses your chance to dodge on attack hy !?£, +16 Attack Power 


0 

{Ugiommito'sLciulliBrieggitigs 

j Bind on Pickup 

154 

| l 47# 23# 


1 PROPERTIES: Impoves your chantc to get a crificol stoke hy 2% 



) AnimlsPs leggings 

1 Bind on Ttekup 

170 

[4 33# S4# 


j PROPERTIES: Incieoses heating dene by spels ond effects by up to 35 



Bbaddrenched Le^ings 

Bind an Pkkup 

170 

[4 20#99# 


60 

Kiight-Cciptain's Draganhide leggings 

Bind on E^kup 

165 

1 '83# 96# 


1 PROPERIIES: Imptoves pi chaiiire to gel 5 ailwd sln'b with spelt hy 1 tocreoses doniDge and healing done hy magical 


! speUs and effects by up to 14 





m 

1 RnaghKaptain'sleotherLeggaards 

1 Bind on Pickup 

165 

1 1 86#66# 


1 PROPERTIES: Improves yow chonce to get o cdhcnl strike by 1\ Improves your chonce to hit by 1%, +34 Attack Power 

. J 


j Legionnoire''s Oiagaidiide leggirtos 

j Bind oa Pidtup 

1 I6S [I 80#55# 


PROPERTIES: Improves youc chance to gel o crilimi stoke wilh spelts hy 1%, Increases doimjge ond healing done by magical 


1 spelts ond effects by up to 14 






1 Legionnoiire'sleniher Leggwims 

[Bind DO Pickup 

16S 

1 8I#91# 


1 PROPERnlS: Impraves yauc chance to gel n ciHbl strike by 1%, Imptoves yoor cImjicb tO' hit hy 1%, i 34 AlloA Power 


\m 

1 Cenarioti Reservist's leggings 

1 bind on Pickup 

]l54 

|2 ?5#71# 


\ PROPERTIES: Nature Resist +25, +26 Attack Power 


[60 

1 Cenorion Reservist's Leggirigs 

[ Bind an Pickup 

154 

12- 74#61# 


1 PROPERTtES: Malura Resisr +2S, Uncreases healing dona by spelt and effects hy up to 29 


60 

[ Barkmciriitle Ptirits 

Bind on Pickup 

160 

3 ]3#89# 


60 

1 Fcjolhetut Kib 

Bind on Pickup 

: m 

: 3 32#39# 


PROPERIIES: Increases dotnage and hearing done by magical spells oad effects by up hj 9 
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(^Pic. lefl IH€R.^HOUIPe^LfiKi!lOF^ 

LvE 

Namfi 

Binding 

Armor 

Vendor Purchose Vobe | 

m 

EHondbH'^ Spoulders 

Bind on Pickups 

169 

5 i3932« j 

\ PROPERTIES: Fitia Resist h- 10, liuifttisesyourclioKeIgdodge Oftottock hy 1 % | 

Uo1 

Bonoscytho Pouldrons | 

Bind on Pickup | 

1B6 I 

8 45#9S# 1 

1PROPE RIIES: Improves your chonce lo pt o critical stike hy 1 %Jrnproves your chance Jo fiit by 1 % | 


CenoMJs Spaulders j 

BindonRckup ] 

150 

3 18#59# j 

1FROPERIIES: Shadow Resist Reslajes i mona per 5 sec, Increase heolirvg [Jmk! hy spells cmd effects by up Eo 16 

ra 

DeothdeQlef'sSptFuldets | 

BKidonficbp j 

m\ 

6 14^83# 1 

1 PROPERTIES: Irnpim^ yiaur chance to hit by 1 % | 

[m 

DefiletUe0tiierSha[jf!iBrs j 

Bind on Pkkvp | 

146 

3 21#23# 1 

1 PROPERTIES:+30 AM Power 1 

[m 

Mle6 Li2a«lhide Shotdders | 

Hind on Pickup | 

148 

3 22043# 1 

|pR0PEl?IIES;+30AnockPowef | 

Ho 

DreemwalkerSpatjIders ] 

. Bmd on fickup ] 

186 

9 8#38# 1 

1 PROPER! iES: Resides S mono per S sec, Increases healing dofle by speISs and effects by up lo 46 ] 

\m 

Field Morsy's b^opcihlde Spouldecs | 

Bind on Pidrup I 

T6S 

\1 449319 

] PROPERIIES: tncieoses damage end heofing done by rirififlical spells ond effects by (fls to 18 | 

[40 

Field AiarshaTs leofer Epouiets | 

Bind on Picbiji j 

165 

l2'53#S2# 1 

1 PROPERTIES: Improves your chance b hil by 1% 1 

Uo 

FireguoEd Shordders | 

[ fiindonrickup 

ri59! 

[4 22044# 1 

|pR0mE5;fetoi22 


1 Genesis Shouldeipiids ; 

1 Bind on Pickup 

mzlI 

Is 830 SB# 1 

1 FROPERTI ES: Incloses damage and hoofing done by mogicol spells aiHl effects by up to 20, Restores 3 mana per S sec [ 


Ni9tilpndej'sLeorthDfShoiil(te[5 

Bind on PickoiJ 

146 

3 16094# 

1 PROPERTIES:+30 Albck Power 1 


1 Highlonder's Ltzardhide Shoulders 

1 Bind on Pickup 


|3 20012# \ 

1 PROPERTIES:+30 Attock Power 

60 

Mofltfe of Wicked Rovenge 

Bind OR Fkkiip 

170 

S 8104# 

lo^ 

1 Nightsbyer Sbauldoj Pods 

By on Pickup 

ISO 

3 - 279199 

PROPERTIES: Shadow Resist +7, Improves ywr chance to hit by 1% 

poTpaicirMoulder Pods 

j Bind OR Ptdop 

1 161 

[7^/9#4# I 

PSOPERII[S:FiostliesBr+33 

j 6Q|5tomiragePauldfafts 

I Bind Mi Pickup 

T69 

Js 4S-^*7# 1 

1 PROPERTIES: Eire Resist+10, IncTeeses heoling done by spells and effects by up lo 29, Restores 4 mniw per S sec [ 


1 TcMft IkiigoFihide ShtntSderpods 

j By on Pickup 

j 170 

[5 89:?S4# j 

PROPERTIES; +46 Attock Power 

j¥ 

fllflROtural LfiDlhec Sposiildcrs 

i Bind on Pickup 

1 161 

id 63^530 1 

PROPERTIES; Mature Resist +25, +1S AM Power 


I Werdord's Bioganhide Epco^eSs 

j Bind on Pickup 

[165 

\2 mm 1 

1 PROPERTIES: Incroases domoge ond healing dcMte by magkal spells ond effects by up to 18 


{ Wp rbd's Ecfltber Spauhlers 

[ ay on Pickup 

[165 

1 2 460310 1 

PROPERTIES: Improves your chaiKe b hit by 1^ 

j6^ wadOrowthStMute 

j Eitirl cn Pfekup 

15? 

|4 6# 78# 1 

PROPERTIES: Inacnscs healing tbne by spells ond effecl^ by up b 62 | 

uo 

I ZandrAir Modcajs's 

1 Bind on Pkkisp 

m 

T— 

I PROPERTIES: Empioves your chonce b hit by \% 




Lvi 

flame +■ 

Binding 

Acmoc 

Veralor Purebse VaSue ' 

2S 

Fenthered Monlle 

Bind Oft Equip 

77 

19044# 

25 ’ 

ta6e of Thlevos 

Bind on EqukJ 

77 

19057# 

26 

forest Tfctker Epaulets 

By on Ecpjip 

73 

23026# 

27 

Woirfsmau PouIcbTis 

Bind cui Equip 

80 

: 24088# 

iL 

E lantrock Shffljld0r5 

Bind on Equip 

66 

41040# 

37 

Fleshhfde S^oufe 

Bind 00 Pickup 

95 

59057# 

40 

Slieepsheor Wnnlto 

Bind on Equip 

100 

499909 

46: 

Phytoskiii Spfflilders 

Bind on Pickup 

in 

1 149749 

PROPERTIES: Molure Resist+10 ] 

JL 

AlaTai^aoUeis 

Bind 0 ][ Pickup 

113 

1 14 0 76# 

49 

Irorifeathar Shoulders 

Bind m Equip 

I 117 

1 2?#S8# 

4? 

Living Shouldafs 

Bind on Equip 

117 . 

1 36030 

j PROPERTIES: Natwe Resist +3, Increases healing done by spells and effects by up to 31 


gUP&RlOKj£friHef^iHOUlPe^jRl!jOK. 


Lv! 

ffome 


Antior 

Vendor Purcbos^ Value | 

R 

Spliolhide Shoulders | 

Bind on Pickup | 

118 

1 390410 1 

1 PROPERTIES; Intreuses domage and heoling done by nwgicoS spells cm! effects by up to 9 1 

pi 

Daik V/order's Pautdrons 

Bind on Pickup 

122 : 

1 570390 1 


Icy Tomb Spauldets 

Biuden Equip 

i!Z 

1 539809 1 

1 PROPERTIES: Frosf Resist +10, Shadow Resist +10 | 

54 

Peinonic Runed Spoulders 

BindonPkkup 

126 

1 309889 

: 54 

StoriushrowISLiouldflis 

Bind on Equip 

126 

1 749319 

1 PROPERTIES; 1 mproves your chonce b get a critical strike by 1 SiJiKrooses your chance b dodge on attack by 1 % | 

55 

ShadowcroftSpjjulders 

Biffll on Pickup 

127 

1 810750 


Wildheort Spauldeis 

Bind an Pickup 

! 127 

1 930540 

56^ 

Cydone Spautders 

Bind cm Pickup 

129 

2 494S9 

1 PROPERTIES: Increases damage and healing done by raagicoE spells and effecls by tip to 14 

56 

Spauldefsofthe toon 

Bind m Equip 

129 

1 930700 

56 

Trueslrike Shoulders 

BindonPkkup 

129 

n 910490 

1 PROPERTIES: Imptoves your choiicc to hit by 2%, +24 Attack Power j 

57 

Death's Clutch j 

Bind on Pickup 

131 

1- 96052# 

57 

Fkimestorrad Shoulders 

Biod 00 Pkkup 

131 

7 149139 I 

PROPEHIfS: fire Resist +10 

[ 58 1 Chujsipion'sDfagoahicfeSpfiulders | Bind on Pickup [ 132 j 

[1 4079# 1 

1 PROPERTIES: Increases demage anrt healing done by magrcal spells and effects by up to 6 | 

58 Champion's Leoibr Mantle 

Bml on Pickup 

1 132 ! 

1 1002# 1 

[PROPERTIB:+12 Attack Power | 


[ Ueutenant ComuiondeE's Orogonhide Epaulets [ Bind on FEdup j 132 

11 ^#78# 1 

1 PROPERTIES: Increases damage and healing done by magical spollj and effects by up to 8 [ 

[ SB i Ouuteoanr Commander's LeaEhei SpDuhlers j Bind an Pickup | 132 

1 I 12039# ! 

I PROPERTIES:+12 AlbdPov^r | 


WyrtnJMJgue Shaulders : 

Bind CO PSekup 

132 

2 109349 

59 

Golden Mantle of the Down 

; Bind on Equip 

134 

2 18045# 

1 PROPERTIES; tnerenses your chofice to dodge on nttadc by 1 % ] 

[60 

1 Abyssal lonther Shoulilers 

1 Bind on Ttekup 

1 HI {2 620860 

[ PROPERlI ES; Impress your chnirce to hit by 1 % | 


AnimisTs SpDuldeis BindonFskyp 141 

I 2 71068# 

1 PROPERTIES: locreaies healing done by spalls und effetts by up to 37 | 

60 

Blood Tiger Sheuldais 

1 Bind an Equip 

136 

2 400820 

60 

Ctrantpbn's Dragonhide Shoulcfers 

1 Bind on Pickup 

146 

1 549759 

1 PROPERTIES: Increoses damage orid healing done by magical spells and effects by irp to 1 4 | 

1 60 [ Chompioft'sLecrtherShDUfdeis 

j Bind on Pickup 

1 146 

|1 61052# i 

j PROFERliES: +22 Aiiod Power, Improves your chance b gel 0 critkol strike by 1\ Improves your choiKe to hit by 

60 

1 

1 

J 

Bind on Pickup 

151 

3 79 9 34A 


l^utemnl Commofider's Oragonbide Shouktets 

Bind on Pickup 

146 

1 5491119 

] PROPERTIES: tnereasas demage end healing done by magical spells and effects by up b 14 | 

1 60 1 Lieutenuot Cjtmmofitk's Leather Shoulders 

1 Bind on Pickup | 146 

|l 580540 1 

PROPERTIES: +22 Attock Powm, Improves your chance b get 0 crilid sliiAe by 1 %, Impicwes your chonce to hit by 1 % ] 


Oarkmonlle Spoulders 

Bind on Fkkop 

136 

2 260640 

60 

Ferritbaait Spculders 

Bind on Pickup 

336 

2 380300 

PROPERTIES; lucreoses dtnroge and lieoliug done by nwgirel spells ond effects by up to 6, Reslofes 2 manct per 5 sec 


]fio!ycan's Muzzle 

Bind on Pickup 127 

|l 800230 

PROFtRIlES: Arcane Resist+10 




■ N 

Nome 

Binding 

Armor 

Vender Purtliose Value 

56' 

5®sh of Mercy j 

! Bind on Equip 1 

105 

;1 770330 

[ PROPERTIES; Increases healing done by spells and effacts by up to 53 [ 


1 Belt of tor-ending Apiy 

\ Bind on Pickup ' 

142 

6 650250 1 

1 PROPERTIES; +64 Aflack Power, Improves your chonca b get a critical strike by ]%, Improves your chance b hit by 19o | 


1 BMong Bolt 

1 Bind on Pickup 

126 

1 3 470380 1 

j PROPERTIES; Sliodaw Resist +10, Improves your chance to get o critical strike by T % j 


1 Bonestythe Waistguaid 

1 Bind on Pickup 

142 

j 6 260920 

j PROPERTIES:, Improves yaur chance to get a critical strike by 1 % | 


[ Cenositm Belt 

1 Bind on Equip 

1 <’3 

I 2 220210 

PROPERTIES: Fire Resist a-1, Restores 4 mijna per 5 sec, Eiicreases demage ond haaiinq done by magid spells ond affects I 

1 by up to 9 



_ 







































































































































































































































































































































Harne ■ \ . 

Binding 

Armor 

Vendor Furchow Value 1 

60 

Quehound Gdt ] 

Bind m Equip | 

lUS 

[i mm 1 

PROPERTIES: Fife ResisT + 12, Iricreflses healing done by spells and oHecis by up to j 

60 

Orecmirrolker Girdle | 

1 Sind on Picbt^ I 

i 

l6 /4#81# 1 

PROPER!! fcS: Increases healing done hy spdls and elleds by up to 51 , RestOfes 4 ironn per S sec \ 

60 

flayed Dooiitgaard M ] 

Bifid on Pickup _I 

lJIS J 

| 2 S3^65# 1 

PROPElJTiES: impEOYes yowr chance to gel a child slitc wiTh spelh hy 1 \ Increases damage and heolirg done by magical I 

1 spelk and affects hy uproT4 




160 

Eovo Belt 1 

1 Bind on Equip | 

ITS ■ 

2 1294S# 

PROPERTIES: Fire Resist+26 1 

0 

1 Moll^ Bdr 

1 Bind on Equip j 

iiaj 

h 7?e3t# j 

1 PROPERTIES: fire Resist+12 1 


I ffigSttsbyerBelt 

1 Bind on Equip 

RiT 

|2 2wm 1 

1 PROPERIIES: Eire Resist +7, Imprcnres yairr chance to get o chticol shle by 1 % j 

\m 

[ Regerneniiiig BdraflfeVnilasb 

1 Birw] on Pitbp 

[ m 

1 4 77#B2# ! 

I PROPERIi ES: Increases heding done hy spells and effects by up lo 5 S | 


] SlarmHigG Belt 

1 Bifid on lockup 

126 

1 S 64#72# 1 

i PROPERTiES: Shadow Resist +1 0, IncFeiisEs healing done by spdis ojtd effecls h} up to 26, Restores 4 nwiia pei S sec | 

[m 

1 Tout DrogonbHle Bel! 

1 BindooPfekup 

125 

{ 3 30934# 1 

1 PROPERTIES: +60 Attack Power, inctieases your dwnce to dodge an attack by T % | 

\m 

1 TbicI: Oirophitfe Bdt 

1 Bind on Pickap 

Ft 26 

1 3 5S9609 1 

1 PRflPE.RIlES: Increases your chnnce lo parry on ottock hy \% 

[60 

j landalor Harws^/s Bdr 

1 Bind on Pickup 

10S 

r. 

PROPERTIES: Increases lieoling dona by ond eHects hy up lo T S 



. 

'N 

[QR^ 

Uf 

Name • 


Armor 

16 

Deviflle Scde Belt 

Bind on Equip 

5] 

i9SS9 

22 

Si Wined Belt 

Bind on Equip 

55 

109319 

26 

teCiricli 

Bind on Pkkup 

S9 

14#42# 

28 

DeEfler's thain Oirdle 

BindonPkkup 

: 61 

17#54« 

1 PROPERTIES:+24 AM Power | 

S 

BEfitEj's Leather Girdle | 

Bind on Phkup j 


17#9S# 1 

PROPERTIES:+24 Attack Power | 

28 

IMiWsUzflrdhMteGifdte 

BiiHl an Pickup 

61 

T8«2# 

23' 

Oeflkr^s Moil Girdle 

Bind on Pickup 

61 

189349 

23 

Nighlond^'sCbDin Girdle 

BfiiiJ on Pickup 

61 

189749 

PROPERTIES: ■1-24 Attack Power | 

m 

Highlnndef's Lenlber Garfle 1 

I Bind on Pickiup 

0 1 

1 17$88# 1 

1 PROPERTIES:+24 Attflck Power 

28 

Hjgtdander'stiiaifdhide Girdle 

Bid un Pickup 

61 

13# 41# 

28 

Higlilaider's Mai Giidte 

Bid on Rckup 

61 

13# 3# 

32 

Gemstudded Leather Belt 

Bind on Equip 

6S 

26# S2# 

1 PROPERTIES: Hdyuurself for 22S to 37S 

It; 

C>Oron'? Sash 

Bind on Eqv^p 

. 71 

38# 33# 

33! 

Defiler's Lather Girdle 

Bind on Pkkup 

73 

41#S7# 

[PROFERIE'+BOAMPower 

38 

Qebter's li?ardhiite Girdle 

Bind on Pickup 

73 

42#2# 

38 

Higlilaiirk's leather Girdle 

Bind 01 ! Pidcup 

73 

41#39# 

1 PROPERTIES;+30 Atlnd Power 

38 

Highlander's lizordhide Giidle 

1 Bind m Pickup 

n 

U2#62# 

43 

DefiEePs Leather Girdle 

1 Bind on Pickup 

86 

1 84#98# 

1 PROPERTIES: Improves your ctance te get a crilicol stiib by 1 %, +20 Attack Power j 


1 Defiler's tizordhide Girdia 

Bind on Pickup 

86 

i 3S#3G# 1 

1 PROPERIIES: Improiffis your chonce to get a ciirical strike with spells by 1 % j 

[dF 

t Highlondej"5 Leather Girdle 

Bnd m Picbp 

66 

33041# 

1 PROPERIIES: Improves your cbflucE to get a ciiticot slrike by I'JS, +20 Attock Power | 


1 Highlander's lizardhlde Girdle 

1 Biisi on Pickup 

hi 

i 3S#90# 1 

1 PROPERTIES: Jitiproires your chatfce to ger a citricai strike with spells by 1 % j 

0 

1 Girdfe of B^sli'al Fury 

Bind on Picbp 

69 

?3#29# 1 

PROPERTIES;+30 Attack Power 1 




LyI 

Nome 


Armor 

Vendor Purchase Value 1 

52 

Serpentine Sash 

Bind on Equip 

92 

I ' ''6#1# 

53 ' 

Alight ef the Tifubermow 

Bifid on Equip 

93 

1 119U9 

53 

ShudowcraffBeli 

Bind on Equip 

93 

1 11096# 

53 

Wifdheort Beb 

Bind 01 Equip 

93 

1 149289 

ii 

Nogmora's Whipping Self 

Bind cm Pkkup 

B9 

98019# 

55 

CkwdrantterGitdb 

EiudotuPickuip 

95 

1 249S49 

55 

Frosiwotf Leather Belt 

8ind on Picbip 

95 

T ■1&#60# 

1 PROPERIIES: Frost Resist+5 | 

0 

StDcmpike Leallier Girdle j 

Bnd art Pickup | 

90 

1 ^18# 600 I 

PROPERIIES: fmst Resist+5 [ 

56 

Beltof ItieTrfcksler 

Bind on Rebp 

97 

1 >240460 

56 

Ccrdni/erousBett 

Bifid on Pickup 

: 97 

1 249749 

1 PROPERTIES:+40 Attock Power | 

N 

CiysrolBzed Gintle | 

Bind on Pickup | 

zn 

1 26#6a0 j 

PROPERIIES: Increases domoge aid heoling dono by mugkel spells and elfacis by up to 9 

0 

Eyostalk Coici 

i Bind 013 Pickup | 

93 

1 30076# 1 

1 PROPERTIES: lacreuses healing done by spells and effects hy up to 35 | 

0 

1 Frostbite Girdfe: ] 

j Bind on Pickup 

1 98 

!• 1 3O#510 J 

1 PROPERTIES; Frost Resist+10 | 

ZJ 

Girdle of Insight | 

By on Eqjip 

98 

1 41026# 

57 

Mugger's Belt 1 

BiudonFickup 

: 98 

T 300760 

PROPERTIES: Improves your ebaace la goto critical strike by 1%, Increased Qaggojs +5 

0 

1 Ddiler's Leather Girdle 

] By on Pickup 

[99 

h ' 430560 1 

1 PROPERTIES; Improves your ebatree to get a crilkol strike by 1\ +34 Attock Power | 

[sF 

I DefEfer's UzpEdhide Gbdle 

j Bind on Pkkup 

99 : 

|l 400290 1 

1 PROPERTIES: Improves ya«f thante to get 0 ailicol slrike w01i spells hy 1% | 

0 

j Elighioider'slaoiber Girdle 

[ &ind m Pickup 

99 

1 1 47084# 1 

1 PROPERIIES: Improves your chance lo get a ctilical strike by \% +34 Attack Power j 

0 

1 N^iluEider's Uzordftide Girdle 

Bind ofl Pickop 

Iw 

T 460360 

1 PROPERIIES: Improves your chance lo get a criticol strike with spells by 1 % [ 


[ Bmuhlewood 6dt 

[Ttnd on Equip 

r 108 

|l 9607# 1 

1 PROPERII ES; Notuie Resist+15 | 


1 Sbesdow Panther HideM 

{ By on Equip 

1 102 

11 529959 1 

1 PROPERII ES; Irweases your chance to dodge on allad hy 1 % [ 

m 

t Souiwnd's Grasp 

1 EiridonRcbp 

TTO 

[2' 130450 1 

j PROPERTIES: Incieeses damage and bsoling done by magical spdls od effects by qp to f 6, Improves your dwrjto to gat a 1 

1 critical strike with spdls by 1% 




\m 

] Belt of Pteseived Heads 

1 Bind on Pkkup 

1 ios" 

|2 60450 

PROPERflES: Improvtss your chance to hit -by T% 

60 

Darkmeoile Balt 

&ind 01 Pkkup 

T02 

1 809519 

60 

Fernflieart Beft 

Bind on Pkkup 

1 102 

1 55036# 

1 PROPERTIES: fnereases damage ond hedlng done by mogred spells ond effects by up to 7 ] 


Wgnpn'sStrsnd 

Bind ofl Picbp 

JJL 

n 2(}#64# 


Equipiiherti' 


Armor 


^Weapons 




PROPERTIES: Improves youT thdrioa to get a cntifol srrib by IniCiaases youi thonre to rindp^ m ofad by 1K 




LvI 

Nome 

Binding . 

Aimof 

Vendor Pitrchnso Volrra j 

40 

Forest Stalkers Bracers 

By an Pickup 

^64 

j 61081# 

44 

i BlodobaneAirrpitds 

■Syontqifip 

[ J9 J 

[mw ; J 

50 

. forest Stalker's Bracers 

BindonPlcbp 

75 

U 200430 

60 

[ Beetle ScqledWrisiguys 

8yqnfjcktip 

LPJ 

['2 " 

PROPERTIES; Hoture Resist +15, +18 Attock Power 

0 

1 

1 : 

iBIndonHckup- j 

-5U 

[1 4a0g0 lJ 

PROPERTIES: Improves your chance to bir by 1% 

m 

1 Bouftscyrit&Bracefs | 

[By on Pickup J 

Mi T; 

[010320 J 

1 PROPERTIES: Improves yoar chonce to get a crilkol strike hy ]% | 

w 

1 Crsiorimf Ehucers 

[ Bind on Equip i 

[ 08 

|2 /29^720 1 

1 PROPERIIES; Increases damage and heolirg done by magkol spells and effects by up fo 6 [ 


} OfligonsEM Wraps 

; Bind on Pkkup 

1 11:1] 

PROPERIIES: Fue Resist >4, Nolwe Resist+4, Frost Resist +4, Shadow Resist +4, Arcane Resist +4, r 32 Attack Power [ 




























































































































































































































































































































































Lvf 

flame 

Binding 

Armor 

Vendor Porchaso Vdue 


QrMKtwfllkerWristpirds ] 

' Bifid op Hdeup 1 


!6 77#21# 1 

PEOPEI?nB: Increoses healing done by spefb end effects try up to 40, Eestim S mena per 5 sec 

'60i 

1 Fetest SlaBcestk Btocers 

BindonPkitup 


[2 f#83# 

60 

Ntgbislayer Bracefets 

Bind on Equ^t ; 

3S 

j2 19#77# 

’60 

Pataf ^racers . 

' Bind on Equip 

102 


Plf0PtSllE5:F«Klltesisu20 

[ 601 OMflji tKooiiion Bmeers 

[Bind on Pickup 1 

103 

[ 4 - 65#95# 1 

PEOPE RfllES: improves your chaiKe fo hit by 1 ^ ; 

[60 fsto^uge Bracefs ' 

[ Bind on Fkkup 

9e 

|3 66^6# 1 

1 PEOPEI?TIES: Inaeases healing done by spelb end effects by up to 33 

Ml 

Wdslguatds (jf Stebi^ty 

Bind on ndup 

e6 ■ 

2 1«83* 

ili 

BtccersdSubferfiige 

Bind on E^up 


1 (D#4S# 

^60 ; 

Zendafcr HoEuspex's Brececs 

Bifid on Pickup 

82 


1 PEOPERTfES: Incteoses hding done by spells end effects by up to 24 

Li 

iZendfrior Madcap's Brecets 

{Bfad on Pickup 

[32 1 j 


^UPeM)Rj£ft}He.OVRllT PlRMQR. 


' LvE 

Hama 

BifKlirvg 

Armor 

Vendor Purchase Value 1 

20; 

Orakewing fiaods 

Bind on Equip ! 

41 

3^53# 

27 

Borboiic fifocers 

Bind on Equip 

47 

15#89# 

28 

Emissoty Cuffs 

Bind an Pickup 

47 

1392S9 

1 PROPERTIES: Aicqsk!; Resist+5 

m 

Eioeorthed Bonds | 

BN on Epp j 

49 

20# 96# 

1PROPERIIES:+8 Attack Power 1 

34 

Enchonted Kodo Bracers 

BN on Equip 

52 

30#63# 

4S 

Atetw 

BNnniqiijjp 

64 

72#249 

45 

Eitst SergF&nnt's Orogonlitde Amtauards 

BN on Prebp 

64 

34# 179 

45 

FbtSergflwifs Leather Armguads 

BN on Pickup 

64 

3i#62« 

45 

Sergeant MajoA Dragonbido Arn^splinls 

BN on Pickup 

64 

3494# 

45 

SefgeflntMaiof's Leather Amisplints 

Bind ofi Pickup 

64 

33928# 

47 

Owkwater Bracers 

Bind on Pickup 

66 

759829 

1 PROPERTIES; Shadow Res'lsr^^7 1 

50 

1 Deepfnry Brocers 

Bind on Equip 

69 

9595# 

5? 

1 Cintbhlde AjmspTknts 

Bind m Pickup 

71 

T 3#9G# 

lFROPERTIES;Ftfe Resist+10 | 

52 

Shodoweraft Bmcflfs 

Bind on Equip 

71 

T 4946# 

S2 

Wildfieort Brocers 

Bind m Equip 

71 

t 692# 

S3 

MalefePioceis 

Bind on Equip 

72 

T 99109 

54 

A'tagisticrte's Cjjffs 

Bind on Pickirp 

73 

1 129289 

PROPERTIES; Eeslotes 4 mono per 5 sec 

SS 

Wiistguards of Rerwrwn 

Bind an Pidup 

74 

1 24989 

56 

Bleak Howler Armguwds 

Bind on Pfdup 

75 

1 259 209 

1 PROPEITIIES: IraieasBs heeling done by spells and effecls by up to 1 5 | 


[ Bracers of ttio Edipse 

1 BN on Pidup 

nr 

[1 439299 1 

PEOPERTfES: h 24 Attack Power ] 


j Rladnifst Armguords 

j Bind on Pickup 

nr 

|l 40# IS# j 

1 PRO PE RTIES: Shadow Resist + 10, InajiiOTies your chance to hit by 1 % ] 


[Bracers ofProspeErly 

j BN on Pfekup 

77 

1 1 37930# I 

1 PROPERTIES: licreoses kolirg dnne by spells and ^fetts by up la 22 ] 


^ FBsf SetgeoflPs OroganfndG flrnigaards 

BN on Pickup 

77 

749939 

58 

First SeipinPs Leaibei Armguaicfs 

BN on Picbp 

77 

639S09 

M. 

Sergeant Mflierr's Dragonhide Armsplnts 

Bind on Picktrp 

77 

699639 

58 

Sorgoant Maiork Esother Amisplitits 

Bind on Pickup 

77 

699109 


, WftstwrC3p5 ofOndead Sloyng 

Bind on Equip 

77 

1 469249 

PROPERTIES: +45 Attack Pa war when fighting Uiideffli 

M 

, Abyssol Loatber Bracers 

B5nd on Pickup 

B2 

1 829519 

60 

Primal Gutskin Grocers 

Bind on Equip 

79 

1 1 399399 

|pROPEETI ES: Impioves yaw dwnce to hit by 1 % | 

60 

Seated Graters of the GorpsT 

BN on Pickup 

: 87 

2 3S9289 

60 

Oarkmantifi Bracers 

Bind fsn Pickiip 

” 79 

I 659989 


^UPeBIOB^teiH&E^WRj^T 


Lvt Home Binding Armor Vondm furehose Voltie 


60 I Fomlliewi | Bind on P^kup | 79 |l 56 #53# 

PEOraSTlFS; Incjeoses damage end healing dbne by rnDgicnl spdk nnd effects by up !o S 


MAIL 


■^ic MaiLrpe^T.flRJrioK. 


Lvi 

Home 

Bindircg 

Armor 

Vendor Purchase Vdue 1 

39 

tcenrailMln | BNoi^ Equip | 

294 

1 419139 1 

1PEOPEMS: Frost Resist+10 

m 

Savage Gladiotor Chain [ 

BN on Pickup f 

369 ] 

3 359339 1 

PROPERTIES:, Imptaves your ctitmce to get n cilicol strike by 2% 

0 

fndneroye Mail [ 

Bind on Equip | 

404 

4 389369 1 

1 PROPERTIES; When sliud in tombot has q 5% thonce la moke you irvulnerable to melee domogs for 3 sec. The effect cun I 

1 only occur once every 30 sec. IncreKed Defense+13 




0 

OrtyjiEa Scale Brooslptoti \ 

Bind on Equip | 

398 

4 199379 

PROPERTIES; Fire Resist +9,, Improves yout choiKe to get a crlticol strike by ]%> 

0 

BrecKtpfcFto of Ten Storms [ 

BNonPkkup { 

482 

8 339559 1 

PROPERTIES: Fire Resist +10, Nature Resist +10, Increases damage ond heoling done^by magkal spefc and effects by up 
to 23 

0 

CT^fttalker Tunk \ 

BN on Pkkup 1 

576 

]9 339119 

PR0PERTJ5S: Improres your chrmce to hit by 19t(, iKUBioves yevr chonce to get a ciitical stiie by 1%, Restores 4 mono per 

Ssec 

0 

Dragojrstalkw's Breastplate | 

GN an Pickup | 

482 

S 949^69 1 

1 PROPERTIES: File Resist + 1 0, Nature Rsist +1 Ojmproves your chance to get o critical strike by T % | 

60 

Oretitnscale Brenslpfote 

£N on Eq'ip 

434 1 

s 729S39 

1 PROPERTI ES: Nature Resist +30, Restores 4 mono per 5 sec ] 

0 

Eartfislrolter Tunic | 

GN rjn Pkkup j 

576 1 

|l3 489929 1 

1 PROPERTI ES: Increases heqling done by spells and effects by up to 59, Restores 1 2 mana per 5 sec ] 

0 

■ Field Marshal's Chain Bieostplofe | 

BN pn Pickup | 

470 

3 899689 j 

1 PROPERTI ES:, Improves your chonce to get a critkel stide by 1 % | 

0 

. Gianitstakr's Breaslpkite | 

1 Bind on Pickup | 

[422 

Is 419489 1 

PROPERIIES: Fire Resist +10, Impcoves your chance to get a critical sfeke by 1^ 

0 

1 Icy Scale Breastpltite 

1 Bind an Equip 

50^ 

1 10 69429 1 

1 PROPERTIES: FukI Resist +40, +40 Attack Power | 

0 

1 ObsicfionMailfenic 

1 BN Oft Equip 

[ 455 

|7 319289 1 

1 PROPERIIES; +76 Attock Power, Improves your chonce to get a crffical Me by ]%, Spell Damage lecehred is reduced fry 10 [ 

[F 

1 RurN Bloodstained Hauberk 

Bind on Pickup 

416 

4 939259 

[PROPERTIES: +53 Attack Power, Improves your thance to gel 

i 0 critkol strike by 1% 



|6Q 

1 Sfermcolfer's Houberk 

Bind on Pickup 

553 

[is 209309 

1 PROPERTIES: Itiaeoses domcige end healing deme by mogiCDl spells and effects by up to 32, Improves yaw thance to get o I 

1 critical strike by }%, Improves yow chance Icr get q critical strike with spells iry 1% 



\m 

Striker's Hauberk 

Bind on Ptdup 

1 S53 

|n 979879 

1 PROPERIIES; Improves your chpncfi to ger a crificaL strike by 1%, liKreases dcnmigB ard hNinij done by maglcol spdls □iid I 

1 effects by up to 9 




[m 

EorlhfuiyVesiments 

1 BNonPKktlp 

j 422 

|5 129589 

1 PROPERTIES: Fire Resist -f 10, Improves your ctionce to get o frilicul strike wiJii spells by 1 '3(i, 1 ucreases lieding done by I 

1 spells and effects hy up to 22 




[m 

) Warlord's Choin Cliusfpiece 

1 BN on Pickup 

1 47a 

I 3 989439 

1 PROPERTIES: J rupro ves your chaiCE ta get o criiicol sPike by 1 % j 

UO 

Warlord's Mail Armor 

\ 8N on Pkkup 

470 

Is 869819 

j PROPERTIES: tmproves your chance to get a tritfeci strike by 1 \ Improves you; chance to get a criiicol strike witti spells by 1 

] 1\ Increases damage and henIN done by rtwsgicol spells ud effects by up to 9 




t SeostRioster's Tunic 

1 BNonFtekup 

: 387 

T 4 109159 

1 PROPER! ITS; Increases your pel's armor by 10%jmpraves your choiKe to get a crilkol strike by 1 % | 


1 WotlliG Five IhuideFs 

j Bind un Pickup 

1 387 

|3 339839 

1 PROPERTIES: Improves your chance to get a critical slilo witfi spells by ]%, Increores rkrarage aN healing dans hy mogicol 1 

1 s|re3lsaiM!affetrsbvuptol4 




[60 

[ Zautot Augur's Hauberk 

jBNoftfickup 

1 »f>l J 

1 PROPERIIES: Increases damage Qwl healing done by mogicol spells and effects by up to 34, fmproves your ebnee to get a 1 

1 critical strike wilti spells by 1% 
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Ivl 

Heme 

Binding 

Armor 

y^dof Purchase Value 1 

20 

Phantom Armor 

Bind an Pickup 

201 

18930# 

20 

Tortoise Arroor 

Sind on Pickup 

~20T 

189729 

21 

Moriyr's Cbam 

Bind on Equip 

204 : 

22# 13# 

23 

MotorrtkflleBfeostpiate 

Bind on PLciup 

211 

26#20# 

24 

Shining Silver Broostplole 

Bir^d Oft Equip 

214 

299359 

2S 

Boubfe Link Tunic 

Bind on Equip 

218 

31989 

FfiOPERI!ES;,tasdlMaiSEf9 | 

26 

Avenger's Af mar 

Bkid on Equip 

221 

33# 79# j 

28 

Fire Hardened Hauberk 

Bind on Pidtup 

218 

329(29 

PROPERTIES: Increose Rage by 30 | 

30 

Ircnspino's Rkoge 

Bind on Pfdup j 

23S 

S3#20# 1 

30 

Nof Hauberk 

Bind m Pidup 

218 

30#98# [ 

1 PROPERIIES: bicrense Rnge by 30 1 

31 

Green iron Heubei 

Bind 00 Equip 

238 

S69589 

33 

Archoft Cheslpioce 

Bind on Equip 

245 

579239 

34 

Scoifeft Chestpiece 

Sind on Equ^ 

250 

69# 92# 

39 

OeotiKhiEi Armor 

Bind on Pkkup 

270 

1 49349 

39 

hjitsliedJrizefaiFitAjfTior 

Sind Oil Equ^ 

270 

1 8#1# 

43 

Gabz'rillci Sede taor 

Bind on Pickup 

290 

1 46#34# 

46 

Dragoostnfe Breostplote 

Bind on Equip 

306 

1 849559 

PROPERTIES: Fire Resist +13, Frost Resist +13, Shadow Resist +1 1, Absorbs 600 mogicol damogejosls 2 min Buff 


Atarcii Brocisiplate j 

Bind Dfl Pickup ] 

311 

1 34#32# 1 

PI!OP[ltIIE$;+22A!lo[kPi)«H 


Green Dragonscole Breosipbe | 

1 Enid or Equip | 

Lilli 

1 299389 1 

IPROPERlIESiHoture Resist+11 

4f 

Wildlhofli McrI 

[ Bird on Equip ] 

[ 322 J 

\2 6#42# : 

1 PROPERIIES: Incteoses domoge done by Nalwe spoils and elTeds by up to 34 | 

iK 

BftK firoganstale Breastplate 

1 Bind on Equip | 

338 1 

1 ^ 44 #9# ] 

PROPERTIES: Afcone Resist! 8 | 

bi 

I DeoilideolerBEeostplaia 

1 Bind on Pkkup i 

1 338 i 

1 2 45#90# ! 

1 PROPERTIES: Improves youf chance to get a crtlicnl sink by 2% | 


1 Black Dmgcinscale Breastidoie 

1 Bind on Equip 

1 344 

\l 60#71# 1 

1 PROPERTIES: Fire Resist+12,+50 Atrnck Power | 

iL 

Royal Docomted tar 

Bind on Pickup 

344 

2 67#61# 

56 

Blocidrrwil ttouherk 

Birrd on Pickup 

360 

3< 25#9# 

1 PROPERTIES: Ircreoses yoor dwnte to darlge on attack by 1 % | 


flottebroce Boubark 

Sirdonfepuip 

360 

3 22# 71# 

PROPERTIES: +56 Attock Power j 


1 Rod Dragonscab Breoslplotc 

1 Bind on Eqi^ 

1 360 

2 ?3#36# 1 

PROPERllES: Fite Resisl +T t Increases bealng datie by spells ond effects by up to 66 

57 

OFeumwalbr ArtMr 

Bind on Equip 

365 

3- 33#87# 

57 

Ogre Forged Hatd?edi 

Bind on Pkbp 

365 

3 139319 

1 PROPERTIf S; Improves youf chance to get a crilicol strike by 1 | 


1 SundsinlkBr Qi^ostplirie 

I Bind (Ml Equijp 

j 365 

ja 39#i7# 1 

1 PROPERTIES: Nature Resist+25 \ 

5? Spitfire Srectstplafe 

Bind 0(1 [quip 

1365 

3 40#36# 

1 PROPERTIES: Reslores 6 inana per S sec, increases damoge end healing done by magitfll spells and effects by up to 1S [ 

53 

GsaststaEker's TuriHC 

Bind on Pidbp 

370 

3 44#35# 

'53 

Bjerstplota of the thoson 

Bnrl an Pickup 

370 

3- 59#55# 

:58 

Ctie5tgwidofOnde0dSli!yj[ig 

' Bfftd or Pickup 

370 

3 44#63# 

1 PROPERTIES: +31 Affock Power when fighting Undeod 


1 bfniiKnptaifl's thoin Houboik 

j Bmd an Pkbp 

370 

11 6S#7I# 1 

PROPERTIES: +26 Attack Fewer, Improves your diance to get a crih'tal sPik by ]% 


[ logiflimoife'sClwitiBrcMstplote 

j By on Pickup 

T 37 O 

i 1 74#7S# 1 

1 PROPERTIES: +26 Attock Power, improves yagr cbnnce to get o critical strib by 1% | 


j legwmnaks Moil Cltesipiete 

1 Bind on Pkkup 

1 370 

11 63#27# 1 

j PfiOPERTI ES: Improves your chonce to get a criliool strike by 1 % | 

58 

Vest of Elements 

Bind on Pkkup 

370 

3 S9#62# 

60 

Sbodsod Breaslplnte 

Bind on EqiHp 

381 

3'^ 96#33# 

1 PROPERTIES: Improves your clionce Id ger ti crilkol strike by 2% | 

[m 

KniglikCopWsOioiTiHDwberk 

sy on Pickup 

398 

2 18#33# 1 


, " -SupeRioR^MPjiLCpeiii Termor. . 

ivL 


Emdmg 

Armor 

Vtidur Purchase Value 1 

PROPERTIES: 1 mproves yaac chonce to get a critical strike by 2% | 

m 

Legiannoira's Chain Houbark | 

Bind OR Pickup | 

398 1 

2-- 13#41# 1 

1 PROPERTI ES: Improve your chotKe to get o cirlicol stub by 2% | 

K 

Lagionnaire's 7Aail tieuberk 

BindonRckup 

3^ 

2< 15#5# ! 

j P1?0PERTIES: Improves your choree to get a crilkol slrrike by 116 


— 

—.— 

- ^ 

LvI 

NomB 

Binc&ng 

ArmcH^ 

Vendor PuFcbose Value 1 

56 

Black Drogonscolft Soots 

Bid on Equip [ 

270 

3 26#53# 1 1 

rPROPEETIES; Fire Resist +24, +23 Attuck Rawer j ’' 

m 

Boots of the Endless Macs j 

Bid on Pkkup [ 

311 

4 959959 J it 

j PRO PERTItS: Nature Resist +25, Reste 3 mono per 5 sec | j| 


Boots of the Fciliea Prophet j 

Bind on PfeTcup j 

lin 

5 91 #5# 1 . 

1PR0PER1IES: Increoses damoge ond tiding done by tnogital spoils and effects by up to 20 ] 


Ofyptstalker BchjIs j 

Bind CHS Pickup | 

372 

T0-23#91# i 

t PROPERTIES: Improves your thonce b hit by 1 % | 

m 

DSfagortSitilker's Grsoves [ 

Smd an Pickup j 

332 

6 71 #76# 1 

[properties: Fire Resist +10 | 


Eerthfury Boots j 

Bid cn Pickup [ 

290 

3 85#53# 1 

PROPEEIIES; Shadow Resist +7, Inaeuses heoling done by spells and effects by up to 18 

a 

tmthshotler Boots | 

Bid on Pkkup j 

jin 

10 S5#4# 1 

PROPERTIES: Increases healing done by spells urd effects by up to 37, Restewes 6 muria per 5 sec | 


Genemi's Chain Boots | 

Bind on Pkkup | 

311 

2 63# S# ] 

PRDPEiniES: Improves yorir chance tu hit by 1 % ] 

M 

Genetars TAail Boors | 

Bind ou Pickup | 

311 f 

? 4799S9 

1 PROPEtlTIES: Increoses the speed of ycur Ghusf WulF obility by 15%, locreuses damage and healing done by magical spells 1 

1 ond elfects by op to 20, Restores S rriaap per 5 sec 




0 

GiDnlstalker's Boots ) 

Bid on Pickup 

990 1 

4 i3#a?# 

1 PROPERTIES: Sbodow Resist+7 | t 

0 

GreervesofTonStoims j 

Bid an Pickup { 

[W\ 

6 25#S2# \ 

1 PROPERTIES: Fire Resist +10, Increases domogie and healing done by magied spells ond effects by up to 20 

0 

Afelrgnent Fcelguoiids j 

Bifiil on Pkkup j 

□0 

5 • 50#79# ! • 

] PROPERTIES; Increoses damage and healing done by magkal spells and eff ects by nfi to 27 

0 

Wfldrars Chain Bouts | 

Bind on Pkkup 

311 

2 49#a2# 1 

1 PROPERTIES: Improves your choiite to hit by 1 % | 

0 

Sabalnrtsofttiafipmewalker | 

j Bind OJi Pkkup 

293 

4 59#73# i . 

PRDPEfiTBr+SOAtatPomi 

0 

Stormcoiler's Footguords 

jBhidqfl Pickup 

L 340 J 


1 PROPf RltES: Increoses dotriage ond hooting done by magical sgelfs and eflecis by up to 22, Decreoses the mogicof 1 . 

1 resistances of your spell targets by 10, Restores 4 maim per 5 set 



0 

j Striker's footguords 

[w on Pickup 

340 

i 7 51#68# 

1 PROPERTI ES: Irbcreasas danange nnd healirag doiio by mogical spells emd ellects by up la 6 | 

0 

Beostmoster's Boots 

Bind on Pkbp 

266 

3 10#9# 

1 PBOPERTI FS; ireraoses damage dealt by your pot by 3?6 | 

[m 

Bouts dI Ihfi Five Thunders 

j Bid on lockup 

266 

|3 4#51# 1 ■ 

PROPERFIES; Increoses domoge nnd heoling done by magkal spells ond effects by up to 12, Restores 4 mono per 5 sec 




1 ivl 

' Nams 


Armor 

Veatkir Purthose Volue | 

16 

Sifverdinkd Footguards 

Eld on Equip 

! 129 

8# 50# 

27 

toveideep Trudqcrs 

Bid on Eqiuvp 

; 154 

29#45# 1 

' 28 

Oofiier's Lamellar Greovos 

Bid on Pkkup 

157 

33# 77# 

H!OPERTIE5; Run sped incfeused slightfy 


1 DefSler's Plate Gmive^ 

j Bind on Pkkup 

|157 

1 32#34# j 

j PROPERTIES: Run sped inaeflfsed slighllv | 

\n 

1 Ilightctfider'sLQmellDr Cleaves 

j Bind on fkkup 

157 

j 31 #62# 1 : 

1 PROPERHES: Run sped incraasd slightly | 


1 Hjghfarrder's Plate Greo'^ 

j Bind on Pkkup 

Jjw 

l31#37# 

1 PfiOPERTIES; Run sped increased slighify 1 


'4 

:1 




-1 


Equipmenl', 


Armor 



id 






































































































































































































































































































































































FoorfiRMOK. 


Lvl Name 

Binding 

Aciuor 

Veridor Purchase Value | 

30 

Rovasaur Scale Bools 

Bind cm Epp 

T61 

m%0 

30 

Scarlet Boots 

Bind on Equip 

U1 

zwm 

32 

BIocr Ogre Kkkers 

Bind m Equip 

166 

4S96I9 

^0 

fefiler's Cliaiit Orernres 

Bind on Pickup 

laa 

26# 32# 

1 PEOPtlillES: Sun speed increased ^igtitty 1 


Deffer's Alorl Greawis j 

Bind on Pickup ] 

183 

77#90# 1 

1 PROPERriES: Run speed ntreusud slighdy 1 

ra 

Highlander's Chain Greovos | 

Bind on Pickup [ 

1^ 

73# 75# j 

1 PROFEi^TIES: Run speed inaeasd slight | 

w 

Ihghbider's }M\ Greaves ] 

Bind on Picbp | 

163 

76# SO# 1 

\ PROPERTIES: Run speed increosed sfighdv ] 

45 

Elwn Choin Bools 

B^d on Equip 

206 

1 29# 54# 

43 

Oeliler^s [huin Greaves 

By on Pickup 

2tE 

1 so# 77# 

I PROPERTIES: Run speed iecMKcd sligTtly | 


0ofilc(3Mflil6reoves | 

Bind 00 Pitkop | 

2T3 

1 53# 69# 1 

1 PROPf STIES: Run speed increased sligfilfy ] 

48 

Fleetfccft Gremss 

1 By on Pickup 

218 

1 46#68# 

48 

Greoves of Withering D&sjwir 

Bind on Pickup 

218 

1 49#72# 

1 PROPERTIES: Increases donuoge and hditig done by mociKal spells end effMis by up to 11 , Improves your dwnce lo hit 

\ with spells by 1% 





Highlander's Chnin Greaves 

[ Bind on top | 

"2I8 ; 

1 48# 59# 

1 PfiOPERTIES: Run speed iroeased sliglidy | 

& 

KighlandePsfAail Greaves 

1 ind cm Pickup | 

213 

1 54# 17# 1 

1 PROPERTIES: Run speed increased sligblly | 

49 

Blootlabot Greavos 

Bind on P^kup 

221 

1 6)#43# 

52 

SovogeGladicttor Greaves 

Bind on Pickup 

233 

1 93# 

53 

Swftdcirt Barheboots 

Bind 00 Pickup 

236 

1 77# as# 

54 

Bsoststalker's Bools 

Bind on Pkbp 

240 ' 

2 14#21# 

54 

Beats of Ekmenis 

Biitd on Pickup 

240 

2 T0#27# 

54 

Mercrhil Greaves 

Bind on Pickup 

240 

2 20#57# 

1 PROPERTItS: Jncreiiles herfing done by spelh ond effects by up to 20 | 

54 

GpS^es 

Bind on Pickup 

240 ! 

2 ii#6a# 

56 


Bind on Pkkup 

247 ■ 

2 25#59# 

1 PROPERTtES: Improves your chance to bit by 1 % | 


1 V^tnd Gancer Boots 

1 Bind on Equip 

htL 

[2 25#61# 1 

1 PROPERTIES: Increases ywr chonce le dodge ar ottock by 1 % ] 


1 Wicickeover Greaves 

I Bind on Pkkup 

247 

{ 2 33#38# 1 

PR OPE RUES; 1 mproves your chnEice to bit by 1 % | 


\ flame Woikers 

{Bind cm Pickup 

r 251 

I 2 44# 2S# 1 

[ PROPERTIES: fire Resist +1 8 Jncieoses your chance to dodge on attack by T% | 


1 Ddrous Greoves 

[ Bind on Pickup 

251 

|2 37#9t# j 

IpFOPERTIES; 422 Attack Power 


j Shadowy Mail Gieotres 

1 Bind mi Pickup 

251 

I 2 59# TO# 1 

1 PRflPIMS;ShDdowResist4lO 1 


1 BIqckI Gwnd's Chain Boats 

\ Eifflf on Rckup 


1 1 34# 52# 1 

PROPERTIES: kteoses your diance io dodge on gltack by 1% 

[S 

) Gtoad Guard's Mail Wnlktrs 

{Bind Of) Pickup 

1 255 

|l 24# 35# 1 

1 PROPER!! ES: Incrscisos damage and kaliriig done by mogical qiells and effects by up to 14, IncieosiK the speed of your 

1 Ghost WaH ability by 15% 





j, Deftk's Offlin Greoves 

Bind ao Pickup 

255 

2 S6#S7# 

PROPERTIES: Run speed increased stightly 


{DsfilaCs Mail Greews 

1 Bind on Ptdup 

7255 

|2 6S#18# j 

PROPERTIES: Run speed inoreosed sligbtfy 


i Highlander's Chain Cfwjves 

1 Bind on Pickup 

T255 

12 ?2#6# 1 

1 PROPERTIES: Run speed increased sightly ] 


1 Highlander's Mai! Greaves 

Bind on top 

2SS 

2 73#2# 

j PROPERTIES: Run speed increased slightly | 


• Kaight-UeutenionE's Chain Boots 

Bind orr Picbp 

2S5 

: 1 35#96# 

] PROPERTiES: JnciHoses your chance to dodge an onotk by T % | 


|. HecFvy Gmbermaw Boots 

10md on Equ^ 

258 

2 : 80961# 


^upeRioj^.MfHLRjo'r 


Lvl 

Name 

esmhhi 

Armor 

Vendor Purchase Value ] 

60 BW Guard's Chutii Greaves 

Bind on Pickup 

266 

1 SO# 84# 

60 1 Blood GuphTs MflU Greaves 

Bird eu Pickup 

266^ 

1 47#51# 

1PROPE RTIE5: Jnaeases ifie speed of your Ghast Wolf Gbility by 15% | 

60 

■ Bloodslaitred Gretwes 

Elind Ml Pickup 

2/4 

3 16#46# 

60 

Bools of tfve Fiery Sends 

Bind on top 

293 

14 5961# 

1 PROPERTIfS: Restores 4 mono !|>er 5 sec, liKreoses damage ond heating dmie by magical stalls and effects by up lo 12 | 

60 

Boots of the Qiraii General 

Bind on Pickup 

285 

3 99# 19# 

60 

Kniglirtreulenonfs Chain Greaves 

Bind on Pickup 

266 

1 S3#53# 

60: 

Seofury Boots 

Bbd on Pkkup 

274 

3 21935# 

PROPERTI ES: Increases damage and healing ckme by magical spells end etfecls by up to 13, Restores 5 mono per 5 se< | 


Me MasLfiam^feMOR^ 


LvI 

Nome 

Binding 

Armor 

Vendor Purchase Value 1 


Edgerrwster's Handgnords j 

Bind on Equip | 

201 1 

1 6#1# 1 

1PROPESTIES: Increosed Axes 4?, liKrcffied Daggers +7,1 nereosed Swards +7 | 

Ud 

Slonerender Gcmnllets | 

Bind on Equ^ | 

209 

1 14#47# 1 

FROPERTIfS:Natu[eRe5isT+10 ] 

W 

S 

M 

f 

Bind on Equip j 

279 

3 35#21# 1 

1 PROPERTIES; +28 Attack Ppvcer, Improves your chance to get a ciEtkol stiike by 1 On successful melee or ranged ottack 

gain 

3 mono and if passilo drain B mnna from the target 




loT 

Chromatic Govntlets \ 

BlndonEquip ] 

279 

3 T9#43# 

1 PROPERTIES; Fire Resist +S, Notvre Resist +5, Erast Resist +5, Shadow Resist 4 5, 1 44 Attack Power, Improves youc dionca 

1 to get a critkol strike by 1%, improves your chance to get a critical strike with spelh by 1% 



Ciyplstalker Hnne^uards ] 

‘ Bind on Pickup j 

346 

7- 52# 5# 

] PROPERTIES: Improves your chance to get a Crilitol strike by 1%, Restores 4 maiw per 5 sec ] 

ra 

Dmgonstolkei's Gauntlets | 

Bind on top 

301 1 

4 32#75« 

[ PROPERTIES: Ghadcrw Resist r 10, Improves your dronce te get a critied sirlke by 1 % [ 

m 

Earthfury Gauntlets ] 

Bind an top | 

264 

2 57# 31# 1 

1PROPE RTIES: Fire Resist 'i- 7, Improves your chance to get 0 critical strike with spefls by 1 %, IficrefCos damage amt heoling | 

1 done by magical spalls ami affects by up to 9 




N 

EarihshDiier Kondguards | 

j Bind on Picbp | 

346 1 

7 74#91# 

1 PROPERTI ES: Increases healing done by spels ond effects by up to 35, Restores 6 maiEi per S sec | 


Gounrtets of Kalimdor 

1 Bifid on top j 

309J 

4 S6#4S# 1 

1 PROPERTIES; kreoses damage ond hooting doiK by magical spells ond effects by up to 20, Improves your chance to gat o I 

1 critical stika with spells by 1?4 




0 

1 Gauntlets of T^i Storms 

1 Bind on Pickup 

; 301 

4 13956# 

1 PROPERTIES: Shadaw Resist +10, Restores 6 mono per 5 sec, liKrooses damage ond healing done by mogicnl sjtdis and I 

1 cfecls by up to 3, Increases healing done by spells tind effects by up to 15 




[ General's Chair Gloves 

\ Bind on Pickup | 

283 ■ 

ll 63931# 

1 PROPERTI ES: Increases tile damage done by your MutfrShot by 4% J mproves your chance to get 0 critkol strike by 1 % | 


1 GBoaroPs Mail Gaunlfets 

j Bind on top | 

233 

11 6S#TS# 1 

1 PROPERTIES: Improves your chunce to get a critkol strike by 1% 

[60 

1 Giantslalker's Gbves 

[ Bind on Pickup i 

264 

1 2 77#62# 1 

PROPERTIES; Fiie Resist +7, Improves your chonce to hit by 2% 


] Gloves of the FOlleo Prophet 

1 By on top 

298 

|4 28# 13# { 

1PROFERIIES: Increases heating done by spells and effects by up to 44 

[60 

[ Icy Scole GauntleEs 

Elind on Equip 

316 

5 7#12# J 

1 PROPERTIES; Frost Res^l +30, +2Z Attack Pov^er | 

\m 

1 Marshal's Gtoirr Ci^s 

1 Bind on Pkkup 

233 

|l 66# 44# 1 

1 PROPERTitS: Increases the demage doue by yaur Multi-Shot by 4%, Improves your chnnee to get a critical strike by ]% \ 

[¥ 

[ Seofury Grruntlejs 

t Bind on Pickup 

i 271 

1 3 8#40# 1 

1 PROPERTIES; Improves your chance lo get a critical strike by 1%, Improves your chance h get o critkol strike with shells by I 

I 1%, Restores 7 mono per 5 sec 




[m 

j Slimy Scoled G«ronltetj 

Bind on Pkkup 

271 

2 86#S8# 1 

1 PROPERTIES: Increases damage and hding done by magiral spells ond etiecTs by up tc? 12, Improves your chotice to get a 1 

1 crilicol strike with spelh by 1% 





! Vek'br'sGlovssef Devostatian 

1 Bind on Pkkup 

j 320 

5 ’ 339359 

1 PROPERTIES: Improves your chance to get a criTkol stoke by ]% 

UO 

j Beoslmoster's Glcrves 

\ Bid un Pkkup 

223 

I) •49#41# 1 

] PROPERfTES: Increo^ yaur pePs ciilicul strike chaitca by 214 ^ | 


1 Gaunrtefs of The Five TTnmders 

j Bind on Pkkup 

223 

1 T 55#58# j 

1 PROPERTIES: Restores 4 mana per 5 sec, Increoses domoge ond heoling done by mogtccil speBs and elfecis by up lo 12 


PRG™ES: +20AtHKkPovref 

































































































































































































































































































































































l>UP«tiORjSlmLH?pD HRifOR^ 




§upeRioRjy[mLfl®D 


LvI 

Name 

Binding 

Anncif 

Vamlor Pordrose Valeo 1 

18 

Thorbicr's Gaunllats 

BindouEguip 

122 

7mw 

22 

Vtersong Gounllsts 

Bind on Pidup 

130 

11 #53# 

23 

ATgoe Fists 

Bind odi Pidkap 

132 

)29759 

2 ? 

Grubbis Pay^ 

Bind Oil Pickup 

144 

229i0# 

30 

The frozen Oulcb 

Elind ofl Pickup 

147 

26#84# 1 

PR0PERIB:^20AHDct Power | 

31 

Refeulaledfiane Ganntlels 

Bind on Eijuip 

149 

29# 16# 

31 

Stmn^ale FSsls 

Bind on Equip 

149 

2 ?«S« 

39; 

GoantlelsofDiylnity 

Bind on Pickup 

lie 

54# 36# 

1 PfiOPERflES: +-32 Attack Power | 

0 

Orogoascals Gountfels | 

Bind on Equip | 

ml 

S99799 1 

1 PR OPE Rll £S: [mprmras your chance to get a crifoflUtiike 1 | 

41 

MurkwolerGounte 

Bind on Equip 

174 

i09S6# 

48 

Etotllecailer&ianifets 

Bind on Equip 

m 

1 3#74# 

48 

Rockgriplkuntlets 

Band on Pickup 

198 

96#46# 

PRflPfJSJIES:+28 AHad Power 1 

H 

Azuiite Fisls j 

Bind cm Pickup j 

195 i 

99#75# 1 

1 PROPERIKS: Impro^ Ehflnce lo get a tiiticol strib with spelts Iny 1 % ] 

0 

Green Dracjonscale Gauntlets | 

Bind cm Equip | 

208 

1 '25#90# 1 

|FfiOP[RIIES:K{]Euie Resist+9 ] 

52 

Sovage Giadiertor Grips 

: Bind on Pickup 

!711 

1 27#62# 

53 

lAoiten fists 

: BiJid on Pickup 

1215 

jl 30# S3# 

|PROPER!IES; Fire Remiss flO 

54 

0 ea5ts1alker"s Gloves 

Bind on EciOip 

213 

:l 42#68# 

54 

Gountlels of Elements 

Bind on Equip 

213 

j 40# 599 

54 

StafarGaanttet^ 

Bind on Equip 

m 

1 409999 

1 FROFERIIES: Fiio Reset +10. Adds 3 ligliEning damage lo yoiw melee ottoeb, Iraeases dotnoge done by Notore spelfe and 1 

1 effecisl)(yiiptci2l 




0 

I Traaoim Gnunttets 

Bind on Pickup 

218 : 

1 43#46# 

1 PROPtfilTJtS: Incroasecf Bows +8, Improves your thatife to hit by 1 Increased Guns +3 Jncreosetl Crossbows +8. | 


I GlfdadGounte 

j Elind on Mup i 

221 

11 44#a2# { 

1 PROPtRIlES: Restores 4 rrMna per 5 sec ] 


I BiaodmoilGauniFots 

hind cm Pickup 


!t 49# 16# I 

1 FROPEIfllES: Improws year dumce to get □ critical sirib lyy 1 % | 

0 

[ Soriilstolkef Gaunlfets 

j Bind m Equip 

\m 

1 T 68#9e# 1 

1 FROPERllES;MQiore Resist+20 1 

0 

; Spitfire Gaontlets 

Bmd on Equip 

\m 

1 70#78# 

1 PROPERIIES; Restores S mam per 5 sec. Increases domage oimI heafing tiona by mogiciil spells ond effects by up to 1 ] | 

0 

I fibod Guord's Cham Gauntlets 

j Biiiii oe Pickup 

1231 

\m%9 1 

PROPERIl ES: Reduces the itiorw cost of your Ajcane Shot by 1S | 

0 

I Bfeod Guord's Wait Grips 

1 Bid on Pickup 

TTsi 

[33# 18# [ 

] PROPERTIES; Incieoses damage and beolirig doi»e by mogicai spells ond effects by up lo 19 | 

ri; 

I OiCfcoriDEr Gaunte 

^ 6 d on Prcktjp 

1231 

jl 72# 10# 1 

1 PROPERIIES: Increases dandoge ond li^aling done by magical spdis ond effects by u.p ro 1 i ] 

SB 

Goontlels of Deftness 

Bid on Pickup 

231 

1 72# 31# 

58 

HflndguonferfSovfloefy 

Bind on Pkbp 

231 

I M«78« 

1 PROPERTIES:+38 Attack Power 

Re 

I Hornmnious Gaunllets 

1 Bind on Pkkup 

P3I 

[l 79#88# 

1 pROPEfillES: tncreoses healiag done by spells and effecls by up to 51 | 


j fciight’Lieutenunfs Chain Gounltets 

■| Bind on Pkkup 

231 

|32#23# 1 

1 PROFERIIES: Reduces Ihe mnna cost of your Aitarte Shni by 15 | 

Ho 

I bfood GuqecPs Chain Vices 

j Bind on Pickup 

] 242 

|99#73# 1 

] PROPERTI ES: Increoses rh& dumge done by your A^ulfrSbot by 4% | 

m 

I Bbil GuartPs Marl Vicjes 

Bind on Pkkup 

242 

h 1#S7# 

1 PROPERTIES: Imprtwes your chance to get ti crilkal strike with spells by ]%, Incteasss damage and healiriig done by magicol 

spells and effects hy up to 13 




\m 

I fibdsouflkiunJfeFs 

j Bind on Eqijfp 

1 238 

1 99# 30# 

1 PROPERTl ES: Improves your chance lo get a critical strike by 1 % [ 

UO 

1 1 Giwes of she Tormented 

[ Bd on Ficktjp 

249 

| 2 24# 84# 1 

1 PROPERTIES; kproyes your chance to get a friheot strike by 1 % I 


I j knighl-lieuteTwnCs Chain Vices 

j Bind cm Pickup 

242 

j 1 1#60# 1 

PROPER!I ES: Increases the damage done by your WulfrSbat by \ 


LvI 

Name 

Binding 

Armor 

Veridof Fmehasa Volue 1 

60 

Scolod Silithid Guuntfets 

Bind on Pickup 

266 

2 959239 

60 

tofsInlkers'sGaualtete 

Bind DO Picbp 

231 

: T 66#47# 

60 

Gordok's Goundels 

8y on Pickup 

221 

1 '479629 

PROPCKTl ES: Improyes your chopce ta get a critical strike with spells by 1 % | 


Ikindguords of tlndeod Slaying | 

Bind on Pickup ] 

23T 

[1 '439519 1 

1 PROPERTIES: +60 Attack Pbwer when fighting Undead j 

0 

VMne'sVkeGiqis 1 

1 Bind on lockup j 

221 

1 4S#33# 1 

j PRO FEROES: Improves youf chariice to hit by 296 j 

0 

Wosfewalker'sGaunte 

[ Bind cm Pkkup j 

231 : 

|l ■65#83# 1 





■ 

Ivl 

Kame . 3'^^ 

Binding':;- 

Armor 


54 

1 HebofNo/v 

j Bind on Equip 

Li5L 

|2 76#36# 1 

57' 

I Fiebaf!h9iifegtver 

jjbi on Pickrgi ^ 

iW 

'3 13^84# J 

PROPERTIES; Increases healing done by spells and effects by up icr 42 

[6r 

[ Crown of Destmtiicm 

j sy on lockup 

[392 

[T '^■^7S0 . 1 

PROPERTIES: Fire Resist +10, Improves your chance to get o critical strike by +44 Atlock Power 


ICryphtoikeFHecidpiece 


1449 

[Tr:.js#2T#' ; J 

PfiOPEREIES; Impirwiss your cficmte to get a critkol strike by 2%. Restores 3 mono pw 5 sec 

m 

jDm^asinlker's Heb 

j Bincf on Pkkup 


16 1 

1 PROPERTIES: Erost Resist +10, Shadow Resisi +10, Improves your chance to get a crificol strike by 1% 

m 

I Eortitfarv Helmet 

1 Bind an Pkkup 

343 

|3, 9loii9T J 

PROPERTIES: Eire Resist +10, Restores 6 mana per 5 sec. Increases healing done by spells and effects by up te 22 

m 

j EortfehoHcf Hosdpsece 

{Bind £MJ Pickup 

i 449 j)l . 4?J49# 

1 PROPERTIES: Increases bealfng done by spelts and effecls by up to 68, Restores 3 nanQ per 5 sec 


1 Fiald Morshd's Cham Helm 

1 fimd on Pi^ ^ 

f ® 

jr 

PRGPfJfnES; Improves your chance to get o crificol strike by 1% 


Giantstolkes^s Helmet 

I BbdoaPictuij 

1 343 


1 PROPER! 1 ES: Fire Resist +10, Itnprcyvss yojr chance to get o critkal strike by 1 % \ 


1 Helmet of Ten Storms 

JfibI Oil Pickup 

1 393^ 

16- 'BS^U# J 

PROPER! 1 ES: Frosi Resist+10, Shadow Resist +10, Improves your cho nee la get o crificol strike wrih spells by I %, 

Increases damage ond liealing done by orngicol spells and effecls by up to 9, tneceosos healing done by sfiells und effecls 
byuptolS 1 

m 

j- ky Scab Coif 

1 Bind on lockup 

|425 

S9.:'3Tr44# : 1 

ra[)PEe[IES:fKisMfeist+44 

\m 

j Irffeflb Headcage 

T^d on Pkkup 


U J 

PROPERTIES; Fira Resist +10, Shodow Resist +10, Increcrses damage end healing done by nwgicol spebs Dtid effects by 1 

1 up to 16 




UO 

] Stomcoller'sOiodem 

j ffindoti Pickup 

J"416~' 

ii 4-'g4S9 - j 

PROPERTIES: Increases damage and heolifig done by niDgkcl speDs oncf effecls by up to 32, Improves your chance to get o 
crificol Me witli spells by 1% 

\m 

j Striker's Dkiriem 

1 BinctcHi rpdup 

i w 

i 

tMj 

i: 

PROPERTIES: Improves your chance to gel o crilied strike by 1%, Increases tfmrmge mid heoSng done hy mogicol spoils and 
efface tiy up to 12 


} Wfirluid's Ehuin Helmet 

f Bind wi Pidup 

1 3S2" 

l2 99;s9l9. ] 

1 PROPERTIES; 1 mpraves youf chonce lo gel a ciiail strike by 1 % j 

1 60 1 V/odord's Moil Helm 

f Bind on Piebp 

1 ^2 


PROPERTIES: 1 mpraves your chance h get n critical strike try 1%, iroprovos your chorKO to get o ctrtkol strika with spolis by 
1%, liKreoses damage and heofing dorrs by magical spelts end effects by up lo 9 

UO 

rSeustmoster's Cop 

J tod mi Picbp 

1 

12 92+^12# 1 

1 PROPERTIES: Improves your chonce to hit by 1%, Iraeases your pot's maicimum health by 3% 

\ 601 Gif afibe Five Thonfe 

ftodcHi Picbp 

1 314 


PROPERTIES: Increases damoge and hauling done by tnugicol spelh ond affects by up to 14, Impravos your chorico to gel o 
criticol strike with spells by 1% 

m 

) j Stybry Helm 

ISiiidtMili^. 


■|'3'‘24#4fl#' j 

PROPERTIES: Improves your diance to gel o critkal strike wilh spelb by 2?fi, Impravos your dwnce to gal o critkal strike by l%j 


Equipment' 


Armor 






^UPeRlORjytfilLflefiP fiRMOR. 



Lvt 

Hama 

Bindirig 

Armor 

Vendor Purchase Vobu 


f rostreaver Crawn 

Bind on Equip j 

182 

30# 21# 

It 

; SuftlriQze Coif 1 

Bind on Equip ' 

185 

:32#i# 

1 PROPERTIES: Fb Resist+10 1 




































































































































































































































































































































Lvl 

Kflme 


Armor 

Veodor Purthose Value | 

37 

Roging Berserker's Helm 

Biitd on Pkkup | 

213 

63«63« 1 

PROPERTIES: Improves ywr dwnce b get a criticoi strike by 1 | 

M 

High Bergg Helm 

Bind on Equip 

231 

1 5#43^ 

4S 

Bloomsprout Mpieco 

Bind on Pickup 

249 

1 36#l(l# 

PPOPtfinES: Kature E^t +10. +36 AM Powct 

47 

Bralncoge 

Bind on Equip 

253 

1 36969# 

51 

Horns of Eranikus 

Bind on Pickup 

27t 

85#97# 

S2 

Savage Gladkrfor Hehn 

Bind on Pickup 

275 

1 90#73# 

S3 

Fervent Helm 

Bind on Pi'ckup 

279 

2 9#89# 

PROPERJIES: Rrstores 7 bealtti per 5 sec 

53. 

Hebi of Exile 

Btid on Pkkup 

266 

1 69#aO# 

55 

Dragoneyo Coif 

Bind on Pickup 

288 

2 23974# 

PROPERTIES:+33AtbckPtoer | 

S6 

Helm of the Grout Chief 

Bind on Equip 

292 

2 42 9 85# 

57 

Beoslstulker's Cap 

Bird on Pkkup 

2»7 

2 48968# 

57 

Coif of Elements 

Bwi on Pkkup 

297 

2 S7#7B# 

58 

Chunjpion's Giorn Heoc^rd 

j Bind on Pickup 

301 

1 319S4# 

PROPERTIES:+12 AtbckPtywer | 

ISS] Clmpion'sMmlHelivi j 

1 Bind on Pickup 

301 

11 25#72# ! 

1 PROPERTIES: Imptoves your cboitce to gel a ctilkol sbke by \% 


Crovm of Tymeny | 

1 Bind on Pkkup 

301 

1 2 53^36# 1 

1 PROPERTIES: +40 AM Pawet. Improves your chance b get a ctilical strike by 1 % | 

53 

tieulenanl Commander's Cboiii Helmet 

1 Bind an Pickup 

MOI 

1 1 29#14# j 

[ PROPERTIES;+12 AM Power ] 

60 

GbodsbinedCoif 

[ BincLort Pickup 

337 

13 87#39# 1 

1 PROPERllES: Improves your dnance to get a cintkol shiko by 2^ +2B Alhck Power j 

liL 

CliMipion's Chain Heb 

Bbl on Pkkup 

337 

1 mm 

] PROPERTIES: ImprovK your tbance b get o oitical strike by 2% \ 


1 Oiompian's NIoS Headgonrd 

1 Bind an Pickup 

337 

j 1 94#54# 1 

1PROPERIIES: Irtipraves your chpnoe to get a critiail sirike by 1 Improves your chance b get u aibcal strike vvith spells I 

|by1% 





1 Corfof Ebmcntal Fury 

{Bind on Equip 

1 373 

|3 I9#99# 

1 PROPERTIES: Impioves your drurtce Ee get a critical strike with spdls by 1%. liKreoses damage eed booling done by mogicril j 

1 speis end eFFecIs by up to 20 




iK 

j, lieubaDnl Commandei^s Cfioin Fleb 

Giird art Pickup 

337 

] mm 

1 PROPERII ES: 1 mprovos your chance to get o crifenl strike by 2% | 

Uo 

1 BrkkwoodKolm 

[Bind on Pickup 

301 

h 57#4|# 1 

PROPERTIES: Improves your cboiKe to get o criticoi strike by 1^ 


j Heb of Latent Power 

1 Bind on Pkkup 

J 297 

|2 57#96# j 

1 PROPERTIES; Improves yow clwnce b get o aibcot strike with spells by 1%, Increases domoge nod healing done by magkal [ 

1 spells and effects by rip to 14 






_ ... 


- 

1 Lv 


' Binding Armor 

Vsnibr l^jrrhas# Prke 

60 

Ancierrl Corroded feggrr^gs 

1 Bind on Bekup 

401 

h 30^769 

iO 

j CrypStQlkerlegpirds 

lEindonflckup 

434 

ll5^ 95^999 

1 PROPERII ES: Improves your chance to get a crilkol strike by 1 %, Restewes 6 irana per 5 sec | 

1 60 1 BiogansbikerVkfspirds 

[ Bind on Pickup 

422 

ia 59917# ! 

PROPERTIES: Resist +10 jbeona Resist+i 0, Improves your chance to bil by 1 %. Impmves yonr choice b get n criticQl 

strike by 1% 




, 1 --- 

-: 60J EariIrTosy Legguurtls 

1 BrborrPkkim 

1 369 

j 5 23#46# 

1 PROPERTIES: Sbodow Resist +10, Rcstmes 6 mana per 5 sec, Increases {kumge and heeling dortt by mogical spePs and | 

1 effects by lip to 12 




Li 

I Eririhshglbrl^ggiurds 

[Bind ors Pickup 

j 4.fl4 

{l5 269889 

1 PROPERTIES: Increases healing done by spalls md eOecIs by up lo 59, Restores 9 mona per S sec | 

1 601 ImberMe .. 

{Skid on Pkkup 

.w 

.h. ..6^59# ..1 

1 PROPERTIES: Fire Gtoist+35 j 

& 


j Bind on Pickup 

1 396 

13 46#66^ I 

1 PROPERTIES: Improves yotir (bonce lo gel a criticoi sltiko by 1% j 


T^FflrsAiaill^g|||^ 

1 Bti>iionl1dajp 

{ 396 

13 , 36#62# 


PROPERTIfS: rncrcascs damage aitd liealiii^ done by mogkol spelk and efFech by ap to 7 . 1 , Impfouies yom chdiice f-o gel o 
tiitical stiike with spells by 1 %, improves yiMir chance lo gef a crttiggl strike by 


,1!!^ 

. £pic nmM .. 

-^ 

Lvl 

Mame ' 

Binilir^ 

Armor 

1/emlr Purchase Price | 

ra 

1 

1 

BmdonPk^ | 

369 

s mm 1 

1 PROPERllES: Shodow Resist +10^ liiifioveE.^^bur dbnee b g.et q critical strike by 1 % | 


iB^g^ of ElemerdalBii^" S;! 'i; i 

Bind on Picktip | 

, 468 

12 aSi029« 1 

1PROPERIIE: Increases danwge ondTieoliin} dorifi by mogical spells and effects by up to 32, Improves your chance to get q 

1 crUN sbke with spells by 2% 




ra 

Legffiigs of the tanted fM | 

Bind on Pkkup j 

! 40T j: 

7 2#20# j 

1 PROPERTIES: IrrcreusK hepliitg done by spek and effects by up to 40 j 


Legplobs of Ten Sbims 1 

, Sind on Piebp j 

IMJ 

9 7^73# 1 

1 PROPERTIES: Fire Resist+10 jlrcarre Resist+10, Impraves your chance b gat o ciilkrri strike wilti spells by 1 %, lrKrer]ses I 

1 damage cid beoling done by magkal spalls and affecis by up b 29 



S 

: MoPs Chain . ] 

1 Batd on Pkkup 


3 37 968# 

PROPERTIES: Itrqjroves your dwnce lo get a critical strike by ]% 

[6G|te)cfmto&ddeij{^^ 1 

Bind on Pickup 


^9 . 1 

iPROPfRTl[S:ShadowRe5ist+30 | 

160 JOrriiklef'sChiiin leggings j 

[Birdon Pickup 

r^TTs ] 

] PROPERTIES: Impiovas your chonca to gel a critical strike by 1 Improves your chatKe b hit by 1j 

160} Mitlar'sMiiillj#igs J 

[ Bbd on Pickup 


1,5 6^50# j 

1 PROPERTIES: Itr^roves your chonce Id get a cical strike by 1 %, ImpKuves your chance to gel D critkol shla wi!h spds by j 

1 l%,Resbres 6 monoids sec 





1 Primalist's finked b^guurii^ - 

j Bind on Pickup 

nr] 

[8.3)9169. 

1 PROPERTIES; Imptoves your cborka to gel a critkol sirib wirii spelts by 2%, Impiioves ynur chanea to hit wiih spek by 1 % | 

ll 

[Sofited Legg.iirgsDfQiropFury 

fsiridonficki^ 

UsJ 

js 3 I#iT# i 

1 PROPERTIES: liKieoses damage and healing done by magkal spells ond effects by up b 36, Improves your chance to gel o j 

1 critical strike with spells by 1% 





i Med Sand Raovfe^ Leggings 

f Bind on Piebp 

nr 

[ 8 82979# 1 

i PROPERllES; +62 Albck Power, Improves yuur chonce to gel a critkol strike by 2% | 


j Sentinel's Cham liOlM 

iBindnnPkkjtt 

1 364 : 

il 84#4t# J 

] PROPERTIES: Impiwes your cliaiKe to gel a ciitkal strike by 1 %, Improves your chance b hit by 1 % | 


1 Slimefautedks^j^ 

{Bindon Pkkup 

432 

f? 79#99# 1 

1 PROPERTIES: Mabte Resist +23, Increases damage and healing done by magkol spek ond off eels by up b 11, +40 AM j 

[ Power 




[¥ 

1 

iBinctonlte 

] 44S 

1 10 84979# 

PROPERTIES; Increoses damage and heoEng dona by mogicol spells and effects by up to 29, Improves your chance b get a I 

1 critical strike with spells by 1%, Restores 4 mana per S sec 




60 

1 Striker's leggings 

y '- - — 

1 Bbd pnPiebp 

i 448 

1 TO. 56^30# 

1 PROPERTIES: Improves your dnnee b get e criticaL strike by 1 %, Incieasr^ danwge and heuhg done by mogical spdis and j 

1 effects by up to 9 




160 

1 by Scale'ligglit^ 

j Bind on Piebp 

r.'tLs.. 

fll 499# 

PROPERllES; Frost Resist+40 

1 60 i ki^gtniids of the Chrmmriic Befter 

iBindon Pkkup 

j 349 

{4 S4#E2# 1 

1 PROPERTIES: Fire Resist 1 5, Nature Resist i‘S, Frost Resist +S, Shadow Resist +5, Arcane Resist +5 j 

60 

1 Linijab^ of Ibe Chromotk Ltefiier 

{Biisdonfltiap: 

1 34? 

4 254^65# j 

1 PROPERllES: Fire Resisi +5, Halure Resist +5, Frost Resist+5, Shadow Resist h- 5, Arcure Resist +5 | 


iUP&.iUORjy[fllL j£G jfiRMOIL 


Lvl 

Name 

Binding 

Amnor 

Vender Purchfls& Volue 

21 

DrecmsiKier Laggomds 

Bind on Equip 

179 

22 #41# 

,22 

; Charas of Westfall 

Bind cm Pickup 

173 

17#27# 

34 

; Firemorta leg^ngs 

Bind on Equip 

218 

76021# 

1 PROPERllES: Fim Resist+10 | 

34 

Lagguardsufthe W 

Bind on Equip 

218 

73# 19# 

3B 

Dual ReinfqiDedieggffigs 

Br»d on Pkkup 

211 

63#44# 

1 PROPERTIES:, hKreosed Defense +5 | 


Scarlef Leggings 

Knd orr ficbp 

233 ! 

95#37# 

4S 

Infeinjl Tricksbr Leggings 

Bind on Pickup 

263 

1 73«94« 

1 PROPERTIES: Increased Bows +4 | 


1 Sauingscale laggings 

1 Biml on Pkkup 

27? 

U 1#41# 1 

PROPERllES: Fire Resist+10 

k. 

1 Cieen Oropmale Lutings 

I Bind on Equip 

1 282 

|2 24#B2# 1 

[ PROPERTIES: Mabre ResisI +11 j 

iL 

Windmnner Leggumds 

Bind on Equip 

291 

2 50#65# 

il 

SayagaOyialorleggitigs 

fiindon Pkkup 

296 " 

2 53#36# 

53 

Woollks oF iha PTOitdng Minstrel 

Bind on Pickup 

301 i 

2' 68# 64# 

\ PROPERTIES: Restores 10 maro per 5 sec 
















































































































































































































































































































§UPtKiOK,MfflLfe& 


w 

Nome 

Binding 

Armor 

Vendor Prircbose Value 1 


Blue Drogonscole Leggmgs | 

Bind on ^uip | 

3TO 

3 10983# 1 

PARTIES; Amme Resist+12 ] 

56 

Beoststolker's Pants 

Bind on Pkkup 

ais 

3 16994# 

56 

Bloodmoil begpifds 

BirrdonPkkop 

3T5 

3 26#22# 

561 

Kitr of Elements 

Bmden Pkkup 

3T5 

3 S#4I« 

57 

Abyssal fAnil Laggumds 

£hd en Equip 

320 

3 35#36# 

PROFEIfnES: ImprovEs volt chance to gel o critical stiib by 1 % | 


Black Orogoascote Leggings j 

Bind on Equ^ j 

320 

la T9#33# I 

PROPERHES: Rre Resist +13, +54 Attack Power [ 

\JL 

Afioehtrom leg^ngs { 

BrndoriMup j 

320 

13 13# 18# 1 

PROPERIIES: Increosas healiig dare by ipels and effects by ip to 13 | 

1 bJ 1 SikcmcKm Leg^ | 

Bind on Pickup j 

320- 

|3 13984# 1 

j PROPERTIED: Increoses doinocie ond heoliirg doeo by mogical spefc and effects by up to 13 | 


Kotght'Gaptnn's Chain leggm^ ] 

BirdonfEdsup j 

324 

11 66935# 1 

1 PROPERTIES: Improves your chance to get n cntkol strike by 1 %, Increases your clioftco to dodge on ottock hy 1 | 


Leggings of Destruction ] 

t Bind on Pkkup | 

$2'( 

Ijt I 

1 PROPERTIES: Improves your clianco to gel a crrtkal strike by 1 K | 


Le^iw&e's Cbcrii Leggings ] 

1 Bind on Pkkup { 

j 324 j 

h /693# 1 

1 PfiOPERTlES: Improves your chance to gef a critical strike by 1 Increases yaw chance to dodge on oHock by 1 | 

& 

Legonnovo's M Leggngs 

1 Bind nn Bcfcup | 

324 

rr ?3«499 

1 PROPERTIES: Increases damoge ond healing done by magical spelh and effects by up to 2 5 | 


1 Trislomlflgguords 

1 Bind on Pickup | 

324 ' 

h 33938# 1 

1 PROPERTIES: r 34 Attack Power, Increases your chance to dodge on oiiock by 2% | 


1 Bloodstoined ligplrities 

1 Bind Pickup | 

363 

h 1947# ! 

1 PEOPERTIES: Improves your chnnto to get a critical strike by 1 % | 

[60 

1 Knigi^tmo's Chain beggiKiids 

I Bind on Pkkup 

m 

[? 19915# ] 

1 PROPERTIES: Improves your chnncB to get p cttlkol strike by 1% \ 

\ 60 j LegioniiOHo's Cbii! LeggiMids 

j Bind on Pkkup 

m 

h 14#23# 1 

1 PROPERTIES: Improves your chance to get a oificnl strike by 2% [ 

m 

I Ugonnaire's M Legpirfs 

hind on Pickup 

348 

1 2 23995# 1 

1 PROPERTIES: Increases damogo ond lieoliiig dona by mu^cil spells end effects by up to 21, Inifirovos yow dwnce to get o I 

[ ciiticoS strike with spells by 1% 





1 Obsidian Sooled Leggngs 

j Bind oji Pickup 

1 377 

U 11936# 

1 PROPERTI ES: Increases domoge ond heaSng done by mogicol spoils ond effects by up Co T ? | 


|^fu^yl^^gg^lgs 

{ Bind on Pkkup 

349 

1 4 23931# 1 

1 PROPERTIES: Incrensos damage aud Ming done by magiccd spells and effects by up to 1 6 | 

it 

BeostmasleE^s Ponis 

Bind on Pkkup 

339 

3 97935# 

60 

Cenorion Reservist's iegguDtds 

Bind on Pickup 

324 

3 43# T 4# 

PROPERTIES: Nature Resist+25 | 

r&o 

1 Cenarion Reservisrs Leggumis 

1 Bind on Pickup 

324 

a 53#S89 1 

1 PROPERTIES: Hatuffo Resist+25 | 

[60 

1 Kih of The five Thunders 

1 Bind on Pickup 

339 

1 3 82971# 1 

1 PROPtRTI ES: Incieoses domoge and heoling dorre by magical and effects by up to 11 | 


1 Uggiogs of the PTogue Nuitter 

1 Bind on Pkkup 

339 

h ST #47# 1 

1 PROPERTIES: Improves yoin chqnce to get o critical strike by 1% 


■€pic.Ma»L§Houu)eR^Kjao] 


Lvl 

Name 

Binding Armor 

Voodor Purcbose Value 

0 

Fiery Giorn Slioufders 

Bind on Equip j 299 

13 14#6a# 

PROPERTIES: Fiio Resist+25 

60 

Borrage Sboute 

Bind on Pkkup j 

. 348 

5 789 56# 

M 

Bkick Brood Pouldioos | 

Bind on Pkkup j 

1,357 

6 539759 

PROPERTIES: Restoios 9 mono per 5 sec 

[ 60 [ Cryprstalkef Spaubfeis \ Bind On Pickup | 

406 [ to 19997# j 

1 PROPERTIES: Improves your chonce to get 0 critkoi Stnle by 1 % ] 

[60: 

[DeepEorthSpouto )eyonPkh^ j 339 14 88936# | 

PROPERTIES: Increases damage done by Nature spells and effects by up to 40 

60- Dofitoi's CtKiin Pautdrons ; 

! Bind on Pickup 

: 312 : 

3 92993# 

60 Oeffler's Moil Priuitdrons ' 

Bind on Pickup 

312 

3 9998S9 

1 PROPERIItS; Restores 4 mono per 5 sec j 

1 60 1 Drogonstalkor's Spoultfers 

Bind on Pickup | 362 |6 44982# j 

PROPERTI ES: Frio Resist+10, Improves your chance to hit by 1 % 


^■CHSL^OUIPtR^l^OE. 



ivl 

Marne 

Bmdiog 

Armor 

Vendor Purdtusc Vrriue 1 

m 

Eorthfury Epoufefe j 

Bind on Picbip | 

317 

3 95982# I 

1 PROPERTIES: Shadow Resist +7, Restores 4 mona per 5 sec, luueasos healing done by spells and effects by up to IB j 

m 

LartbsharterSpauSiteis | 

Bind on Pickup j 

406 

10 5199# 1 

1 PROPERTIES: Inaeoses healing done by spells and efforts by up to 42, Restores 6 mona per S sec j 


Epaulets of Ten Storms [ 

BrndonRckup j 

362 

6 81 #40# 1 

PROPERIIES: Fire Resist +10, Improves your chance to get a critical strike with spells by 1 % 

N 

FieW Atarshors CEioin Spovlders j 

GM on Pkkup j 

3S3 J 

2 95#76# 1 

1 PROPERTIES: Improves your (hanco to hit by 1 | 

N 

Giontsiolkfiris Epoulels j 

Bind on Pickup j 

317 1 

4 12# 37# 

PROPERTIES: Shadow Resist +7, Improves your dKinc 0 to liif by 1 % | 

601 

Highbiler's Chain Ptwldrons 

Bind cm Pickup 

312 ] 

3 68#67# 


Higbtoijder's ATml Pouiidrdns j Bind on Pickup \ 

'Tin 

3 7(j'*S# 

PROPERTIES: Restores 4 mono per 5 sec 

m 

Mcnlfe rite Deserl's fury | 

Bind m Pickup j 

3621 

6 81986# ] 

PROPERTIES: Incieoses damage and healing dorre by magical spdis outl effects by u[i to 28.! . 

[ 60| PauhJfcns of Elsmentol fury [ 

Bind on Pkbp 


| .6i0a# . 1 

1 PROPERTIES; Iraeosos damage and tiding done by mpgrial spells and effects by uisk^r-lmpi^es your chance to get o 1 

1 critical strike with spells by 1 \ Impiwes your cliaiKO to hif with spdb by 1 % 



m 

Runic Stone Shauktes j 

Bid on Pkkup j 


S, 38#78# 

PROPERTtES: lircreuses damoge and healing done by magkol spelfs and effects by up lo 14 

Uo] 

Slormtoller's PouldtoiK j 

End on* Pickup | 

3?t1 

,7 3.^61# ] 

PROPERTIES: IncrEOses dorriage end healng done by mogicol spells and effects by up to 28, Restores 3 mm per 5 sec 

0 

Strike's Priuldrons j 

Bind un Pickup j 

‘ 384 ' j 

^8 76 ^26# ! 

PROPERTIES: Increoses damage and heaSng done by magical spells and effects by up to 6 

m 

1 

1 

'Bind Oft Pickup j 

1 353 i3 . 3941# . 1 

1 PROPERTIES; improves yaur chmee to hit by 1% 

IM 

■ Wcilord's AWil Spaufders | fiasd on Pickup | 

lMj 

1? 74-^66# \ 

\ PROPERTIES: Irraeases damage and healing done by magkol spells ond effects by up to 16 

[ 601 ky Scale Spotilders j Bind on Pickup | 

; 393 j 

:9 59#26# j 

1 PROPERTIES: Frost Resist+33 [ 

0 

1 lorMyor ftedotw's Mofdlc ] 

■ Bind art Picbp ] 



PROPERTIES: Restores 4 mora per 5 sec 



^UPe.RI0+LM5!L #HOUK>eRjiEJ+OE^ 

Lvl 

Name 


Armor 

Vendor Purchase Value j 

24 

SftarklesbeB Month 

Biitd on Equ^ 

T61 i 

73# 12# 

37 

Nerad's Shoulder 

Bind on Rckup 

196 ^ 

68967# 

SB 

Skeletol Shoulders 

Bind on Eqiuip 

199 

73940# 

40 

SpauMeis of a Lost Age 

Bind an Equip 

205 

: 859S3# 

50 

Dregmetol Spoulders 

Bind an Pickup 

246 

1 6^69]{)# 

50 

Lend Surveyor's /AanriB 

Bind 013 Pkkup 

746 

1 709SQ# 

PROPERTIES: Increoses domoge ond heobng dorre by mngicat spells and effects by up to 15 

51 

Golem Fitted PouHrons 

fimd on Pkkup 

250 

T 73911# 

53 

Damonhi>Drt Spuulders 

Bind an Pkkup 

258 

2' '11957# 

54 

Blue Biagonscole Shouldecs 

Bind on Eqrrip 

262 

2 5943# 

\ PROPERTIES: Arcone Resist+6 

55 

Beast^talkBrSiiAanile 

Bind on Pickup 

266 

2 28922# 

55 

Block Oroganscale Shooldars 

Bind on Equip 

266 

2 17936# 

I PROPERTIES: Tire Resist +6, +40 Attack Power | 


1 DenwoTdier's Shouldeis 

[ Bind on Pkkup 

266 

|2' 14#44# 

1 PROPERTIES: Increoses damogo and heoling done by mogicol spcILs and effects by up lo 18 | 

55 

Pouldrons r^ Elamenis 

1 Bind on Pickup 

26£ 

7- i;#9!# 

55 

Siroty me Mililio Sboulderprrd 

I Bind on Equip 

266 

2 2593# 

56 

Diokesfire Epaulets 

Bind Oft Equip 

270 

2'‘r30#a3# 

1 PROPERTIES: Rre Resist+10 

JL 

Bone Go^ Shoulders 

Bnd on Pkkup 

274 

2' 45927# 

57 

: Roynl Cop Spouldoi^ 

Bird on Pkkup 

274 

2 479929 

1 PROPERTIES: Increases healing done by spells and effects by up to 26 | 

0 

j floftoj^ike ShouHeJ 

1 Bind on Pickup 

1 

[2 549469 J 


PROPERHES: Peats tO to 90 domoge when ypu Die the victim of o chtkol mefet stiiko 













































































































































































































































































































^UP&yiORjMfl!L^HOUlP^^RMOI^ ^UPeRIOK.MfHL^fllgT fiRMOR. 


LvI 

Name 


Armor 

Vendor FurcfiaseVolue 1 

1 

LvI 

Home 

Bidding 

AfEttor 

Vendor ItorcItEise Value | 

5a 

Qwmpian's Chain Route 

Btrtd on Pickup j 

278 

T 33#9« 


28 

Nighbetor's Lamoltor Girdto 

Bind ofl Pickup 

128 

20#75# 

POTTIES:+12 Atlock Power 1 


28 

Highlander's Plate GttoJe 

Bind on Pickup 

128 

20# 53# 

¥1 

Cbampbn's TAail Shddets t 

Bind on Fidaip | 

278 

T 3I#17# 1 



Stonefist Girdle 

M on Picbp 

134 

28#30# 

PftOPEISTlES: Incteases dumoge ond healing dtme by ma^col spells ord effecis by up to 6 | 


}L 

Boor Chermpiofl's Oeit 

Bind on Pickup 

147 

45#41# 

¥] 

lieulenom Camnwndar's Cbdn Paaldrons | 

Bind on Pickup j 

278 

1 29#23# 1 


40 

Oefiler's CStoin Girdle 

Bind on Pickup 

149 

4»»11# 

PTJflPE RTIES: -i-l 2 Ailatt Power | 


PROPERTIES: Improves your chance So get a criliccl strike by 1 \ 48 Attack Power 1 

iO Aiy^safA^Dtl Powldrons j 

BrndonPkkop 

298 j 

S 16^83# i 


4D 

DefifoPs Moil Girdle 

Bind on Pickup 

149 

S1#34# 

PfiOPE RTIES; Improves youuliance Jo hiT by 1 % | 


40 

Highlancfer's Choin Girdle 

Bind on Pfekup 

149 

52#8# 

60 

BloodsouiShovIders 

Bind on Equip 

286 

3 


PROPERTIES: Improves your chorKO to get a critical sirike by 1 %, 48 Attack Power 

60 1 

Oiflmpigsi"? Chain Sbouldofs 

Bind on PkVap 

311 

1 859369 


40 

ilighlondef's Moil Gittfle 

Bind on Pickup 

149 j 

50922# 

PROPE RIIES; Improves your chonce lo set 0 cnlkfll sJrike by 1 % 


44 

BettoflheSadtotor 

Bind on Etjuip 

166 j 

77# 16# 

M 

Champion's Moil Pautdrons { 

Bind on Pidtop | 

311 [ 

1 269119 1 


48 

Etofilet's Choin BA 

Bind onPickrto 

178 

98# 58# 

PROPERIIES: Inoeoses damage and heoliii^ done by mogid spels and dJotts by up Jo 15. Improves your cbanco Ig get a 


PROPERIIES: Imptovos your chance ta gel a aiticol sirike hy 1%, +20 Attack Power 

1 cnncoi sinno wim spells my I'a 





4B j 

Dealer's Mail Girdle | 

Birtd on Rckup | 

178 

1 3#9# 1 

w 

Ljeotemjnl Commander's Cham Sbuldeis 

Bind on Pidtwp 

311 

1 86#a4# 



PROPERII ES: Impftiyes put chan® to get a aiticol strike wi!h spdis by 1 | 

[ 

ari^TiF-^ . + ,.r ■ . .1 1 n 





1 rp^urtKiici: improves your cnonco ed get a trincfn snae uy m 




¥] 

; flighWer's Chain Girdle 

I Bind on Pickup 

173 

1 4#95# 

,60 

BeQstniQstor's Mantle 

Bind on Pickyp 

236 

2 84#2# 



CDfll 

JCDTirC- ____ l,L. 1 

Itlf . 'TA 



60 

l^ufdtotE of The Five TbundeJS 

Bind on Picbp 

266 

2 75^64# 


rhuri^ntitj, Fiiipiuvc 5 yuui iiiuiicv u tllllL.ul^lll^^ uy 1221 , T£UH 1 lU 4 .^ rumn 





Highboder's tAoif Girdle 

Bind on Pickup 

178 

1 1921# 



II J i T- 




1 1 nk/rcMiLj. iimcuMauuiMuycuMu ii‘?(jji[iy wiie uy (ituyiLui jpcii^uiiu cici^usujf lu 



nnni 

^rnrirr. _L_- a- ^ j. - ^-l_-il 

i spels hy 1 % 








r^urnRi ir: 3 . impr&ves yow uruiite ly ger 0 triiitoi STMice wtii 
1 ...— ...'i 




Tl JT XT 




il 

Veret's Emh ] 

Bind m Pidtup | 

lie? 1 

] 14# 59# 


— - naa. 1 


PROPERTIES: increases domoge and healing done by mpgitfil spells and effects by up to 11 1 

Lvi 

Nome 

Binding . ■ . Armor 

Vendor FurcTiose Value ^ 

¥1 

Chillsteel Girdto i 

1 Bind on Pickup | 

! T90 1 

: 1 27#67# 

hiJ 

Fieiy Chnkr Girdle 

Bind on Equip 

214 

1 


i PROPERTIES: EtosiResist 4 l 0 

PftOPEPtlES: Fire Resist 424 


153 

feoststalkef's Belt 

Bind on Bjuip 

193 

i 37# 33# 


Belt of Ten Storms 

Bind on Pkkup 


4 SO#650 


A 

ConJ of Elements 

Bind on Equip 

193 

1 34#40# 

PROPERTIES: SJtndow Resist +10, Improves your chance io get o trllkul sitike with spells by ]%, IrKietises heeling done by 


:53 

ffeovy Timbermaw Belt 

Bind on Equip 

193 

T 32#9T# 

1 speiis ana eiiecis oy yp lo ^ & 





DDADCDTICC. . A't 




60 

CryptstdlkeF Girdle 

Bind on Pidop 

311 

7 54924# 


1 ^UI 

r LMitJ. HiiyL^ rywci 






Ch^brond Girdle 

Bind on Pickup 

199 1 

h 53#1D# 

t Don 

scmicc. 1 __ li k.. 1 (ly i __ .. 



I4y n_T __ 


r^urcfiiiE:^. iiii]muvu 5 yuui uiuiiLb lu ini uy i fOt NJipiuvu^ yuuF lu ti liiiilui >l]l^e uy l fi, ^ fiiuih ptir 

Ssec 


TOERTIES; :44Attockftower 

W 

1 teoiisNk9i"s Bek 

1 Bind on Rdtiip 

m 

|4 26937# 



1 FfostwoffMnil Ml 

[ Bind on Pickup 

1 199 ! 

11 53#19# 1 

PROPERIIES: Shadow Resist +10, Jiupfov© ymir thonce to geJ o ftiticnl strike liy 1 % 


POTTIES: Fra^t Resist+5 j 


[ EartfiiryGett 

1 Bind on Etjuip 1 

237 

1 2 56^82# 



1 Sash of di 0 Grand Hunt 

I Bind on Pickup 

1 199 

1 1 42# 33# 1 

PROPERTIES: Fire Resist+7, Restores 4 mpnij per S sec, Increases healing done by spells and effects by up to 18 


PROPERTIES: increased Boivs +2, increased Guns +-2, Increased Cjossbows +2 | 


[ EsKthshalfer Girdle 

[ Bind on Pickup 

3T1 

1 7 98946# 1 


Ui. 

1 StamipTke Moil Giidie 

1 BitKi on Pickup 

1 199 

il 42# 33# 1 

PROPERTIES: Restocas 7 mann pei S sec, fnerenses kaling done % spells ond effects by up to 42 


1 PROPERTIES: Frost Resist 4 S | 

■[¥ 

[ Gianisftilker's Belt 

1 Bind on Equip 

1 237 

12 769639 


l± 

{ Borrage Girdle 

j Bind on Pitkup 

202 

1 1 49#44# 1 

PROPERTIES: Fire Resist 47 , Improves yoyr thpnee to get a triliCQl siriU by ]% 


1PROFERTIES; Increases damoge ond healing done by magiCGl spells and effects by up to 23 | 

T¥ 

i Girdle olEkttJrenlarfary 

) Bind on Pickup 

n^n 

|6 42964# 


56 

Blodmail Bah 

Bind cm Pidcop 

1 202 

1 64# 27# 

1 PROPERTIES; litcreoses dnmage ond healing dooe by (Tiagkal spells and effecis by up to 29, Restores 5 mana pet S sec 


56 

Foresight Girdle 

Bind on Pickup 

202 

1 57#79# 

\K 

Grasp of the Follen Emperor 

j Bind on Pickup 

1 28B 

Is 69#33# 


[ PROPERTIES: Re^lores 5 health per 5 sec | 

1 PROPERTIES: kicreoses damage and heoling done by magicol spells and effects by up 1 e 19, Restores 5 trwno pet 5 s« 


{% 

[ Marksmao's Girdle 

1 Bind on Pickup 

[202 

IT49#33# ! 


1 Ossirioo's Binding 

j Bind m Pidcop 

258 

[ 3 43#13# 


1 PROPERIIES; Improves your chonce to hit by 1 % ] 

1 PROPERTIES; Improves your ebnee la get o criJkol strike by T%, Improves your cbotice lo hit by \% 


[% 

1 Sosii of the Windreaver 

hind on Equip 

1 202 

h 6 (}#S 0 # 1 


j Primolisfi Ursked Woislpird 

I Bind 031 Pidtop 

275 

[4 73# 33# 


1 PROPERIIES: Incteoses damatie done by ffolure spells ond effects by up to 29 | 

1 PROPERTIES: Increoses damage ond tieoling done by mogiiml spells and effects by up n 20 


¥ 

[ Worp'KODd Binding 

1 Bind on Pickup 

202 

i 1 49#44# 1 


1 Therazone'sM 

1 Bind on Pidup 

295 

5 %m^9 


1 FRQPbETIES: Improves yoi^t chance to get o crificol strike by 

n \ 

1 PROPERTIES: 444 Attack Power, Improves your chance lo get o ctirtcol slrSce by 1 % 


iL 

Etotention Strap 

Biixi on Pickup 

205 

1' 64#47# 

1 60 

I ZandaftiT Augur's Belt 

1 Bind on Pidurp 

22 t 



58 

DefflePs Chain Girclto 

SifHlon PKkup 

208 

1 67#75# 

1 PROPERIIES: Inaeoses damage and heoling doae by mogical spelk and effects by up la 12, Restores 4 mono per 5 sec 


j PROPERTIES: Improves your chance to g&t a critkat strike by 1 %, +34 Attack Power 

[m 

j Zondoioi Predators Bell 

1 Bind on Pickup 

221 

_ 


f¥ 

j Qefilei's Atoll Girdle 

BindonPkkup 

1 200 

1 1 7S#4S# 

1 PROPERTIES: Impieves yoor chonce to hit ly 1% 


PROPERTIES: Improves your chance to get a Crilkol strike with speBs by 1% 






S 8 

; Ferahurgo Girdle 

i Bind on Pfekup 

1 208 

:i 72#3S# 


l>up^ 0 Kj^mL’W; 3 pT plRiyioK^ 


PRC 

IPEETIES:, R^tores 8 mono per 5 sec 



\ LvI Nome 


Armor 

Vendor PurcImseVulue 


S 8 

HighlafKftf'stbaiu Girdle 

1 Bind on Pidup 

UL 

|1 76#13# 

15 

Slormbringef Belt 

Bitid on Equip 

104 

5934# 


PROPERTIES: Improves yout chonca to get o criticol strike by 1%, 434 Attack Power 


19 

1 Cobrohn's Grasp 

BirsdoaRckup 

111 

8944# 



j HiflhianoePs Midi Girdle 

j Knd on Pickup 

iJL 

11 76# 77# 

28 

' Oefiief'slomellarGiFdto 

By on Pickup 

128 

22910 # 


PRE 

)PERT1ES: Improws your clnmce to get a crilicol sirike witti spelts by 1 % 

28 

Befi'ePs Pfrrto Olrdfe 

Bind QFt Pfefewp 

128 

21 # 22 # 



1 light Ohsiihon Belt 

I Bind on Eqdp 

[ 224 

i 2 28#S5# 1 

28 

Girdle cri Golem Slmngth 

Bind on Equip 

128 

20# 55# 



IPERTIES: +32 Allock Power, Improves your chance to get o critical strike by 1%, ■+5 All Resistonces | 

PROPERTIES: Increased Befonse +3 


60 

Beoslmaster's Belt 

Bind w Pickup 

214 

\] 84#82# 



60 

Bdl of Shriveled Heads 

Bind m Pickup 

230 

2 46«e4# 
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§UPtRLOBj^mAVaiclTfil^OR^ '''' 

Lv[ 

[feme 


Ajmer 

Vendor POrthose Value 1 

60 

Cord of The Fwe Thunders | 

Bind 00 Ptdcop 

2T4 

1 94985# 1 

PfiOPE]?nES: IntreGses dumage od Siealing done by rnDgicol spells OEid effects by wp to 12, Restores 4 mano pei 5 sec 



... .^ic MfllL^^wr/SRMOB^ 

__i 

LvI 

Nome 


ftrmof 

Vendor PurcboseValae 


Wiiitlt(]3ker'sWristp3rds | 

Birrd on Pickup 

i. 13t>. 

74#13# 

P^0FEItriES:-h2eAnock Power | 

SO 

Windrolker'sWiistguords 

Bind on Pickup 

156 ; 

h 44#S2# 1 

PROPERIIES;t34A«o(kPlwei 


BmceisofTenStac ] 

1 Bind on Pickup I 

21T 

4 49#4# 1 

PRfiPERf 1ES: Restores 6 mono pet 5 sec | 


Cryplstolker Wihtguards | 

Bind on Udap 

242 

1? 57982# j 

PRDPEStnFS: lmpnn>es your choiKe to hit by 1 % | 

60; 

Dragotistolker's Bracers 

1 Bind on Pidup 

211 

4 249 81# 

-Ti—1 

601 

‘ EarlhTury Bracers I 

i Brrrrf an Equip i 

; 135 

2 53^79# ’ 

PROPERTIES: Increoses dumoge oml henliii^ done by rnDgkol spelts oniJ effects hy up to 6 


[ Eattbsbotter Wtistguards 

fiSortPicbp 

242 i 

[8 1«?27# 1 

1 PROPERTIES: Increases healing done by spells and effects by op to 33, Restores 4 mana per 5 sec | 

Mi 

i Gior3lslolter"s Bracers ] 

LBindanBguip 

! T85 ': 

2 7513^64# 

60 

Icy Scute Bracers 

Bind on Eguip 

221 

5' S#16# 

PROPERTIES: Frost Resi^ +20, +32 Atlock Power 

[W 

j WindlaTk^f'sWrisIgufflds 

1 Bind on Pkkup 

1B2 

1 2 42#20# 1 

PROPERnES:438AltockPow«r 


Wristguaids of True Flight 

Bird on Rckup 

198 

I 3 24# SB# 

1 PROPERTIES: ImprowofS your chance lo hit by 1 % [ 

[¥ 

?wi(librd9Mf3 Bracers 

Bind on Pickup 

172 


1 PROPERTIES: Increases damage and healing done by magical speis and effects by up to 13, Restores 4 mona per S sec | 


Zfliwlfllar PtedotOT's Bracers 

BindonPidcup 

172 



PIMP^RIIK: +34 ranged Attack Power, EcsIarK 4 mana pa'S sec 


§UP&RlOR^Mf«L^VRiai' ^KJjlOR^ 


LvI 

Name 

Binding 

Armor 

Vomlnj Purchase Value 1 

21 

Jimmied Handcuffs 

Bind wi Pictuti 

89 

10993* 

22 

Yoi^en Bracers 

Bind on Equip 

91 

12941# 

251 

Ptigilisi Bracers 

Bind on Equip 

95 

169 92# 

36 

Grtdiridge Bindings 

Bhtd on Equip 

113 

439 9B# 

37 

Ironoyo's Bmcnrs 

Birnl on Hckup 

115 

44# ?D# 

44 

■ Srirt^le Brccers 

E^nd an Equip 

1 129 : 

7(924# 

45 

1 Arena Bonds 

Bind Of) Equip 

131 

87# 

1 PARTIES:+23 Affact Power 

45 

First SergeonPs Mail Wnstpords 

Bind on Pickup 

131 

43948# 

45 

Sergmsit Mapfs UMin Ainiguards 

Biod on Fkkup 

131 

4391# 

4? 

Bracers ot the Slaue Pnncess 

BindanPkkup 

141 

1 29259 

1 PROPERTIES: +30 Attack Pdwer | 

50 

1 

f 

1 

Bind on Pickup 

143 ' 

1 17933# 

51 

Marksman Bunds 

Bind on ^ip 

146 

1 23922# 

j PItOPERTIES: Increased Bows +2, Increusd Crossbows +2, licreosed Guns +2 j 

52 

Beaststalkei's indirtgs 

Sind on Equip 

H9 

1 30955# 

ii 

Bindeigs al Elements 

Bind on Equ^ 

143 

1< '25986# 

52 

Pytemail Wiisiguards 

Bind on Pickup 

148 

1 2S925# 

PROPERTIES: FireResisl+lO 

54 

Lordly Aimguards 

1 Bind on Equip 

153 

1 4091# 

55 

Broiecore Armgutnds 

1 Bind on Pickup 

155 

1 499119 

1 PROPERTIES: Restores 3 nwinfl per 5 sec 1 


1 Sloshclow Bracers 

[BiadonHckap 

1S5 

|l 44974# 

1 PROPERTIES: Imptoves w chance lo hit by 1% 1 


1 Loarngutml Armbiacgs 

j Bind on Picbp 

nz 

h''-(Q#l9# 1 

PROPERTIES; incieosfis hotiling done by spells end effects by up to 33 ] 


Heitor. 


Ivl 

Name 

Binding 

Armor 

Wor PuTchase Value 

57 

Dunmn HawJ Wristguards 

Bind on Pickup | UO | 1 71 #33# | 

IPmilES:+14 Attack Power | 

1571 Sandstolker Bracers j 

Bind on Equip | 

160 

1 64#1# 1 

] PROPERTIES; Nature Resist+15 | 

j 57 j Spitfire Bracers 

Bind an Equip 

160 

|1 71 #39# 

j PROPERTIES: Restores 4 mana per S sec, Incroasos damage and healitifg done by magical spells and effecls by up to 8 | 

@ 

Swiff FBghI Bracers | 

Brad on Equip 

UK] 

1 71994# 1 

1 PROPERTIES: +41 ranged Attack Power | 

SB 

first Sergeurfs Mori WristguarrJs 

Biori on Pickup 

162 

B9#60# 

53 

Sergeant Mofor's Chain Arniguards 

^nd uo Pickup 

162 

88#]# 

SB 

WristgriffifeofUndeodSMiiQ 

B^nd un Equip 

162 ' 

1 6492^9 

1PROPERH ES; +4 5 Attack Power when bghling Undead \ 

60 

Abyssal Moil Amnguards 

Bind on Pickup 

174 

2 109239 

M. 

Sffltd Reaver Wiistguurds 

Bind on Pickup 

181 

2 4499# ' ■' 


Beastmasier's Bimjings 

Bind on Pkkup 

16? 

1 359 

60 

Bindings offheFirra Thrmders 

: Bind on Pkkup 

; 167 

1 929759 

PROPERTIES: IrKreoses damage and healing done by magkal spells end effects by up to 8 


Equipment: 


Armor 


PLATE 


L__ 


--- "S 

Lvf' 

Nome 

Binding 

Armof 

Vender Fturdmsu Value | 

m 

Avenger's Breosipkite [ 

Bind on hdup | 

985 

9 94943# 1 

1 PROPERTIES: Increases damage and healing done by magkal spells and effecls by up to 18, Improves your chance to get o ] 

1 oftical sitiko wilfi spells by 1 Improves your dunce to gel a critical strike by 1% 




Breasiptete of Annihilation \ 

Bind on hckup | 

824 

5 IS# 70# 

[ PROPERTIES: improves yenir chnnte ta get a critical strike by 1 imfinyves yanr dwiKe to hit by 19g | 

0 

BreasJphrteofW^ j 

Bintl on Pickup j 

749 

3 6Q#?5# 

PROPERTIES: Fire Resist +10, tncreases your chonce to block ottods with a shield by 3%^ Increosed Defense +7 

N 

Breastplalo of Wrath | 

Bind on Ptckrqr j 

857 

6 593# 1 

1 PROPERTIES: Fire Resist+10, Hptuie Resist+10, Increased Defense +11 j 

0 

Conqueror's Breastplate | 

By on Pickup | 

935 

10 2#63# 1 

PROPERTIES: liKreosed Defense +6 


Dreadnanghl Breastplate | 

BinrJ on lockup [ 

1Q27 

12 33 9 87# 1 

[ PROPERTIES: increased Defense +13, Increoses your chonce h dodge an ottotk by 1 %, Improves your chanw lo hiT by 2% | 

0 

Field TAarshot's Lamellar Grestplate 1 

Bind on Pickup j 

835J 

2 66954# 1 

1PROPERTI ES: Improves yaur chance to get a criiiatl strika by 1 %J ncreases rlamage and healing done by magical spells and 1 

1 effecls by up lo 25, Reslores 5 maru per S sec 




0 

Fietd MutshuPs Plate Atmur 1 

BindonPkkup 1 

^35 

2 51979 

1 PROPERTIES: Itnpraves yoi^ chaice to get a ciiticQl strike by 1% | 

0 

Icebane Breaslphito | 

1 Bind on Equip | 

39? 1 

6 83990# I 

PROPERTIES: Frost Resist +42, Inaeosed Defense +8 

0 

1 JudgemeptBTaaslplote | 

{ Bind on Pickup j 

i 857 

Is 3e#19 1 

I PROPtRlI ES: Fhe Resist+10, Nalure Resist +10, Restores 5 mana per 5 sec, Increases damage and healing done by 1 

1 magkdl spells and effects by up to 25 





1 LuwbiingeirCks^uQrd 

Bind on P^up 

74? 

3 719449 

1 PROPERTIES: Fire Resist+10, Increoses bailing done by spells ond cffccis by up to 32 


1 hated Abonidnahaa Ril>c(^ 

1 Bind on Pickup 

953 

1? 12956# I 

1 PROPERTIES: Improves your chonce lo get a critical sfrike by 1 %, Impraves youc dumco to hit by 1 


j Redemption Tunic 

Bind on Pickup 

1027 

I 12 37# 67# 

1 PROPERliES: Increases healing done by spells and cffats by up to 59, ImpravES your chonce to get o criticql strike with 1 

spels by 1?4, Restores 10 maiw per 5 sec 




[60 

1 Silithid Carapace Chestguard 

Birtd on Pkkup 

867 

Is 709789 

1 PROPERTIES: Nature Resist+35 | 


r“. 

Thick Obsidian Breasfplote 

1 Bind on Ecpp 

814 

[ 4 96924# J 

I PROPERTIES: When struck by a noniieriadic damage spell yau hove a 3Q% chance of getting a 6 sec spell sh'eM tliDt i 

1 obsGtbs 300 ta 500 of that sdiool of damage 





I Warlord's hale Armar 

^ Bind on Pkkup 

835 

2 61 #73# 

1 PROPER f lES; 1 mproves your chance lo get 0 ciificol strike by 1 % | 

j¥ 

j Breastplate of Heroism 

1 B^nd art Pickup 

684 

j 2 63#59# 1 

PROPERTI ES; Improves yout chance to Nil by 1 [ 
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LvI 

Marne 

Bidding; \ 

Armor 

Vendor l^rrho^ Volos 

60 

ifMStplDte of rbe Cbromatk Ffsahr | 

Bind on Picbp | 

1 

' 2 94#^1# 1 

: PR0FmS:FireM+15 I 

ra 

1 SoullwseBifi<E^fEife 1 

1 Bind ofl Pickyp 

m 

\2 1 

1 PROPfRIlES'- iTODses damage ard heolioig doae by mogital spePs and eto by up fo 14^ Improves your cEionce lo g^t o 

dfid sMbby 1% 




ra 

1 JondabrFreeihinbf'sBtMStploie 

1 Sind Oil PTcbp 

1 ™ 

i 

1PEOPEHIES: Improy® your ctiance lo gef a rrital strike by 1 % 1 

[m 

j landrforVindkctor'sBifinsipfote 

j Bindonfldajp 

1 738 

_ 

1 PROPERTIES: Increased DeEensB +4 | 




Lvl 

Htime 

Binding 

Armor 

Vendor PtfccTiDse Valofi 1 

40 

ConpceofTuien'kash 

Bind on Pidup 

373 

63«77» 

44 

TruesHverBreastplora 

Bind on M 

ST 9 

1 8#99# 

PEOFE RTIES: When stwck in combo! Iws o 3 ^d [hance to heel you for 60 to 100 [ 

m 

HydroSickAnaor j 

Bind on Equip | 

567 1 1 43#41# i 

PPOFEI?11ES:FiiiaRBsist+10 1 

149 }5pidoififflBC(iip^ 1 

Bind on top ! 

S67 

1 60#76# 1 

1 PROPERTIES: Increases dnmoge and heoliiig done by magical spells and effects by up to 13 | 

W\ 

WorrioPs Embrace 1 

Bind on top j 

567 

T 42^33# [ 

1PRDFE RUES: Increases your chance to dodge nii altack by 2 ^d | 

50' 

QHUpauof Aaub''£bbb 

Bind on Pkkup 

577 

T S5#96# 

sr 

Demon Forgeef BiEestplare 

Birdoa Equip 

S97 

1 66#40# 

1 PliOPE RTIES; When struck hos o 3% drance of stealing 120 life from the anotker evw 4 sec,Vi [ 

m 

Dark Icon Plate j 

Bind on Pkkop { 

6T7 

1 94#2e# 1 

1 PROPERTIES: Fire Resist+19 | 


Eneigi^ChisTplole { 

Bind on Pkkup | 

6TM 

1 B0#73# 1 

1 PROPERTIES: Restores 5 mo no per 5 s« | 


1 Skul's CaW Embrace ! 

1 Bind otn Ptdbp | 

617 

1 S]#76# 1 

1 PROPERTIES: Frost Resist +1 0, intieoseJ Defense +6 1 


1 Pkite of the Shaman King 

1 Bind Oil Pickup { 

627 

:1 90^85# 1 

1 PROPERTIES: Increases damage and liearuig dono by magEcal spells and by up to 1 3 | 


1 DeartiboneCbestplale 

1 Bind on Pidap | 

637 

U •S#73# 1 

1 PROPERTIES: Incronsed Defeitse +1 7, Restore S mono per S sec | 


1 Ktomcrush'sClieslplare 

[ Bind on Pickup I 

! 647 J 

[2 25^21# 1 

1 PROPERTIES; Increased Defense +10 | 


1 Br^lateof UndoudSloyiii^ 

1 Bind on Pickup J 

! 657 

7' 230 77« 1 

1 PROPEitTIES: +8 1 Attack Power when l^hling Dndwd | 

ii 

EreostpfeteofVaksr 

Bind on Pickup 

657 

2 2609# 

ss 

DarkfungEnast^ofo 

Bind on Equip 

1 657" 

'2 30^51# 

1 PROPERTIES: Shadow REsisf +25, IntreKes your ebnee to dodge an attack by 1?4 | 


1 EachpfitedTbriumflw^jkite 

1 Bind on Equip 

657 

[ 2 39#72« j 

1 PROPERTIES: Incroosed Defease +9 | 


1 KnighKnpltiin's lamalffir BTeastpbte 

1 Bind on Pkkii^ 

j 657 

h !6^91f 1 

1 PROPERTIES: Improve your chance to get o crilical sJiib by 1% | 

\K 

1 f^jiKuplain'sl^ieOiflstgtr^ 

] Bind on Pidup 

[65/ 

h IS#64# i 

PROPERTIES; Improiws your thoncB la get o crilical sti&o by T% 

& 

i ijegfc0Wffe'siTateta^^ 

Bind on Pickup 

657 

[ 1 19^91# 

[ PROPERTIES: Improves your chciKo ta get a crilicdl sfiike by 1 % | 


ligfiliiHie Breast 

j Bind on Pickup 

657 

2 22# 70# 


Darksouf Bicostplnte 

1 Bind on Biulp 

676 

2 41 #92# 

1 PROPERTIES: Improves your chance to hit by 1?^ | 


j Ironvine BrooslploFe ' 

1 Bind on Equip 

1 726 

1 1 14#92# 1 

1 PROPERTIES: Molure Resist +30, Increased Defense +7 | 


1 Knight’OiptDm'sUinieltarBieostpfflle 

{ Bind on Picbp 

I 706 

1 41 #69# 

1 PROPERTIES: Iticfoasas domoge and heoling done by niagicrf spePs and e to by up 

b 25 


Lm 

1 Knight-Captain's Hate Heuberk, 

1 Bind on Pickup 

[ 706 

1 ] - 49«37« 

1 PROPERTIES: Improves year chance ta get n criticol sti'ike by 1 % | 

[so 

j legponnaire's PfoTe Tiaukdt 

1 Bind on Pickup 

706 

j 1 41 #20# 1 

1 PROPERTIES: Improves your chance to get a ciirical strike by 1% | 


1 Omole AdemonJium Breaslptare 

1 Bind on Rckup 

657 

i2-25#19# I 

\ PROPERTIES: Increased DeEense+Tfl 


epic P0.:i^ Foot 


Lvl 

Himie 

Binding 

Armor 

Vender Purchtse Volue | 

m 

Bools of Avaidorkce Bind on Equip 36D 

78# 7# j 

1 FROPERTIES; Increases your chance to dodge on attek by 2% [ 

\m 

Add Insctfbed Greovas 

Sind on Pkkup 

559 

3 12#93« 1 

1 PROPERTIES; Noture Resist +25, Increased Defease +6 | 

1 60 j Aveoge/s Gieoves | 

Bind on Pkkup j 684 j 4 56# 19# [ 

1 PROPERTIES: Increases damage and healing done by rntgicol spells and effects by up to 14, Restores 4 rnanD per 5 sec 

[ 60 Boots of the Fallen Hem | Bmd on Pickup 

SBT 3 95#68# | 

1 PROPERTIED: Impreves your chance to hit by 1 % | 

[ 60 1 Boots of the Redeemed Ptopbecy \ Sy on Pickup ] 

567 [3 90#90# | 

1 PROPERTIES: Increases healing tIoiiG by spsik ond effects by up b 33 | 

im 

Boots of rtteDnwflyosiagWai | 

Bind on lockup { 

567 I 3 93#64# | 

1 PROPERTIES: teeosed Defense+5 j 

[ 60 I Ehromatic Boots j By on Pickup | 

596 1 

4 68#26# 1 

PROPERTIES: Improves your chance to hit by 1 % | 

60 Conqueror's Cjmvss Bhid on Picbp 

604 4 65# 19# 1 

1 PROPERTIES: Increaseil Defense +4 | 

[ 60 1 Core Eopd Greaves j Bind on Pickup j 

544 |3 37#61# j 

1 PROPERTIES; fire Resist r 12, Sliadovr Resist +8, Increosed Defense +4 | 

t 60 1 Dark \m Boots | 

By on Equip | 

544 [3 17#9# 1 

PROPERTIES; fire Resist fZB 

1 60 1 Dieudnaugbr Sdiabns | 

6y on Pickup | 

662 

1 7 31#73# ] 

1 PROPf RUES: IPKieasd Defense +9, Jncieoses yeur cfioncc to dodge an aqcick by 1 % | 

|60 Generafs Plote Boots Bind on Fickup 

1 552 

T 72# 10# 

1 PROPERTIES: Impjoves your chattce to bit by 1 % | 

160 1 Judgment Sobatans { Bind an Rckup 

1 589 [4 39#44# [ 

1 PROPERIIES: fire Resht lucreoses damage otid bealing dona by magical spells and eflects by up to 18 | 

Uo 

j lowbringer Boots ] 

1 Sind on Rckup 

1 515 [2 S7#78# j 

PROPERTIES: Shadow Resist +7, Restores 2 mono per 5 sec, frereases heoling done by spells and effects by up b 18 

|60|MQgfiKiTet!i|«fedto 

1 @yon Pickup 

1 544 

h 35# 18# ! 

1 PROPERllES: Fire Resist +8, Increases healing done by spells ond effects by up to 1S | 

1 60 1 Morsbol's Lamellar Eocrts [ Sy on fickup 

1 552 11 72#5# [ 

[ FROPERII ES: ineneoses damage and healing done by muqical spells and affects by up to 13, Restares 6 mano per 5 see | 

160 

{ ttarshol's PkrlB Bools j Sind on Pickup 

j 552 jl 66#42# | 

1 PROPFRll ES; Improves your chonce to hit by 1 | 

[m 

I Redemption Boots 

[ Bind on Pkkup 

i 662 |7 S#62# 1 

PROPERTIES: Increases kaliag done by spells and efbets by up to 42, Improvies your chance ta get 0 oitical strike with 
spells hy 1%, Restores 5 matja per 5 sec 


Sukrlons of Wight 

1 Bind on Pkkup 

i SIS 2 67#78# 1 

fHoPERTI ES: Shodow Resist +7, Increased Defense +5 | 

[¥ 

I SobotarB of Wralfi 

j Sind on top 

589 

1 4 S2#21# 1 

1 PROPERTIES: Fite Resist +10, Increases the block volue of your shield by 14, Inaeased Defense +7 


[fioots fit Hefoism 

] SindonPkIcup 

470 

1 1 96#24# 

] PROPERTIES: Improves yam chonce to hil by ]% 


1 

CD 

(Bind on top | 470 [l 9S#52# 1 

] PROPERTIES: Increases tfoimge and healing dona by n^ogrtal spells and effetls by up to 12, Restores 4 morw per S sec | 


i§UPg:RlOK.p0JC PCX)T 


Lv! 

Name 

Binding 

Armof 

Vendor PufcbtKB Value 

@ 

Defiler's lamellar Greaves [ 

Bid on top 1 

289 

:S2#27# 1 

PROPERTIES; Run speed increased slightiy 


Dealer's Plate Greoves 

Sind on top j 


' 49#63# 

I PROPERllES: Run speed incieosed slightly | 


ffighkmder's Lamellar Greaves ] 

Won top I 

\w\ 

i 48#57# 1 

PROPERTIES; Run speed incroased sligtilly 

fV 

1 Highkiniier's Plole Greaves 

1 Bind 01 s Pkkup 

|289 

|43#2D« 1 

j PROPERTIES: Run speed increased slightly | 

jr 

Obsidian Greaves 

Bind on Equip 


47#8S# 1 


DefikPs Loniallor Gieuves 

Bind Oft Pickup 

383 ' 

96#32# 1 

I PROPERTI ES; Run sped increaserl slightly [ 

[m 

1 Deliiof's Plate Greaves 

1 Bind on Pickup 

[383 

1 i 1«22# 1 

I PROPERllES; Rua sped inaecsod sUplltly j 














































































































































































































































































































































































§up^o»^Piait Foot fiRMOiL 


l£piCPja3§;.JlflKD 


Ivl 

Name 

Binding 

Anuof 

Vendor Ptirchase Vatoo 1 

1 48 1 HpgjilijnrJer'siGrnelSflfGiefflwes | 

Bird on Pfcki^ { 

383 ] 

97#87# 1 

PliOPtlJTlES; Run sped bKreosd slightly ] 

48 

Hander's Plato Greaves 

Bind oin Pkkup 

383 

97#il# 

1 PROPERTIES: Run sped iniirepsd slf^y | 

50 

BflillecboseFs Sreaws 

Bind on Equip 

397 

T 14«6# 

SO 

Entrenching Boots 

Bind or Pickup 

397 ' 

1 18932# 

1 PROPERTIES: ItKreoses damage ad healiiny done by mogkal spelt ond eifetls by up to 7 | 

S3 

IjTt 

f 

1 

§- 

1 

Bind on Equip 

417 

1 40937# 

53 

Slifliehusk Bools 

Bind on Pickufi 

417 

1 37932# 

PROPERTIES: InoeosK yenir chancE to dodge an ottod by 7% 

54 

Bools oTVolof 

Bled on Pickup 

424 

T 45d36t 

54 

Death Knight Sobotons 

Bind on fitkup 

424 ’ 

1 43 # 7S# 

S4 

IjgbtTofge ScKirs 

Bind on Picbp 

424 

T 36#S8# 

56 

Iteflthbone Sobatotis 

Bird on Plckof) 

433 

1 52961# 

1 PROPERTIES: Restores 6 marw per 5 sec, Introasod Defense h 10 | 

56 

Foster ConmonEEr Boots 

Bind on Pickap 

433 

1 54^33# 

56 

Rihslcol Footgiwrds 

Bind on Pkkup 

438 

I 60962# 

57 

Corpcdiglit Gjcovk 

Bind Oft Pickup 

445 ' 

T 7091 # 

1 PROPERTIES: Shadow Resist+10 | 

58 

Blood Guard's Plato Boots 

Bird on Pickup 

452 

, 33^66# 

58 

Dafiler's Lomellnr Gretnres 

Bind on Pkkup 

452 

h 79027# 

1PROPERTTES: Run sped iacreosed slightly | 

LK 

DeTiteFsPtatoGraiues | 

Bind on Pickup 

452 

T 7D#98# 1 

1 PROPERTTES: Run speed Incieosed sIghHy | 


(kinryMatol Boots | 

Bind on Pickup 

452 

11 76#6# 1 

PROPfRTItS; Incteoses your dwiKe to dodge on ottock by ]% 

his 

fi(#3nde['s Lamellar Greaves j 

Bindon Pkkup 

452 

11 79#95# 1 

1 PROPERTTES: Run speed increosed slightly [ 


1 

J 

1 

1 Bird on Pkbp 

452 

1 79031# 

PROPERTTES: Run speed Increosed sTighlTy 

iL 

Rnighr-Ueurenai^t's lamellaf Sabotons 

Bird on Pickup 

452 

34013# 

58 

Kni^r-TioiutcnDnt^s Plato Soots 

Bind on Pkkup 

452 

82036# 

60 

Blood Gnwd's Hote Grenvej 

By orr Pkkup 

472 

93# 27# 

60 

BloodsoakEd Greaves 

Bind Oft Pkkup 

486 

2 21042# 

1 PROPERTTES: IncreosEd DEfense +5 | 

UO 

1 Boots of the Desert Plretoctor 

1 Bind on Pickup 

1 5T9 

\7 68010# 1 

1 PROPERTIES: RestarEs 4 maon per 5 sec | 


{ KnighMieijtienanrs TomellarSuhatons 

[ Bind on Pkkijp 

1 472 |l 

PROFERflES: Increases damage and heallrg dona hy mngiad spalls and affects by up to T 5 

[K 

KnigbMJeutoftant's Ploto Groovcts 

Bind on Pickup 

472 

1 4 #54# 


Peocekoeper Boots 

Bird M Pickup 

484 

2 15971# 

1 PROPERTIES: ResToces 6 mona per S sec. Increases heaSng done by spells and effects by up to 2? ] 


j Slime Kkkers 

j Bind on Pkkup 

j 519 

Yl 8403/# j 

1 PROPERTIES: Innijraues ytiur dwnqe Ig bit by 19i \ 


1 Crystal Enemstfld Greaves 

1 Bind on Pickup 

r 452 

11 64057# 1 

PROPERTIES: Increasd Defense +5 | 

[m 

1 Ciystol Und Grenvas 

I By on Pkkup 

452 

h 65021# 1 

PROPERTIES: Increoses haoluig dons by spolb and eflecls by up to T S 1 



_ fipicPmfliisD PiRjioK 

- v>. 

1 V 

Kama 

Bindirrg 

Armor 

Vendor PorcKoso Voluo 


1 Stronghold Gounttots 

Bind on Equip 

441 

1 52971# 

1 PROPERTIES: Immune to Disarm, Increases your choree to f»arry on oltock by 1 Improves your chance to get 0 cntiwl 

1 strike by 1% 





1 Etork Iren Gauntlets 

1 Bird on Equip 

495 

1 24025# 

1 PROPERTIES: Tim Reset+28 

rs 

{ DteadticuuglttGaunlieto 

[Won Pickup 

615 

|5 39074# 1 

FEoi^fTIES: Increased Defense +9, Increases your chonce to block attocks with a shield by Increuses lb block vdlue 

1 ofyourshield by 21 





1 ^ Tistsoftlieyruetoitting 

j Bind on Pkkup 

1 

5 30939# 


PR0PEK1ES: ImmuEie kt Utsorrn, Improves your thane.® to 90 ! o critia/ strike by t%, Improve ynw thonce to bit Ijy 1% 


LvI 

Name 

Brndiitg 

Arm^r 

Vendor Purchase Value I 


Flameguoid Gountfeis | 

Bind on Pickup \ 

488 

2 120330 1 

PROPERTIES: Impfovcs your chance to geto critN strike by i%, +54 Attock Power 


Gounllots of Annihilation | 

Bird on Pickup | 

615 

5 8091# 1 

PROPERTIES: Impicwes your dionce to gel n critkol sbte by 1 %, Improves your chance to bit by 1| 


GaunttelsofMigTit 

Bind on Pkkup 

468 

1 79017# J 

PROPERTIES: Fire Reasi +7, Impcoves your chance to hit by 1%, Increased Defense +5 | 

¥T 

Gauntieis at Steadfast DefermittuEioft { 

Bind oil Pickup 1 

535 

2 33 0 40# 1 

PROPERTIES: Increased Defense +9 

6Q| 

Gauntlets of the Imniovdble | 

Bind on Pickup | 

482 

2 40910 

PROPERTIES: Increoses yo« chonte to pairy m uttock by ]%, Increased Defense +5 

60| 

Gauntlels of the Rightoous Champton [ 

Bind on Pkkup | 

549 

3 23015# ! 

PROPERTIES: Increases damage ord healirg done by magkol spells ond effects by up to 16, Impiwes youi ebrreo to get 0 I 

. trifical stoke by 1% 




m 

Gflontlets of the Shining light ] 

Bind on Pickup | 

509 ] 

2^44059# 

PRfiPEETI ES: Increasos heuiing done by spells ond effects by up to 22 | 


Gauntlets uf Wrath | 

Bind on Pickup { 

535 

i_1 

PROPERIIES: Shodow Rcs^t+10, Ircreaso; your cbonce to pairy an oltock by 1 %, 1 ncrcasod Defense +7 ] 


Gerieraf's Pfcito Gauntlets \ 

BiimJ on Pkkup 1 

502 1 

ln15#98# 1 

1 PROPERTIES: Hamstring Rrige cost reduced by 3, Improves your chance to get a critkull slrib by 1 % [ 


Gloves of the Redeemed Prophecy ] 

Bind on Pickup { 

529 

2 i 79060 { 

1PEGPERTI ES; Increases beding dooe by spells and effecis by up to 37 | 


Gloves of the Swoim | 

Bind on Pkkup { 

432 

] * 9D033# 1 

1 PROPERTIES: Irtieases damage and hding dune hy magkal spells and effects hy up to T 2 | 

W 

feebnne Gaundels { 

Bind an Equip ( 

562 

3 430210 1 

PROPERTIES: Frost Resist >32, Increosod Defense t5 

m 

Judgement Gauntlets | 

Bind on Pickup | 

535 

2^84022# 

1 PTSOPfRTIES: Shadow Resist+10, Restores 6 mara puj 5 sec, InCfOnsos dnmaga and healing do 

ne by magkul spells and 

] effects by up to 15 





Iflwbringef Gountlels | 

■ Bind on Pkkup 

' 468 

1V72#49# 

1 PROPERTIES: Fire Resist +7, Inaeases healing done hy spills ond rdfects hy up to 18 | 


Mnisbal's Lamelir Gloves | 

1 Bind on Pickup | 

502 

11*140290 j 

I PROPERTI ES; Increases the Duly damage boitus uT yuur Judgement of the Ciusnder by 20, Impreves your cbonce to gel a I 

{ cnlknl strike by T% 




N 

Marshol's Ptate Gnunttets 

Bred on Pkkup ! 

50? 

1 110350 

1 PROPERTIES: flumstrEng Rnge cost reduced by 3, Improves your chance to get a critkol strike hy 1% | 

S 

, Oor&fidcten Gmintlets 

{ Bind on Pickup 

529 1 

12^660020 1 

1 FROrERT|tS:Hatuje Resist+25 | 

0 

1 Peacekeeper Gauntlets 

j BindonPicki^ 

432 

[1491010 j 

I PROPERTIES: luciecMS healing done by spells and effects by up to 59, Restores 4 mui 

na per 5 sec | 

0 

1 Redemptioii Itandguuic^ 

Bind on Pkkup 

61S 

5 4100990 

1 PROPERTIES: Eostorcs 8 mono per 5 sec, Increoses henlirg done by spells and effects by up to 83 | 

0 

1 Gountlels d Heroism 

1 Bind on Pickup 

393 

0 

1 PROPERTIES: Impreves youi chonco to get a critkal sldke by 1% | 

1601 Snulfotgie Gountlels 

1 Bind on Pidenp 

393 

0 

PROPERTIES: Increases damage and healing dene by magied ^palks ond uFfccis by up lo 11, Improves youi cTioocu to goto I 

[ (riticcil Stile by 1% 



1 



... 

Ivl 

Home 

Binding 

Aemur 

Veudar Purchase Value 

[40 

[ Oogfisls 

1 Bind or Pickup 

300 

1 370850 I 

1 PROPERTIES; Increosed Dofeuso 1 5 | 

40 

Ploied f kr of Hakao 

Bind 01 Equip 

300 

400610 

40 

Ireesilver GaunJlets 

Bind on Equip 

300 " 

AO# 23# . 

43 

Vico Grips 

Bind on Pkkup 

318 

430400 

PROPERTIES:+14 Attack Power 

51 

j Fisto of Pholans 

Bird on Pickup 

367 

780780 

53 

j Fiery Ptare Gauntlets 

Bind on Equip 

379 

890190 

1 PROPERTIES: Fire Resist+10, Adds 4 fire damoge to your weapon attack 


Gnundets of Valor 

Bind on Equip 

386 

' 970940 

54 

Uglitfuige Gauntlets 

Rind m Equip 

386 

9D0910 

54 

Razor Gaunlleto 

Bind on fickup 

; 386 

900360 

PROPERTIES: When stiuck in ^mbat inflicts 3 Arcane domtige to the attcKkei 





















































































































































































































































































































































JUPePiORjPjmeflfBtD 


Lvf 

HatrtB \t 

aSHHl 

Armor 

Vendor Purchase Volue 1 

55 

BockiMrian Gaunks 

Brndonfickup [ 

392 

1 3916# 1 

PROPERTIES: Resli^res 4 mm i>er S sec | 

¥[ 

Slonegtip Gaimileis | 

GN on Equip { 

Ml 

1 4^26# 1 

TOPERTIES: Incietfsed DaEanse -i-lfl | 

mT 

Oeolbbone Gaunltets j 

Bald on Pickup j 

398 

1 2#T2# I 

PROPERTIES: Increosed DefTO+10, Reste 4 moM per 5 sec | 


Eoroe Imbued Gauntlets 1 

Bind on Pickup \ 

398 

1 1«79# 1 

PROPERTIES: Increased Defense +7 | 


Reiver Cloivs 

Bird on Pkkup 

398 

1 5#5G» , 1 

PROPERTIES: Improves voor chance to gel o cniecol strike by 1% f 


Bonedenched Gaunlfefs 

Bind cm Pkkup 

404 : 

1 5^61# 1 

I PROFERHES: Increased Defense ^7 1 

rTT] 

Death Grips | 

Bind ttp Pickup j 

404 

1 6#Bfl# 1 

PROPERTIES: Immune to Disarm ^ 

m 

BJootf Guard's Pfote Gloves j 

Bind ofl Piebp ] 

410 1 

S9#31# 1 

PROPERTIES: Hamstring Rage cost recked by 3 1 

m 

Darkmoe Gauntlets 

Bind on Equip 

410 

1 ■ j 

1 PROPERTfES: Slicniow Resist +20, Increases yswir chance lo block piiacb with a shield by 7% | 


KnigbfTfCutGrianit's Lomellar Gourrileis | 

Birrd on Pickup | 

410 

S6#30# 1 

j PROPERTIES: Inofeoses the Holy damage bonus of your Judgernent oJ tfie Ousadef by 20 | 


Kni^lfeutencBifs l^ate Gountlels j 

Bind on Pkkup j 


SS«45# 1 

1 PftOPEfiTIfS: Hamshing Rage ctEf reduced by 0 | 

59: 

GtovesoftheOnrwn 

Bind on Equip 

417 

1 16«6# 

60 

BIckmJ Guard's Plate Gatmtlcls 

Bind on Pkkup 

419 

d3#S7# 

1 PROPERTIES: Homstriiq Rege cost reduced by 3 | 

[m 

Bloodsoaked Gaunripts j 

Bind on Pkkup | 

460 

1 71#52« 1 

[ PROPERTIES; Increased Defense +5, Increases your cbnce lo dodge an ollflck by 1 % | 


ItonvinaGloTOs | 

Bind oi] Equip { 

4S4 

1 5896» 1 

1 PROPERFIES: Hohire Rcskt tncreosed Def ensa +10 | 

N 

kniglri-Geutenanl's Lameilof Gauntlets | 

i Bind on Pfekup | 

429 

66951# 

1 PROPERTIES: Imreoses ib-e Hoty damage bones ol your Judgement oE the Ciusodef by 20, Improves your clinnce to get o 1 

1 critical strike by 1% 




m 

[ KnighKieulEEiGisrs Piute Gauntlets 

1 Bind art Pickup 

1 429 1 

|69#45# 

1 PfiOPERTl ES: ftamstring Roge cost redwetf by 3 | 

Ur 

SacrificMlGountlBis 

Bind on Pickup 

441 

1 49936# 1 

1 PROPERTIES: Impteives your cfitiKe to get o rrfticol strike by Improves your chance to bft by 1% | 

[60 

1 Gountiets of Undeutl Slu'^ng 

1 BN on fidoip 

410 

h 19912# 1 

1 PROPERTIES: +60 Akk Power when ligliling Uncieod 


1 Gordok's Hondguards 

] Biod on Pkkup 

392 

Uaas# 1 

[properties: Improves yow chonce to get o crilitial strike by \% 



11^0 

—- - -- - i 

Bl 



Armf>r 

Vendor Purchtise Vofue 


1 LramheDit Heb 

1 Bind on Equip 

1 565 

1 2 1g#94# { 

1 PROPERTIES: hnproves your ckince to get a criticol itrib by 2%, Improves your chonce to b'lt by 2% ] 

60 AffliifirtCfown 

1 Bind m Piclwp 

m 

5 8i#53« I 

1 PROPERTIES: Incteoscs damage tmd heaSng done by mogkal spells and efiects by up to 23, Improves yonr thonre to gel o | 

1 criticol strike by 1% 




Uo 

1 

i 

1 Bind on Rckiip 

1 739 

]1 30»37# 

PROPERTIES: Increased Defense +i j 

60 

1 Dcnk bn Helm . 

1 Bind on Egiilp 

608 

[ 2 53 9 99# i 

PROPERIIES: Fire Resist+3S j 


) Orednaugbt Hebet 

] ENon Pickup 

J 

1 

PROPERTIES; Increases your ebnnee to dodge on oltod by 1 \ 1 ncreosed Defense +14 | 

m 

j FiabJ /4cii$lial's Lomdior Focoguacd 

j Bifid on PSekup 

679 

k: 

rPROPERTIES: Improves your chance to gel o crilical strike hy \%, Increoses damage and beding done by magical speBs ond I 

1 effects by up lo 25, Restores 5 maoD per 5 sec 




Uo 

i Field Alanbti^'s Plate Hob 

Bind on Pfekup 

I 679 

jl 89»3« 

1 PROPERTtES: lm|MOves your cbnnce to get o critlcof strike by 1 % | 


[ Hctm irf Domfration 

Bind on Pickup 

; 661 

3 74»96# 


PfiOFtKlfES; IrciHKes ycur chonca to parry m utlad fay 1%, IftCfeossd Odwse +7 




y 

Home 

EmilTng 

Armor 

VendiH Purebse Volue | 


HelmofEtnBessEuge 

Bind Ofi Pickup 

6?9 

4 1t«78# 


Helniof/Atghr j 

1 Bind on Pi'ckup 

608 

2 719 70# 

1PROPERIIES: Fire Resist +10, Increuses your choree to dodge an attock by 1%, Increffied Defense t7 ] 


1 HeTm of Vriath j 

Bind vn Pkkup j 


[4 49# i 

[ PROPERTIES: Frost Resist +10, Shadow Resist +10, Increased Defonse +11 | 


j kebonctfelmst | 

[ Bind on Pickup | 


! 6 34#669 j 

1PROPE RUES: Frost Resist +44, Increased Defense +3 ] 


I ludgemearCfown 1 

1 Bind on Pidup 

696 

1 4 24#72# 1 

1 PROPERTIES: Frost Resist+10, Shodow Resist +10, licreascs damage ond healing done hy mogical spells ond effects by 

[ up lo S? 





[ tawhringer Hob 

: Bind on Ficbp 

1608 

2 79^' 56# 

1 PROPERIIES: Fite Resist +10, Reslures 4 matw pet 5 sec, breases healing done by spells orrd effects by up to 22 j 


j ReckupErtu! Heodpiece 

i Bind on Pickup 

800 

[7 729259 1 

1 PROPERTIES: Increases hflalirg done by spells and effects by up to 64, Improves your chonce to get o criEicol slrike with ] 

1 Spells by 1%, Reslores 3 mona per 5 sec 




[m 

1 Warfard's Plate Headpt&ro 

[ Bind on Pickujj 

1 679 

h 97S-7# 

1 PROPERIIES: Imptcrves your chonce Id get d critical strike by 1% 


fHelmoTHetotsm 

1 BiJiri on PTcbp 

1 556 

(1 999169 1 

1 PROPER! 1 ES: Improves your chance to get a critkol strike by 1 | 

j6D 

I Soiiiferge Heftn 

1 BirrdonMBp 

556 

h ?B#459 1 

1 PROPERTIES: Increoses damage and beoling done by magicel spells ond etfecls by up lo 14, Impruves yeur chotrcc to gat a 

1 critkol strike with spe0s by 17^1- 



1 


gupeRioR^pKD^ 


Lvf 

Home 

Binding 

Armor 

Vendor PUrthKe Value 1 

0 

Norrred Vikitvg ltdmar j 

Bind on Pickup j 

303 13972# 

1 PROPERTIES: Chorge an erwiriy, kiwdeing if s41y for 30 seconds. Also knocks you dowit, stunnirtg you fer u shont period ot 1 

1 time. Arty damage caused will revive the target 




S 

IcunKrinl Boibute | 

Buid Dll fickup 

laTf 

S]#97# 

1 PROPERTIES; Ffosr Resist+10 

47 

Mugihol's tieb 

BIjm) on Equip j 

445 

90# 30# 

48 

tfebafthe tatom 

Bind on Pickup [ 

4S3 

1 4957# 

1 PROPERTIES: Haiure Resist +10, Irvcrcused Defejise +7 | 

a 

: furenran's Neod Protedui | 

BirtdenRckup | 

' 469 1 

1 12991 9 1 

|fR 0PERTI ES; Incraoses domoge and berriing done by nmgkDl spells and eff eels by up lo 13 | 

a 

Goleni Skull Heb j 

Bind or? Pkkup ] 

477 

1 1S9619 1 

1 PROPERTIES; lncieascdD(3fense+7 j 

a 

Fuiy Visor j 

Bind Oil Pickup j 

445 

999379 1 

1 PROPERTIES: Improves your tliance to get a critical Me by 1%, Improves your chance to hit hy )% [ 

a 

1 Heb uT Aworeness j 

Bind on Piebp j 

493 1 

1 36994# 1 

1 PROPERTIES: Increases your chonos to dodge an attack by 2% j 

S3 

Avenguurrt Helm 

Gmd on Pickup 

461 

1 59549 

S5 

Gyth's Skull 

1 Bind on Picbp 

509 

1 48#61# 

1 PROPERTIES: Increosed Def^e -t 9 | 

a 

[ WhitesDui Helm 

Bind on Equip 

[509 

1 1 48«59# 1 

PROPERTIES;, Increases hoaling dana by spells ond effects by up io 35 | 

a 

lEntbaniecfTbwium Helm 

Bind on Equip 

1 S26 

1 77# 45# 

jPfiOPERTIES: Increased Defense -r? | 

57 

Helm of Valor 

Binrt on Pkkup 

S26 

1 67# 10# 

57 

IjghtfMp fleltii 

Bind on Pkkup 

S26 

1 59963# 

58 

Champion's Plote Headguard 

Bind on Pkkup 

S34 

90924# 

58 

DadwiMe Helm 

Knd on Equip 

584 

) 73 # 52# 

PROPERTIES: Shudcviv ResisI +25, Improves yewr chofite to get a crilical slrike hy 1?^ 

a 

GtandCrusoideT'sHeb 

ffind on Pkkup 


1 65980# 

[PROPERTIES: Shadow Rasisi+TS j 

a 

j Hefm of lb Execuriofter 

j Bind an Pidtup 

[ 534 

[1 64976# 1 

PROPERTIES: Improves you dwnce ta hit by 2% | 

il 

jLieutenanf Commonder's Lofnellar Hcadgucicd 

Bmd on Pickup 

534 

88# 

58 

Lieufennnt Commander's PJofe ffelnt 

Bind on Pickup 

534 

86941# 

60 

1 CItampioii's PJoie Helm 

Bind on Pickup 

590 

1 32959 

1 PROPERTIES: Impraves your chance to get 0 cririoul strike by T%, Improves yow chance to hit by 1% 














































































































































































































































































































































































flame 

.Imriirtg: 

Armar 

Vendor Pinchosc Votya 

60 

GunAmhi Helm 

[ Sind m Eqjfip 

549 

) B4#?S# 

60 

Helm of tbelioly Avenger 

Sind on Eejuip 

574 

2- 129S39 

PROPERTIES: Increnses denioge and healmg dono by magical spelt ond elTects by up to 20, Improves yCHjir chance to get e 
db'eal strike by T % 

0 

1 by tenofri Commorider's Lotnelb Heodguord | 

Bind on PIcbup j 

5?S 

1 2B#26# 

] PROPERTIES: Increoses efomage and heeling deme by magical spells end eWetts hy up to 26 


0 

1 tieetenanf Commandar's Plala Halm 

Bind on Pickup 

l5?S 

h' 2?«29« 

PROPERTIES: impeoves year dwtice to gel e critical strike by Improves your chance to hil by \% 


^ic Piao^ J£& Armok 



By on Equip ] 596 [2 64#4I# 


^Tincii VeEtJoj Pur(l](ee Vafue 


PROPERTIES: Fire Resist+30 


55 i Tiinnic Leggings 


BfhJ on Equip 


59B 


2 52«7d« 


PROPERTIES: Improves yow chance to hit by 2%, Improves your chance to get o critknil strike by 


PROPERTIES: Impress yew diance to get a oitient strike by ]%, Irnpioves youf dioflte to hit by 1%, ItKrerjses drrmage end 
liealicig done by mogicel spoils mi efkts by up to ?5 


56 

Flomowaker Ug|ifQles 

Etind on Pkkup 

603 

2 84^93# 

PROPERTIES: Fire Resist +11, STiwIew Resist i-l 1, Increoses your chance to (fodge on attock by '\% 

57 

CbudkeiGperiegplotes 

Bind on Equip 

617 

2 99# 

PROPERTIES: Incieases Attack Power hy lOO for 30 sec 

60 

Avenger's legguards 

Bind on Pkkup 

796 1 

7 9#52# 

PROPERTIES: Increases damage ond hding done by magkd spells ond effetts by up to 16, Improves your chance to get o 

aiticoi strike by 1%, Rostores 4 mono per 5 sec 




60 

Bfeodsoaked LegpfQles 

Bind on top 

674 1 

3 2696S# 

PROPERTIES: Increased Defense+TO 

60 

Conqueror's teiguards ' 

Bind on Pickup 

796 

:7 15#29# 

PROPERTIES: Incieosed Defense +6, Impraves your chance te hit by ] % 

60 

Dreadnought Legpbtes 

Olnd on Pkkup 

361 

10' 64#20# 

PROPERTIES: Intreused Defense -i-TH, Inaeoses your chance lo dodge an otlock by T%, Increases the block due of your 

shield by 32 




60 

General's Plote Eegginps 

tend DU Pickup | 

1 703 

2 2/932# 

PROPERTIES: Improves your chance to gate critkidl sirike by 2%, Improves your chance to bit by 1% 

60 

iadgement Ugplates 

Bind on Pickup 

749 

5 64# 15# 

PROPERTIES: Fire Resist +10,ATcaiK Resist +10, Incieoses damage and hoaing done by magical spells and effects by up to 

20, Restores 4 mono per S sec 




60 

Eawbringefiegplotes 

Sind on fickup 

655 

3 33#43# 

PROPERTIES: Shodow Resist +10, Restores 3 mpna per 5 set 

IncieasGS healing done 

by spells and eff ects by up to 22 

60 

Edgings of tlie Grand Crusader 

Bind oil Pickup 

833 

8 79#S0# 

PR0PFRIIE5: Increoses domoge and healing done by magical s{kIIs and effects by up to 26, improvos your chance la get o 

critical strike by 2% 




60 

Legguutds af ihe Foljen Gurader 

BN on Pkkap 

740 

5 56#9# 

‘60'i 

: ierg^kiies of Bbing L^it 

fflindoniy^ir i 

749 

5 51^93# 

FR0PERFIE5: Increases healing done by spdis and effects hy up to 63, improves your chance le get a critical strike i^rith 

spells by 




60 1 Eegptetes of Coinage ~| Bind on Ptcku|j 

: m 

5 12@97« 

PROPERTIES: Improuies your chance to get □ criticDl strike by 2% 

60 J LegpiQtes of /%hl 

Bjml on Pkkup 

655 

3 63# 53# 

PROPERTIES: Skdow Resist +10, Incfeoses your [hoiiffi to putty an oM Ity 1%, InEteased Defense +7 

|60 

j LegplQtes of Wroth 

Bind o« Pickup' 

t 

':5 96^52# 

PROPERTIES: Fire Resist +T 0,Ait(ine Resist +T 0, Increases your chance to dodge on ettock by 2\ !nciEos«d Dehmsc tT T 

160 

;: WoEshei's limiellar Is^jlales 

1 BN on Pkkup ^ 703 

2. 37.':^93# 

PROPERTIES: Incroases rfamogs ond healing done by mogiral spells ant! effects by up to 27, Impioves your cbonce to get a 

critical strike by T% 




^60 

1 Metshars Plate legguods 

1 Bind on Pickup 

; 703 

: 2 IS^'56# 

PROPERTIES: Impnjves your chance to get a critical strike by 2%, Improves your chance to bh by I^b 

60 

! Outrider's Pfnte Leggwrds . : . 

|SNon Pkkup 

646 

■3 3|?^47# 

PROPERTIES: Impraves yewr drartcG to get o critical strike by ]\ Improves your chonce to hit hy 1% 

60 

1 fodemptfoii Leggironds 

! Bind on Pkkup 

1 8(1 

10 2S9B3« 

PROPERTIES: Improves your chance Jo get a criticd strike with spgib by Increases healing done by spalls and effects by 

up ID 42, Restores 6 mona per 5 m 




60' 

1 iwitiners kmdior Logguatds 

1 BN on Pkkup 

1 64i 

{j 


Lvl 

llama 

Binding 

Anoor 

Vendor Purchase Value 1 

60 MnersPfateteggiranfe 

SNonPkbp 

646^' 

3 ^#69# ’ 1 

PROPEi?TIES:: Improves your drttree to get o ciiticol strike by 1%, Improves your choree ta hll by 1% 

0 

Strangely Glyphed Legplrites | 

Bind on Pkkup ] 

712 I 

4, 69# 39# "J 

PROPFRTIES: tecreoses heoEng done by spells and effects by up to 29 | 

f60|lcebarteleggii^ j 

Sind an Mop [ 

787 [ 

7 2S#32# j 

PROPERTIES: Frost Resist +40, Irkreosed Defense +6 


^UPeJ^OR_PjaT^j£.9 flRMOE^ 

Lvl 

ffome 

Biding 

Armor. 

Vender Prirdiase Value 

0 

Golem Shord Loggings Bind on Equip 

429 30# 24# { 

PROPERTIES: IrKreased Defense +6 

46 

Silvershel Leggings 

Bind on fqjiHp 

470 

1' i6«a4# 

49 

Eletuenlal Rockinlge Leggiigs 

Bind on Pickup 

49i 

1 42«44« 

PROPERTIES; nature Resist+10 

1 52 j LegplatesoFtheElernolGikirdion | 

Bind on Pickup \ 

522 

1 64#S6# 1 

P«0PE(!llES:,lti«cos(i(IW«(+1i 

53 

Lcivocrest Leggings 

BN an Pkkup 

531 

1 799 7(« 

55 

Hmdcrafled ft^ostersmith Leggings 

Bind on Pickup 

548 

1 98# 90# 

56 

Chiftiflus Pfate Legguords 

Bind on Pickup 

557 

2 1924# 

1 PROPtRT 1ES: Restores 5 moim per 5 sec | 

1 56 { Deutiibane legguOEds | 

Bind on Pickup | 

557 1 

2 5939 i 

1 PROPERTIES: Restores 5 raotM per 5 sec. Increased Defense +13 | 

56 ■ 

Legplores of Valor 

1 BN on Pkkup 

557 

2 12#13# 

56 

|jqhlfi][goLegplQle& 

Bind on Pkkup 

5S7 

1 39S49 

5? 

Abyssui Ptote Legplates 

Bind on Equip 

56( 

t 9#B4# 

1PROPERTI ES: Improves your chance lo got a crilicol strike hy 1 % | 

1 57 1 Eldrllch Reinforced Legplates j 

Bird on Pickup j 

566 

2 I193S9 1 

] PROPERTIES: Improves your chance to get o crltkol strike by 1 % | 

0 

1 

f 

t 

1 BN on Pfebp 

566 

2 20#26# 1 

PROPERTIES: Increases your chonca to parry on attack by 1% 

53 

DBCftving legguords 

Bind on Equip 

575 ' 

2 209209 

58 

Eiidkintad Iharlum Loggings i 

Bind on Equip 

575 

2 40 9 5S9 

1PROPERIIFS: Increosed Defense +3 | 

0 

1 Rright-T^aptoln's LomeBar Leggbigs 

1 BN on Pkkup 

575 

|t 17#75# 1 

1 PROPERTIES: Imrofues yaw chonce to get o critical strike by 2% | 


KnighKapInin's Pkite Laggings 

\M on Pkkup 

575 

1 1 '16#6# 1 

\ PROPERTIES: Improves your chance to get a criticol strike hy 7% \ 

I 58 1 legionrMire's Plate Eegguanfc Sind on Pickup I 575 

[]■ 2Q#75# 

1 PROPERTIES: Improves your chance In geto crititul strike by 2% 

0 

Legplates of VlgSoitca 

BN on Pkkup 

575 

2 22 9 39 

1 PROPERTIES:, IncreoseiT Defense +15 

1 S3 [WormaslerLeggaarrjs 

1 tend on Pickup 

575 

|2 31 #96# 

PROPERTIES: Increases your chance to dadge on attock hy 2 ^d 

60 j Oarboul legging | Bind on Equip | 592 [2; 42#B6# 

PROPERTIES: Improves your dinrce to hit by 2% 

uo 

bughkCaptalr's Laitiellar Laggings 

BNonPkkiip 

6T3 

1 429229 

PROPERTIES: Incr^es damage and healliig done hy magitri! spells ond effecis by up lo 25 

1 60 1 Knlght'Coptaiu's Plate Leggings { Bind on Pickup 

1 618 

|1' 50#42# 

1 PROPERTIES: Improves your chonce lo got a criticul strike hy 2% 


] Eegiaiinaif&'s Plots leggings 

1 BN on Pkkup 

1 618 

h' 41#7S# 

1 PROPERTIES: Impiove; your dunce to get o critical strike by 2% 

[60 

[ Lagplalas of the DesDoyer 

1 Bind an fickup 

670 

|4 6#1T# 

1 PROPERTIES: Increases doraoge oN healng done by mogkul spelh and effects by up to 12 

Uo 

1 Legplates of the Qirap Command 

jBind ffli Pickup 

1 644 

3 50# 75# 

1 PROPERTIES: Iraprayes your chance to gel o critical stifte hy 2% 


1 Peacekeeper leggings 

1 Bind on Pkkup 

I 613 | 2 SB# 70# 

1 PROPERTIES: Increoses haolino dene by spdTs and effects by up te 37, Restores 7 mono per 5 sec 


I Cenarion ReservisTs Legplotes j Bind on Pickup | 575 

2^-27#8# 

] PROPERTIES: Nature Resist+25, Increased Defense +9 


CBnDrionROTisfsLegpkifeE 

Bind on Pkkup 

S 

|T 19#68# 


Equipmenj': 


Armor 


' -jiWeapons 






PRO'PERTlESlHDMre Resist *?h 












































































































































































































































































































































iUP^pR^Plgriiij£.9 ffeHOK, luP&KptLPfflJE jflOUjPQ^fl^OR.. 


b\ 

flame 

■ 


Jkmor 

Vandur Porthose Volua j 

1 

Ivf. 

Name 

Binding 

Armor 

Vendor Purchase Value | 

60 [ tegptoies of HeFofsm I Bold m Pickup | 

601 

2-670860 1 



Raroisfeel Shaulders [ 

Bind on Pickup ] 

410 j 

97097 # 1 

PROPERTIES: IricrdQsed Defense 15 


PROPERTIES: improves your chaitce b hit by 1% 

j¥y 

Soutforge Logplo-tcs Bind m Pickup 

604 1 

2 66092# 


531 D 0 iiwiiringef Shoulders ]ftindonEw [ 455 1 '30 #800 

’ ppnp 


11 


PROPERTIES: Inctooses beulirig done hy spelb end effects by up to 44 




EhonsteelSpouldeis 

Bind on Pickup 

463 

1 43068# 



1-_ ^icPm^tHoyipeg,^gMQg. _I 



Bulky ImaSpGuhfeB 

Bind on Pickup 

470 

1 49933# I 


PROPERTIES: IncFooscd Defense +6 

LvI 

Name 

w 


Aimctf 

Vendor PPrdiase Vptue 


in 

lightfoigeSpQuIcters 

BifliJ on Pickup 

470 

T 4S#92# 

1 50 j Slodiide Wdrojts I BiEid on Equip 1 

472 

1 53078# 1 


55 

Slomshat Shoulders 

Bind on Pickup 

470 

] 4204# 

PROPERUfS: IncFoosd DeTeo^e +10 


PROPERTIES:+20 Atbck Power 

60 Aai Eflscribed PauMrosis 

Bind Qfl Pickup 610 i 3 400300 


Spodiiers of Valor 

Bind m Pickup 

470 

1 5297# 

FROPtRllES: Hotvre Resist +25, locfeosed Defense +6 



M 

Stonr^orm Sheuldejs 

Bind m Pkkup 

47S 

1 63067# 


tagei^s Fouhlrons 

Bind on Rjekup 

iS? 4 61945# 


PROPERTIES:, Inaeused DeTense +7 | 

57 [ Bile-etched Spouldets | 

BNotiP-ickup |4e5h fiCI#93# 1 





PROPERTIFS: Incrensatf Defense +7 1 

1 60 j Cooqueflw's SpoirideR Bind nji Pickup 

659 

4 S9#87# 1 

ii 

ChoaiiMDn's Plote Pauldrons 

BiEwTon Pickup 

493 

829239 

1 PROPERTIES: IncFeosed Defense +4, Impicves you^ chance to hit 1 % | 

58 

lieuteuant Commaoder^s Lomellar Shouldeis 

End 0(1 Pkkup 

493 

88063# 

60 

Oefitec's Lemetlur Spauiders 

Bind art Pickup 

553 

2 66035# 

iL 

Lieutenant CoromartdeF's Plate Poultfrens 

Bind m Mop 

493 

87036# 


Dehtej'sHfibSpotiTders 

BtffliDPPIclaip 

S53 : 

? ,5598# . J 

60 

Abyssal Ploie Epaulels 

Bind on Fidup 

530 

2 109239 

60 

Me Talon Paiddtons 

Bind on Pjekup 

634 

3 9309S# 

PROPERTIES; fmpraves pjr chortco to hit by 1 % 

1 PRO PERU ES: Inaeoses yew chuntie to cfotige an ettPck by 1 % | 

60 1 Bloodsooked Pauhlrons 1 

fiyonPitk«|i 1 552 1 2 6 ) #7# 

0 

Dreaduniight Patrldrorri [ Bind m Pkkup 

722 

7 29011# 1 

PROPERTIES: Increased Defonse +3 

1 PROPERTIES: Improves your chance to hit by 1 %, Increases Itie block value of youi shield by 21, Increased Defense +9 | 

601 ChanujMOrr'S Plate Shoulders ] Bind on Pickup | 552 1 1 31058# | 

60 1 Field Macshal's Lamsdlar Poukirons 

Bind on Pickup 

626 i 1 870570 1 

PROPERTIES: Improves your chance b get a ciiticol slnle by 1 % 

PROPEimES: fnereases damage ond healirg done by magical spells aid effects by up to 19, Reslocos 6 mana per 5 sec 

60 j Durksoul Sbuldeis | Bind on Equip 

Li?zJ 

|l 82085# 1 

0 

field Wbrshol's Pfate Shoiilderguards 

Biial on Pickup 

m i 1 90947# 

PROPERTIES: Improves your charKU to hit hy 1% | 

60 1 tteutenont Caiiifflander"5 Lantefktr Shoulder 

ISiftdonhekup 1 552 1 T. 28073# | 

1 PRO PERU ES: Improves your chance to hit by 1 % | 

PROPERITES: Increases damage ond htoliig dare hy magical spells end effects by up to 20 ] 

60 

TiighEijndeF'sljainellfflSpoute 

Bind 01 Pickup 

553 

2 47048# 

60 1 Lieuteiwnt Commander's Ptaro Shoulders : 

1 Bind on Pkkup 

1 552 [1 27076# j 

|60j 

Efighkmder's Plate SpBute 

Bind on Pfekup 

j 553 

■2 46954# 

1PROPERTIES; Improves your dionce to get o critical strike by 1 % | 

in 

hi 1 ■ 

Bind on Pitbip 

69B 

6 2103# 

1 1 Qu [ iteuutie rauforons | 

1 60 1 Polished Obsidwi Pouldrorts | Bind on Eguf 

1 530 |2 14014# \ 

1 nr^rtnrnriri" ?_ ± r^, ■ * -^n i_ _ _. , i pl.i _ -p 1 

rm 
' — ■ 1 

t\w jcesisr +oo, increoseo i/erense +/ 

p-’- —-- ’ 


1PEOPE RTIES; Increosed Defense + 7 1 

60 1 

Judgement Spauiders ; 

1 BN on Picbip 

642 4 21#5S# 

60 1 Soulfaige Spaukks 

t BN oir Pickup j 507 11 91 #56# | 

PROPERTIES: Rre Resist +10, Restores 5 mairo per 5 sec, Incretises damoge ond heoling done by magicol spells and effects 
by up to 13 

1 PROPtETIES: Increoses domrjgo and healing done by mogkal spells ond effects by up to 12, Restores 4 rnana per 5 sec | 

1 60 1 Spauiders of fieiaism | Bind on Rckup 

1 507 h 9203# 1 

60 Towbniger Spauiders Bind on Pickup 

562 , 

2 540 S5# 



1 PROPERTIES: Sbodow Resist +7, irtcioases healing done by spelb ond elfecis hy up to 1B 

t ___i 

L 60 1 iWontie of rtte Desert Crusade 

Bind tut Pickup 642 

4 510 

^ PROPERTIES: Increases heolng done by speRs and effecis by 

upb44 



Lid 

Hama 

' Binding 

Armor 

Vendor Purchase Value j 

■0 

1 Manila of IfieHomscth j Birxj on Fkkup | 610 | 3 560310 

60 1 Bolt of Might 

1 fiN 0(1 Equip 1 421 

j 1 7908T# 1 

PROPERTIES: tncreoses damage orrd healing done by magical spells and effecis by up la 14 

PROPERTIES: Fire Resist +7, increases your chance to dodge air Attack by TS, Increased Defense +5 

' 60 1 Fduklrons of Might | Bind on P^up 

r562 

h 73# 64# 


I Belt of itiG Fallen Emperer 

j Bind on Pickup 

La. 

|3 78019# 1 

i, PROPERTIES: Shadow Resist +7, Jnaeoses your chance to block attotks vrith a shield by 2%, licreased Defense +5 

PROPERTI ES: Inaeoses healing doire by spelts rtnd effects hy up to 35 j 

60 1 PouMrens of the Unrefenting 

1 GindoflPicbp 1 650 U 54035# 

Ui 

j Belt of the Gmnd Cruscitfer j Bind 01 PIdup 

j 536 

i 4 36047# 1 

PROPERTIES: litreosed Defense +9, Increases your chance to dodge on attock by 1% 

1 PROPERTIES: Increases damage and beaFiig doue hy magical spells ond effects by up to 21, Restores 7 mono per 5 sec | 


[ PoutdronspfWradi 

iMwPicbii 1 i42 [4 45#8a# 

[E 

1 Dteochiflught Waistguond 

[ Bind on Pitkuip 

i 554 |S 3034# 1 

i PROPERTIES: Fire Resist +10, Increases tbe hlock value of your shield by 27, Increased Defense +7 

PROPERTIES: Increoses the block valua of your sftield by 1 S, Ineificiws your chanca to block urrueb with <3 shield b/ 356, 
Increosed Defense +9 

1 60 1 Redemption Spouldeis | Bind on Pickup 

1 722 [? 30 

60 

Girdle of [he fdlenCmscdef 

Bind on Pkkup 

m 

3 1/#769 

PROPERIIES: Improves your chance lo gel o criticaf strike with spells by 1\ fiicreoses heolinp dfuie hy spells and effects by 
up b 40, Restores 4 mana per S soc 


Girdle of the MesiEor 

;;aindiniPfckup 

'1 536 

4 440730 

[m 

i Spoulders of the Orond Crusader 1 8 iid on Pickup I 714 U 570200 


PROPERTIES; Impicjvas your cbonce to got u ciitical strike by 1%, infiproves your chonce to h'lt by T^ 

PROPERTIES: Restoros 4 mnna per S sec, Improirft; year chance h0 a cnticol strike by \%, luKrecises damage and Itsuling 
done by magical spelb und affects by up to 20 


60 iudgeistent Belt Btid on Pickup , i 482 2 , 790 96 0 

PROPERTIES: Shadow Resist +10, Injcressos damage and healing done by magbl spells ond effects by up to 23 

M 

1 Watford's Plate Stiddefs ] Bind on Pickup 

I 626 1 1 980500 



[ Lawbtir.gar Belt 

i'aNonfw 1 42T |l 7t0l9» 

I PROPERTIES: irtipronres your chance b hit by T% 


PROPERTIES: Rre Resist +7, Irtcreoses heeJing done by spelb and effects by up to 18 



\M 

1 Onslougbt Girdte | Bind on Pkkup 

494 ■ 3 . 140690 



PROPERTIES: Improves your chancQ in get a critical strike by 1%, Improves your daun 

— . 1 —' ■ ■ ' —■■■ ' —' f-— ■ ^ 

ce to hit by 1 % 

1 Lv 

Nome 

Binding 

Armor 

Vendor Purchase Value 

1 

601 Redemption Girdle {Band Ml Pickup J 554 j’5... 2O#550 j 

45 

Gig Bad Pouldcans 

^ Bind on Pickup 

396 

36993# 


FR( 

JPERTIES; licreosos heaSng done by sfidls and effects hy up to 40, Restores 5 rrmno per 5 sec 

46 

V/yrmsbyer Spaufdeis 

Bind 01 Ec}u^ 

403 

390970 


60 

j Riryd (Sroji Belf | Bind on Pickup 

1512 h 57^530 

PROPERTIES: Incrooses your chanco b pewry un oftock hy 1%, Inaeoscd Defease 18 

47 

; EarthslogShoufte 

Bind an Pkkup 

410 

' 930600 


PROPERTIES: Increases damage and heolirtg done by magical spells end effects hy up to 9 



1 Triad Gitdle 

; ffind on Pkkup j 476 

2 679849 

52 1 Woiting Hightbone Pouldrons j Bind on Pickup [ 448 |l '3t#2# 

60 

I Dnmdlfng tee Girdle 

Bind on Pickup 452 

;2 36019# 

PROPERTIES: Shadow Resist +10, Increased DafeiKe 


1 PROPfRIifS: Frost Resist i-l 6 , Increased Defense +8 [ 






























































































































































































































































































































-- r-Pi(\P[mfiy;^i.y[7iRMOR _^ 

LvI 

Home 

Blitding 

Aroier 

Verictor Purchase Value 


Woislbaadofiratb 

1 fiy on Pickup 

t 462 j2 96# 14# | 

PROPERTIES: Sliodcw Rffiisr +10, Intreoses ymir (.km to bfeck Dttncb with o slweld liy 3%, Iracoscd OefeiKB +7 ^ 


Zondobr Freetbinkef's Belt 

[Budan Pickup 

1 391 


PROPERTIES: Increases heoliJtg done spelt and effects by ip to 2i ] 

iL 

Zandoler Vindicator's Belt 

1 Bind OEiPjckup 

391 


PROPERTIES: Itt^roves your clionce to got a criticol strike by 1 % 



. 

tvl 

Nome 


Arrrror 

Vemlor Purchase Vokro I 

40 

DefiSer's lomieltfif Girdle 

Bind on Fidcup 

236 

34#4e# 

40 

DefilBr^s Plata Girdle 

BindonBckfip 

236 

32#75« 

40 

Enormous Ogre Beit 

Bind on Eguip 

164 

27#4# 

40 

Hander's Li3niello[W& 

Byanhekup 

; 236 

32«l# 

40 

Higftlander's Plate Girdle 

Bind on Pidop 

236 

31976# 

46 

Alat'alanflu's Tusk Ring 

Bindon]%ist^ 

[ 002 

62963# 

48 

Detiler's LoraePar Girdle 

Birrd an Pkkup 

313 

67943# 

PROPERTIES: Irtipfoves yoirr thartce to get □ ulticol strike by 1 % | 


Defiler's Hate Girdle | 

Bind on lockup | 

l3T3J 65#99# 

PROPERTIES: Imprcfves your dwnce to ge-t a criticai stiike by 1 | 


Highlondef'slomoflarENIe | 

Bind on Pickup { 313 | 

69#46# I 

[properties: 1 mprtjves pur chance to get a critical strike by 1 % | 

[« 

Hlgbbder'sPlaEaGiEdEe { 

Biucf on Piduip { 

1313J 

70#75# I 

I PRDPEfillES; Improves yeur [horce to get a criiicol sirikt by 1 % j 

SO 

Sfenewull Girdle 

Gwl on Pkbp 

324 

73#7e# 

S2 

Girdle of lltbar 

Bind on Equip 

; 336 

32926# 

53 

Belt of Valor 

Bud on Equv 

341 

7299S9 

53 

Girdte of the Dawn 

Binij on Equip 

341 

93# 65# 

53 

l^forge Belt 

Bind un Equ^ 

341 

36# 25# 


Rainbow Girdle 

Bind an Pickup 

341 

879339 

55 

BelteftheOrdoBud 

Bind oi> Eguip 

353 

96#9S# 

1 PROPERTIES: Increases heolirig doiie by spells end effects by up to 4 2 | 

[55 

1 Frostwalf PloEa Bdl { 

1 Bind on Pickup 

353 

It T#76# I 

1 PROPERTIES: Frost Resist+S | 

155 

1 

1 

1 Bind on Pldo^ 

1353 

[ 94#8e# I 

1 PROPERTIES: Erast Resist+5 1 


1 Deethbone Girdle 

[Snd on Pidcup 

358 

|l' 1#35# I 

1 PROPERTIES: tneraosed Defesise +9, RestorBs 4 mann S sec j 


Elamantol Plate Girdle 

Bind an Hekyp 

3SS 

99# 63# 

58 

Brigojrrt Girdle 

: Bind on .Pidcup 

m 

1 16# 42# 

1 PROPERTIES: Imfircives youc dienco te hit by T % \ 

SB 

1 

1 

S-i 

i 

|. BindonPic^ 


11 17#33# i 

1 PROPERTIES: 1 mproves your chance to get a ciiticai strike by 1 | 

m 

tMer's'Pfij.te Girdle 

1 By on Pickup 

[ 369 

[t 12#29# 1 

1 PROPERTIES: Improves your chance to get a crilkd slrib by ] % | 

iL 

fiandcroBed Mosteismitb Girdle 

Bind on Pkbp 

369 

1 19#87# 

58 

Effghlander's lamellar Girdle 

Bud on Pfdcirp 

369 

1 1S#94# 

1 PROPERTIES: IrapKnres yatir dunce te get o critical strike by T % j 


Hi^landnr^S Pfoto Girdle 

1 Bind an Hekup 


|l ]3#52# 

1 PROPERTIES: Improves your dunce ta get cr oitical strike by T % \ 


1 Belt 0 ^ the Sand Reaver 

1 Bind on Pickup 

414 

j 1 63#34# { 

1 PROPERTIES: Incroased Defense +5 j 


[ Heavy Ohsidlen Belt 

1 Bird on [gulp 

397 

11 42#82# 1 

1 PROPERTIES:+5 All Resistonces ! 

[¥ 

1 Ircrrv^ IM 

1 Bud on Equ^ 

408 

11 5a#64# j 

] FROFERllES; Ifeture Resist +15, Iticreosed Defense +3 | 

[60 

[BdtaTllfiraism 

1 Bind on Hekup 

330 

ll- 24#76# j 

1 PROPERTIES: Intreosed Defense +7 \ 

50 

Belt of Shrunken Heads 

Bind on Pickup 

4oe 

1 63#37# 

5D 

Omakt'i; Girtir Reslroina 

- Bind on Pickup 

353 

75#429 

1 PROPERTfES: Improves your dionce to get □ cntkal stnltc by 1 % 1 

Uo 

ISanffetwfielt 

l&ind osi Hdcjap 

Vm 

1 1 24# 31# 1 

1 PROPERTIES: Increases damage orrd healing done by magical spelb and effects by up ter T 2, Restores 4 moru per S sec | 






Ivl 

Naina 

Binding 

Armor 

Vendor Purchnse Vofoe 1 

40 

Berserker Bmceis 

Bind on Plckif 

22 ? 

4?#45# 

LEi 

Beasfldcffl Bracers 

Girid OJ3 Pickup 


96;1J35# 

54 

Oork iron Bracers 

BiiMl on Equh> 

294 

1 26#37# 

|pR0PERTlES:TireRa5isf+18 | 

^60 

Berserker Bnjeers 

GuhI an Pkkui 

323 

1 76#99# 

l£ 

BrocdeisoT Wroth 

fly on fickup 

375 

2. 95^-7# 

60 

Bracers of Brula^ly 

Bind on f1(ki;p 

356 

2 41949 

K 

; Bracers ot/dighr 

' Biiul on Equ^ 

323 

1 ■ 77#&6# 

60 

Oragonboae Wrislgucufe 

Bitril on Pkkup 

351 

2 16# 38# 

I PROPERTIES: Creases your chance to parry an attock by 1 % j 

iMl 

DEeadneught Brocers | 

Bind on. Pickup [ 

431 

5 5#27# 1 

t PROPERTIES: IrKreosed Defense+5 [ 

“J 

fiive Detiler Wristguards 

Bind Ml Pickup 

384 

3 17#27# 

lI! 

keboiffi Gsckjks : 

i BindofrErpip ; 

393 j 

i3 449529 

] PROPERTIES: Frost Resist +24, Incroosed Defense +5 ”j 

Im 

1 Judgment Binditrgs 1 

i BiEidoji Pickup ] 

375 

2 7e#3?#[ ■ 1 

{PROPERTfES: Increases donuge nnd heafing dame by irngicol spells and effects by up to 7 | 

f 60 j Enwiiiinger Bracers | Bind on Equip 1 828 1 

1 . 704j:549 j 

] PROPERTIES: Resloras 4 truru per 5 sec ] 

m 

RecfflmptiqstWristpsrds {sycnHckuii 1 

‘ 431 J 

S 7^19# 1 

1PSQFERTIES: Incieosos healmg done by spelts anti effects by up to 31, Restores 4 mom per 5 sec ] 

UfiJ 

' Wfistguank of VEnpeonte 1 Bud an Pkkup j 

i 407 

;4 8#3# . 1 

1 PROPERTIES: Improves your cliance to get o criUcof slake by 1 % j 


i Deeprctk BfCKers | 

[ Elind m fickup 

LjCi9 ; 

[1,44^25# 


landrdar Ereelhinkei's Anriguards | 

Bind Oft Pickup 

304 


j PROPERTIES: Increases healing done by spells and effects by up to 11 \ 

1 60 {^ondalor Vindkator's Armpirds | 

Bind m Pldup | 

LJOlJ ..J 



. ^up,^0R,,Pi£ja^ 

LvI 

Name 

Binding 

Armor 

Vendor Purchose Vafue 1 

40 i 

Skullpkilu Bracers 

Bind on Equip 

163 

30# 27# 

43 ' 

Gidntsiayer Bincers 

Bind on Equ|) 

223 

47# IS# 

45 

Areru Vambmees 

Bind on Equip 

■231^ 

S8#21# 

45 

%t Sergeenf's Pkite ETtocets 

Bind on Pkkup 

231 

28#7e# 

it 

Sergeant Moor's Plole Wrrstguards 

Bind Oft Pickup 

231 

28#47# 

46 

floxsdan's Shackles 

Bind Oft Pickup 

235 

57#23# 

1 PROPERTIES: Huluio Resist+15 | 

Lt?.i 

1 Ruretl Golem Shackles 

1 Bind on Equip 

244 

1 44#64# 1 

] PROPERTIES: Increased Deferrse +4 | 


BTack Steel Blnclrgs 

Bind on Pkkup 

261 

as# 22# 

52 

Bracers of Vdlor 

8nid op Equip 

261 

379339 

52 

Emberplote Arroguanls 

Bimi an Pkkup 

261 

36# 37# 

PROPERTIES: Fire Resist+10 

5^ 

Ligblforge Bracets 

Bind on Equip 

261 

3T#5# 

54 

Vorabrocos oT Iho Sadist 

Bind on Picbp 

270 

92#96# 

1 PROPtRTItS: Improves your chance to get a crilicoJ strike by 1 ?£ { 

ii 

Morlune's Bracer 

Bind Ml Equip 

277 

T 4#16# 

57 

Pel Hardened Bracers 

Bind on Pidcup 

ZS3 

T 4#61# 

] PROPERTIES: Increased Etef^ +3 ] 

57 

. Vigorsteel Vraabroces 

Giftd on Pkkup 

2B3 

1 10# 5# 

58 

Baftleboirt Armbtoces 

1 BN an Pickup 

'287^ 

1 16#40# 

1 PROPERTIES: Irr^rovus your chnnee tu hit by T %, Improves your chanre to qn tr criticull strike by 1 % j 


[ Bracers oT Itndeod Slaying 

{Bind Oft E^p 

287 

1 1 15#72# 1 

[ PROPERTIES: +45 Atluck Power when ffghliiig Dndeud [ 

S3 

First Sergeant's flare Bracers 

Bind on Pickup 

287 

58 #89# 

il 

Gardak Bracers of Pbwer 

BindonHckup 

287 

T 9#84# 

58 

Surgemt Mujen's Ptnru Wiistguords 

BN un Pkkup 

287 

5a#4# 

JO 

Abyssal Plate Viradiraces 

BN on Pickup 

309 

1 40# 19# 

60 

Bracers o1 Heroism 

Bind on Pickup 

296 

1 25# 68# 

1 PROPERTIES: Increased Defense +3 j 

[so 

j Soulforga Bracers 

1 Bind on Pickup 

1 296 

1 1 25#24# 1 


Equipment 


Armor 


:Weapon$ 



FROPCFETIES: Iticreases domoge end healing done by fiwgkQt $pe% ord ^ffats by tip to 3 























































































































































































































































































SHIELD 



Crpic Jiniett>§ 


- 

-----^ 

h\ 

Name 

Eindtag 

Armor 

Iten dor Purchase Value | 

2h 

Ibo Gteert Tower 

Bind m Fquip 

1308 

1 2S#77# 1 

f ROPERTIES; WEien struck in combot tins Q1 % chance of robing a Itiorr^y shte!i] that inflicts 3 Maliiie cbmoge to ottockers 

: when hi! and increases Nature residence by 50 fof 30 scc.^ 




m 

Bkkskull Shield | 

Bind on Eguip 

1795 1 

1 8e9I5« I 

PROPERIIES; Shadow Resist+10 | 

HI 

WoMlheDead j 

Bind on Equip [ 

1937 

2 32#73« 1 

■ PROPIifllES: Wtisfl struck in combnt has a 3% chance to encase the caster in bone, increosing ormor tiy 150 for 20 sec [ 

m 

Skolffbne Shield j 

Bind oil Egu'^ 

2256 

4 770%9 

PROPtOIES; Fire Resist +10, Shadow Kosist+lEi, When struct in cacnhat bus o 3% chance of stealing 35 fife from target 

enemy, When sfruck in tombot has a chance of dealing 751(^ 135 Fire dcnnoge to a!l targets oroand you 

0 

iSegbofthe Blood Sod j 

Bind on Mup | 

2575 

6 50977# 1 

\ PROPERTIES: Increases the Hock volue of yovr shield by 30, Increased Defense +7, Increases yeur chum tu hbck allucks | 

1 withashietdljy 3% 




;60 

blessed f^rajl Bulwark 

Bind on Pfekup 

2964 

11 S«639 

1 PROPERTIES: iticfooses your dioncc to bkk otlocks with a shield by 3%, Increases the block ^wlue ol your shield by 1S, 1 

[ IrKreased Defense +8 




0 

Bvru'sSkub Fragment j 

Bird on Pickup | 

2575 

6 6#74# 

PROPEiniES: Jnaoased Defense+6 

0 

DeotfiSSot^aitr | 

Bind oji Pfdiip | 

^ 3106 

13 34#26# 1 

1 PROPERTIES: Improves ymir chance to get a critical strike with spells by 1%, Increases healing done by spells and checls by 1 

[ op to 29, Restures d mono per 5 sec 




5 

Diillhorer Disk j 

Bind m Pidop 

3539 j 

5 79«70« 1 

1 PROPERTIES: When struck in combat inlets 3 Arconc damage ta the attacker. Increases your chance to hlud otlacks with a 1 

1 shield by 2%, Increases the btock value of yew shield hy 23 




0 

Earthen Guard | 

1 Bifid on Pkbp 

2468 

5 66944# 

1 PROPERTEES: Increosed Defense +7, Increoses the block vafne of your shield by 12 | 

0 

tlemenllum Reinforced Bulwark 

1 Bind on Pickup { 

2893 J 

1 9 8Q956# 1 

[ properties: Increases the block value of you/ shield by 19, Increosed Deferrse +7 |, 

0 

Force Reotbvo Disk 

[ Bind on Equip 

2468 

|5 64916# 1 

1 PROPERTIES: When the shield blocks it neteoses on elecfiiCDl charge that domages all nearby Btiemies. This also has o cbance I 

1 of domaging the shield, 0 




60 

Grand Watsbd's Aegis 

Bind on Pickup 

2929 : 

il 18«7* 

1 PROPERTIES: When struck in cambot has u S% chance of infllciing 3S to 6 5 Koluie damage to the orrockec | 

\m 

[nigh Wcirb(i''s Shtdd Wotl 

1 Bind on Pickup 

2929 

|3 19917# 

|pROPERTtES: When struck in combat has a 5% chance of infliclmg 3S h 65 Moiure damage to Iho attacker | 

|60 

1 Jogged Obadiart Shield 

1 Bind on Equip 

2645 

|6 749 4Q# 

PROPERTIES: Increoses your chance ta black oltacks svith n shield by 2%, -S All Rosisfonces, When struck by o hormlul I 

1 spell, the caster of that spell has a S% chance to he silenced bi 3 sec 




1 Molistor's Defends/ 

{ Bind on Pickup 

2S22 

|8 79960# 

1 PROPERTIES: Restores 9 rrwiiD per 5 sec | 

0 

Red Dmgoiisccife P/olecJw 

Bind on Pickup 

[ 2787 

8 44#2« 

[^OPERTtES: Inaeoses healing dorw by spells and effects by up to 37 | 

[m 

1 Shield of Condernnolloii 

j Bind on Pickup 

3425 

j 19 42 9 25# 1 

PROPERTIES: Rostoces 6 mann per 5 sec, Increases heating done by spells and effects by up to 59 

0 

1 Stypn Eiickler 

Bind on Pickup 

3106 

12 85#89« 

1 PROPERTIES: When struck bos o 15% dionce of reducing the atlUKkof's movement speed by 50% for 5 sees | 

0 

1 ThefrKaofDcaJti 

1 Bind on Pickiq:i 

3354 

{ 17 43910# 1 

1 PROPERTIES: Inaeos^ your chance to block allacks with o shield by 3%, Inorerrses the hkk vnlue of your shield by 21 | 

[60 

1 The Imnfiowible Obfeci 

1 Bind on r^kup 

1 2468 

1 15 90959# 1 

1 PROPERTIES: InaaKos the block value of year shield by 27 | 

0 

1 Tfie Pkiguo Beorec 

] Bind 0(1 Prdap 

3106 

112 47917# 1 

PROPERTIES: Frost Ifeist +1S, Increased Deferrsc +9 

& 

j Worencaie Blocker 

j Bind on Prtkup 

3035 

112 27959# 1 

1 PROPERTIES: Jnaeoses hecibng done by spelb and effetls by up lo 35, ResEotes d nronp per 5 sec 


.§UPtRLOK^iHiejp.S 


Ivl 

Name ' 


Armor 

VemlcH'Purtbase Value 1 

15 

GcfiTpbtcd Eluckler 

Bind on Pickup 

471 

10967# 

15 

kresh's fiadc 

Bind on Pidcup 

471 

10964# 

1 PROPERTIES: Increosed Defense +4 | 

T9 

Redbeard Crust 

Bind on Epp 

54? 

19920# 

20 

Seedcloud Buckter 

Bind on Pickup 

566 

20967# 

, 23 

Commander's Crest 

Bind an Pickup 

623 

279119 

25 

Shield of Thoiseir 

Rind on Eryuip 

851 

33959# 

26 

Resplendent Guardian 

Bind cut Equip 

630 

399609 

1 PROPERTIES: Inonosos your chance to black oltacks wilh a shield by 1 % j 

0 

Arctic Buckler | 

Bind or Pickup ] 

642 

309289 \ 

1 PROPERTIES: frcKt Resist+5 | 


Uof Agamoggan 

Bind on Pidu^ 

776 

639;# 

liT 

Tberowplugg's Cenlrol Cure 

Bind on Picbp 

795 

69»12* 

1 PROPERTIES: Whei struck in comhot ks n 5% chonce cf isilcting 35 ta 65 Nature domoge to Iho oftatker | 

33 

SkutaeSliield 

Bind on Equip 

ai4 

719239 

34 

/Aorhled BoAIof 

Bind on Pickup 

: 776 

6195# 

37 

OM's All Purpose Shield 

Bind on Pickup 

1237 

28»I29 

j PROPERTIES: Reduces y&yr foil sjjeed for 10 sec | 

37 

Savage Eo«"s Guoid 

Bind on Pickup 

1237 

%»S20 

39 

i Aegis at the Scarlet CamtrKEHler 

Bind on Pickup 

1548 

1 16981# 

41 

r-- ^^^— - 

Mountoinside Buckler 

Bind oit Equip 

1612 

1 32935# 

43 

1 Troll Ptotoctar 

Bind on £t|uip 

1676 

1 52996# 

[ PfiOPf RflES: Increoses your ebeuKO to block uitacks wilh o shield by 2% | 

47 

! Stoneshell Guard I 

Bind on Pickup ] 

1303 

1 98#93# 

48 

1 Gidock's Uypertoth Buckler | 

Bind on Pickup 

1635 

2' 26# 30# 

1 PROPERItES: Resiotes 4 mana per 5 sec | 

49 

1 Aegis of Sto/mwtod 

Bind on Equip 

184/ 

2 3595# 

51 

Astral Guord 

BindonPickiip 

1930 

2 58 9 83# 

51^ 

Crest of Supremacy 

Bind on Pickup 

1930 

2- 44«45« 

S3 

Rack Gufeni Bulwark 

Bind on Pickup 

1991 

2 90963# 

I PROPERItES: Hoture Itosist +10, Arcane Resist 410 j 

0 

[ Avatttflchion's Stony Hide 

\ Bind on Egoip 

nm 

[2 89# 18# 1 

[ PROPER! 1ES: Increases tJie block vulire of your shield by 10 ] 

0 

1 Quet'doroi Guard 

I Bind on Equip 

\mh 

1 2 94942# 1 

1 PROPERTIES: Arcane Resist +11, Increases your dionce lo dodge an aMk by 1% | 

[]5 

[Crost of Retributkin 

1 Bind on Pickup 

1 2GS7 

[3 6956# 1 

1 PROPERTIES: Dcab 5 to 35 damoge every time you bio A | 


[ Husk af Neruh'cfikan 

\ Bind on Beknp 

2069 

1 3 2393# ! 

1 PROPERTIES; Htrture Resist! IS ] 

il 

Observor's Shield 

Bind on Rckup 

2069 

3 45969# 

il 

fihcuulMMird Protodor 

Bind on Pickup 

2069 

3 50931# 

57 

Bumei Shield 

16ip,d on Rckup 

2121 

3 45989# 

1 PROPERTI ES: Increases yeur chorwe to block ottueb with o stiield by 2%, Increases the Hock vofue of your shield by 18 j 

il 

OreoiiguDttLs ProJuctoi 

Bind on Pickup 

2121 

is 349209 

S7 

: Gorrett Family Crest 

Bind on Eqmp 

2121 

3 46994# 

57 

lifliiDatelyRuned ShieM 

Bind on Up 

i m 

3 349 /4« 

[ PROPERItES: Increases the block volue ol ypuf shield by 24 | 

0 

[LciFd Blackwood's Buckfer 

1 Bind on Pickup 

1 2121 

1 3 38937# 1 

FROFERIl ES: Increoses the bkk volue gf youi shield by 2 7 | 

0 

1 Rattkicoqe Buckk 

1 Bind on Pickup 

2151 

i3 41981# j 

1 PROPERTIES; Shadow Resisn 7 j 

0 

\ Dracenioii Aegis of the Legion 

I Bind art Pickup 

i 2153 1 3 519509 1 

I PROPERTI ES: Inctuoses damage and healing dotre by magical spoils and effects by up lo 20 j 

0 

1 Dtocanian Deflettoi 

1 Bind oo Pickup 

2153 

J3 S2#129 1 

[ PROPERTIES; fire Resist +10, increosed Defense 1 10 1 


7ulion {toWer 

Bind oit Fkfenp 

2312 

4 88 9 26# j 

60 

Argent DeWer 

Bind on Pickwp 

' 2121 

3 65915# 

1 PROPERTIES: Dos a 1 % chance when struck in comhot of increosutg chqroe to bfock by 5(ld4 fo-i 10 sec | 


i Dorfomhire Stronggoanj 

1 Bind on Pickup 

1 2153 | 3 67 9 20# | 

j PROPERTIES: Hnlure Resist vl 0, Frost Resist +10 | 


[jWiili's Shield 

1 Bind on Pickup 

2026 

|3 2931# 1 

1 PROPERTIES: Restores 4 hecrJth per 5 sec | 

0 

Sacred Piotaclaf 

Bind on Pickup 

2121 

3 56931# 

(7? 

IronhnrkShK^ 

BiFid cm Pickup 

1603 

2 12#77# 


PBOPEiiTlES: Improros your chaiue to gel a ciiriLQl strike wilh Nolnre spells by 


















































































































































































































































































































CLOAK 


£picXipaK| 


b\ 

Hants 

Biudin-g 

Armor 

Vendor Purthose Value I 


Chronwtic Qoak [ 

Bind on Equip | 

48 |2 30#6# j 

PIJOPEETIES: Fire Reshf Shadow Resist +9, Impravps your chonce to get q cnJical strike with spells by 1 % ] 

5 ;: 

Hide of the Wild | 

BindonEquht | 

48 

2 mm 

PROPERTIES: Increases heolbg done by spelh ond effects by up to 4 2 ~| 

5 ? 

Shiffiig Cfeok | 

0rt>d on Equip | 

+8 

2 ?#7f# 1 

PROPERTIES: Increoses your chonotr to dodge on ottwk by 1% \ 


Cape of Eternal Justice | 

Bind Oft Pickup 

52 


PROPERTIES: Restores S mono pei 5 sec 

JL 

Capeafihefrinity | 

Bind Oft Pickup | 

57 

4 9® 37# 1 

PROPERTIES: locrooses doniioge and heuliiig done by medical spe% end effocts by up to 21 | 


Clock of Cbity 1 

Bind on Pickup { 

66 

7 69#6# 1 

PROPEfiTI ES: Increases beding done by spells ard effects by up to 40, Restores 8 mano pef 5 sec | 

60 

Clock of Concenfrater) Hotted j 

Bind aji Pickup | 

56 1 

3 &6#77# 1 

PROPERTl ES: Imptoves your choiite to hif by 1 % | 


{lock of [on^mpr'Qfi | 

BindoirPtckjup | 

.Ji\ 

2 mm 1 

PROPERTIES; Increoses damoge and bedlng done by ruagied spells and effects by up Id 23, Impraves yaur chance to hil I 

witfi spells by 1% 




60 

OonkofOFaconicMidrt 

■ Bird on Pkkup 

; 54 

3 12# 56# 

^60^ 

aookaffhemow 

: Bird Dti Pkkup 

ljl' 


PROPERTIES:+S0Attock Power [ 

E 

; Cloak of flames j 

1 Bind on Eqdp j 

nn 

[2.“'60#1S#"‘'’1 

PROPERTIES: Fire Resisi +1 S, Oeols 5 File damage to anyoue who siribs you wllh 0 mdee Attack 


OaakofSuiniing : 

: Bind Oft Pickup J 

i ‘3 

[6 “20#9l# \ 

1 PROPERTIES: Increases hetiling doaie by spells and effects by up to 48, Restores S mara pec S sec | 

m 

1 (look dthe Brood Lord j 

. Bind on Pickup j 

LAJ 

[5 91#|S# 1 

1PROPERII ES: Increases donwge and heabng done by nttgical spells and effects by up to 28 j 

[60] 

[ Ckdc of Ihe Devoured ] 

|, Bind on Pickup | 

ra 

[? r 43# 94 # 1 

1 PROPERTIES: Increoses damage and b^ing dona by rnagred spalls and effects by up >d 30, Improves your chance to hit I 

1 with spells by LI4 




60: 

[GMkafltreFdlonGoc! 

Bind on fkkup 


7 ■;51#74# 

60 

Clonk dI rtie Gothering Stoim 

Bind on Pickup 

S2 


1 PROPERlIES: kreoses damage and heolrng done by mogfeal spells ond effecis by up to 14 \ 

[iO 

[ Cloak of Ik Goldeti Hive 

[Bind on Pickup 

Ljl 

|4 8}#18# ! 

1 PROPERflES: Increased Defense +6 | 


1 Cloak of the Honor Guard 

1 Bind Oft Pickup 

50 

2 42#79# 1 

1 PROPERTIES:+34 Altatk Power | 

Uo 

1 Ckrdc of the Hecropt^lis 

1 Blnl on Pkkup 

6a 

a 64#39# 1 

1 PROPERTIES: Incrccses damage and bedlng done by magied spells and effects by up 10 26, Improves your chance to goto I 

Iceftkol strike with spdis hy 1%, Improves your churKe to hit wllh spells by ]% 



6Q 

Cloak of tbe Scourge 

Bind on thekup 

63 

5 98# 17# 

I PROPERTIES: +3Q Attack Power, Improves your chance to bit by 1% [ 

60 

[cloak of tk Shfftuded Mists 

j Bind Oft Pickup 

1 

h 86# 39# 1 

PROPERTIES: Fire Rcsisr +6, Hatuie Rcslsi +6 


Cloak uf the Unseen Both 

Bind Oft Pickup 

52 


{ PROPERII LS: Impmves your chance to hi! by \% 


] CycofUneiidingflfe 

I Bind on Pickup 

!¥ 


1 PROPERTIES: Inaen^ damage and beding done by magLail spells and effects by up tn ] 1 I 


1 Qonk of Dirtuld Secrets 

1 Bird on Pkkup 

S9 

1 4 68#30# j 

PROPERTIES: SMowResisr +20 | 

[60 

1 Cloak of Veiled Shodows 

j Bind on Pickup 

Lk. 

L „ 

PROPERTIES: Improves your chance to hll hy ]% 

60 

1 Cryptfiend S^k [leak 

1 Bind m Pickup 

63 

|6 I6#5f# 1 

1 PROPERItES: Inevensed Defense +7, Increases your cbance Id dodge on attack by 1 %, tmpiwes your chancB Id hit by 1% | 


1 Deothguoid's Cloak 

[ Bind on Pkkup 


|2 63#53# 1 

PRDPERlIlS: +34 Attodc Power 

[m 

1 Diagon'sBlMMlCap& 

T^nd Oft Pickup 

56 

] 3 75#37# 1 

1 PROPERTIES: Fbe Resist +5, Shadow Resist 1 5, Arcone Resisi +S ] 

60 1 Diope of benediction 

j Bind on Pickup 

152 

[2 91 #47# 1 

PROPERTIES; Increases Tianling tlcine by spehs ant] effects by up to 3) 


-£p!c£ip®g. 


LvI 

Hame 

Binding 

Armur 

Vendor Purdiose VoEue 

1 6D 1 Drupe of Unyielding Strength | Bind on Pkkup | 

[IT 

1 PROPERTIES: Impmvesyoardiiaiitetohitby 1% | 

1 61} j Drape of Vdted Secrets | 

Sind on Prekup | 

LjlT 

1 PROPERTIES: Increcrses damage and healing done by mapicaf spells and effects by up to 18 | 

{ 60 1 Elementium Ttueodod [loot | 

Sind oa Pkkup { 

59 1 

4 66#61# 

PfiOPERf lES: incieoses your choiKe to dodge an allock by 2% | 

1 60 ] Eskhandoj^s Pett | 

Sind on Pkkup | 

1 51 [2 73#70# 1 

1 PROPERTIES: linpiwes your dwtice to gel a ciiticDl strike by 1 % | 


[ Fireproof Clook | 

: Bind on Pkkup | 


1 3 26#65# 1 

FR[)PERTlES:FireR^+lB | 


GIckwI Cloak | 

1 Bind on Equip j 

61 

S Sa#45# 1 

PROPERTIES: Frost Resist+24 | 


[ GmenDragonskjft Cloak | 

1 Bind on Bekup 

54 

3 260739 

1 PROPERTIES: Notme Resist +20, Restores 4 heollb per 5 sec | 


Pirissant Cfl|)e | 

1 Bind Oft Pickup 

54 1 

[3 3D92S0 1 

1 PROPERTIES: +40 Ailnck Priwer, Imptijves your chance to till by 1 % [ 

160 ] Sandslorm [look ' | 

1 Bind on Pickup 

□□ 

5 60#24# 

1 PROPtRTI ES; Increases yaur dwrrte to dodge on attack hy 1 %, Ircreused Defetrse +6 | 

1 60 Sopflriron Drope 

Bind on Pickup 

55 

3 72#3# 

PROPERTIES: Frost Resist +6>jre Resist +6, Increases damage and healing done hy magkqi spelb and effects 
by up to 14 

1 60 1 Shroud of Dominjon [ Bind on Pickup 

□T 

1 3 25#78# I 

1 PROPERTIES: Impnwes your dwirte to gel a ciltical strike by 1 +50 Altock Power ] 


[ Shroud of Infinire Wisdom 

j Bmd on Pkkup 


□ 

1 PROPERTIES: Increases healing done by spells and effects by up to 24 | 

\w 

1 Shroud of Pure Thought 

1 Birrd on Pkkup 


U 29# 19# 1 

PROPERTIES: Iftcreoses heaSng done by spelb and effects by up tu 33, Restores 6 awna per 5 see | 


1 Shraud uf Unspoken flames 

1 Bind Oft Mup 

[52. 


\ PROPERTIES: Increases domoge ond healing done hy magical spelb and elfects by up tu f B | 

j 601 Veiloftdlpse 

j Bind on Pickup 

63 

{ 6 30# 14# 1 

PROPfRTIES: Increases duMge and heuEng done by magical spells and effects by up to 28, Docraases the mogkul 
resistcincK uf yuur spelf targets hy 10 

1 60 { Wlndsbecur Cope 

1 Bind on Pickup | 50 

2 420390 


Equipment: 


Armor 



§UPtElOK.C[DflKa 


Ivl 

Hcime 

PInchng 

Armor 

Vendor Purchase Vofee I 


Fimbaae Clorik j 

Bind an Equip 1 

19 

6#17# 1 

PROPERTIES: Fire Resist+S 

17 

Glowing bzaedsfole Cloak | 

Bind on Pickup 

20 

7#1# 

18 

J 

1 

1 

Bind on Pkkup 

20 

; ;03D0 

j PROPERTIES; Incienses henling done by spells and effects by up Id 9 | 

1 IB 1 [arelakei^s Cope ] 

: Bind on Pickup 1 

20 1 7#30# 1 

PROPERTIES: lucres heoling done by spells und effecis by up la 9 | 

19 

Sentry [leak 

1 Bind on Equip 


3#63# 

20 

Cofto of the Btoiheihood 

Bir^d an Pickup 

^ 21 

9#4[9# 

28 

Amy's Blanket 

E^nd unEqrlp 

: 23 

I3#3I# 

24 

GlDwing Thresher Cope 

Bind Oft Pickup 

1 23 

f5#23# 

28 

Bottle HoolePs Clonk 

Bind on Pickup 

L 25 ■ 

1210220 

I PROPERTIES: Increases hding dorre by spells and effects by up to 13 

1 28 1 Camiaker^s tope 

1 Bind on Pickiui | 

25 

hl#54# 1 

[ PROPERTIES: iraeuses healing done by spelb and effects by up to 13 | 

29 ^ 

Trget^irlke Mantle 

Binri on Equ^i 

2S 

24#46# 

30 

SfirgeonPs Cape 

Bind on Pickup 

26 

T2#33# 

' 30 ' 

Sergeanfs Cloak 

Etind on Pickup 

26 

130220 

—■ 

32 

TM Hooded Capa 

Bind on Equip 

27 

31#59# 

33 

WingoftheWbelpling 

Bind on B(|uip 

28 

: 34#28# 

34 

Energy Clook 

Bind on Equip 

28 

^ 36#72# 

PROPERTIES: Restores 375 to 425 mana 


1 Icy Qoak 

1 Bind Oft Equip 

29 

|37#38# I 

PROPERTIES: FraslKesisf+11 | 















































































































































































































































































































































^UPeRlOR.Qpfil^ 




^UPeUOR^npQM 




LvI 

Name 

hshm 

Armor 

Vendor Purchase Value I 

1 

LvI 

tferae 

Binding 

Armor 

Vendor PurcftDse Value 1 

3S 

Sillcy Spider Cape 

fiind on Pickup 

30 

47#99# 


55 

The Empererr's Hew Cape 

Bind on Pickup 

43 

1 45#88# 

3i 

/Aonfle of Lady Folther^eiss 

py on Pickup 

30 

40#5?# 


56 

ArchivKrCope 

Bind on Pickup 

43 

1 S79229 

PROPE RUES: Increases damago ond fieoling done bi mogBcol spells and effecis by up to 9 


PROPERTIES: Restores 4 mm per 5 m. 

3S Bailfe Heob's Cloaf! BirKtonPkkup 31 47#flO0 


56 Shroud of ArcDEie Mosiery Bred Oft Pickup 43 1 52 #23# 

PROPERTIES: Increases heciling dooe by spelb and effecis by up to 18 

' 

PROPERTIES: Improves your chance icr bit with spells by 1% 

m 

Caretoker'sCape | 

Bind cm Pickup | 31 149# 86# | 


SicweskiFiGaigoyte Cope 

filndon Pickup 

43 : 

1 529I9 ; 

1 PROPERElES: Increases liding done by spells and effects by up to 1B | 

56 

Wili'ce Cope 

Bind on Pickup 

43 : 

1 63# 59# 

41 

fifeckmetal Cape 

Eiud on futuip 

33 

63#41# 

PROPERTIES: Fire Resist+20 | 

44 

Blodflaitie Cape 

Bind on Equip 

35 

81 #52# 

57 j doak of the Cwsmos | Bind mr Pidup | 

44 |l 68#30# 1 

1 PROPERTIES; Eire Resist +5, Shadow Resisf +S | 

PROPEI5TIES: lucreases healing dotre by spelb and effects by up to 26 

45 

Sergeanfs Cope 

Bind on Pkkup 

36 

4T#73# 

57 Qoak of Warding j Bind on Equip 44 I 70 #70# 

45 

Sergeatrfs Qoak 

Bind m Pkkup 

36 

«#85# 

PROPERTIES: Introosed Oefense +5 

41 

Grovekeepar's Drape 

Bind m Prdup 

37 

91# 

m 

fluciuoting Cloak [ 

Bindontoup ] 44^ 

1 59#71# 1 

1 PROPERTIES: Nalufe Resist+10 1 

FROPERTl ES: Restores 4 heaWi per 5 sec [ 

nr 

Spritecaster Cape 

Bifid on ficknp 


99# 99# 1 

57 

Piile Moon Cloak j Bind on Pkkup j 

44 \ \ 71#94# 1 

1 PROPERTIES: Increases damage and lieolpg done by mogkol ^lls aref effects by up ro 14 | 

PROPERTIES: Shadow ResisM 10 j 


Baltfe Heobf's Clack j Bind on Frekup 

38 

96#3]# 1 

57 

PlreuKjsmal Ctoak 

Bind on Pfdup 

44 

] £4960# 

1 PROPERTIES: Increases healing done by speBs and effecis by up to 22 t 

58 

Bottfe Healer's Cloak 

Bind on Pickup 

45 

1 31#16# 

4S 

Blackveti Cape 

Bind ofi Pickup 

38 


PROPERTIES: Increases beoling done by spells and effects by up to 26 | 

4S 

Coretoker's Cape 

Bind cHi Pickup 

33 

[> 

53 j Bloodirtson Cloak ] 

: Bind or Pick# { 45 11 63# 34# | 

1 PROPEEllES: Ijicreases healing done liy spells and effects by up to 22 

Pl:OPERIfB:(iitme Resist+7 

48 

Nightful! Drape 

8 ind on Plckjufi 

33 

1 2#6f# 

s 

[cope of the Black, fiction [Bind on Pickup j 45 | 1 64# 93# ] 

49 

feotherskinCope 

Sind on Pickup 

39 

1 5#»« 

PROPERTIES:+20 Attack PCrwer 

so' 

^BfeterbaneWrap 

8 ind on Equip 

3? 

1 9#30# 

58 Ccretoker's Cape Bind ere Pickup 45 1 70# 98# 

1 PROPERTIES; Shadow Roaist +6 | 

PROPERTIES: Increases healing dcuie by spells and effects by up fe 26 j 

{ SO 1 Oonk of Fire ] Bind on Equ^ | 39 

1 12#B0# 1 

5^ 

Cbok ofRevancMon 

Birtd on Pickup 

45 

1 64#76# 

1 PROPERTIES: Fb Resist +6, Eteuls 25 Fire damoge every 5 sec to nlE neorby enemies fee 15 sec | 


CivstatelbieodedGjpe 

Bird ort Equip 

45 

1 69939 


Dark fhonlomGnpe 

Bind m Equip 

39 

I T4#89# 

1 PROPERTIES: Inaeoses datrroge and healing done by magical spells ond effects by up to 20 j 

ii 

Graverot CQ|Hf 

Bind Dir Pickup 

3? 

1 16#55# 


1 fiKlwEflvet Cape 

1 Bind on Pickup 

nr 

1 1 69# 43# [ 

' ill: 

Stoneshield Cbak 

Bind on Equip 

40 

1 15# 94# 

1 PROPERTIES: Frost Resist+10 | 

51 

Deep Woodlands Cbnk 

Bind orr Pickup 

37 

d5#85# 


j Redaubt Clook | BindoqPtdcup 

1 45 11 67# 70# 1 

1 PROPERTIES: Increoses damage and hBoliig dorte by magical spells and effecis by up lo 12 

[ PROPERTIES: lucreased Defense +7 | 

1 52 1 DtisWjol Drape 

1 Bind on Pkkup 

1 37 

j 94#44# 

58 

SergeonPs Ccqre 

Birrd on Pickup 

45 

989309 

1 PROPERTIES: Reduces damage Irani Mag 

A 

Sergemrs Gook 

Bind an Pickup 

45 

3S977# 

53 

Butcher's iferon 

Bind on Pkkup 

41 

1 32#32# 

58 

Sbudoff Prowler's Cloak 

Biftd DU Pickrfp 

45 

! 649769 

'■53 

CotreoftheftfoSolariiaiider 

Bind on Pickup 

41 

1 39#7?# 

li 

Shroud of Oomlnatian 

; Bind on Mup 

45 

1 64#76# 

1 PROPERTIES: Fire Resist+12 

58 

Forted NakkfifiQoak 

Bind on Pickup 

42 

1 45#90# 

lE 

j. Juno's Sliadnw 

{ Bind on Equip 

hi 

h 28#88# 

j PROPER!! ES: Restores 6 rnano per 5 sec | 

1 PROPERTIES: Shadow Resist +15 

1 58 j TolterfidHakbiCope 

1 Bind on Pickup 

1 42 h 46#4T# 1 

[ 53 |l Mogeflante Clonk 

1 Bind on Eqwp 

41 

h 35# 35# 

[ PROPERTIES: Restores 6 health per 5 sec 

I PROPERTIES: Fire Resist+10. Increases damage done by Fire spoBs and effects by up to 21 

60 Cfeok of the Nokkori Wonhipers 

Bind cm Pickup 

48 2 21#62# 1 

I 54 1' Gracious Cope | Bind on Equip 

j 42 1 1 42#75# 

1 PROPERTIES: Increases damage and heating done by irM^icol spells and effects by up to 23 j 

PROPERTIES: Restores 6 mm per 5 sec 

[m 

Cloak of rtreScwiai 

Bind art Pickup 

i 52 b 91#32# 1 

il 

Roydliibuncl Cloak 

Bind on Pickup 

42 

1 37«3e# 

1 PROPERTIES; Incrrreses beoling done hy spells od efTeds by up to 2 2 | 

54 

ShKiewoed Cloak 

Bind art Pickup 

42 

1 4I#16# 

m 

1 Gwfl's Embrace 

1 BsidonEqwp 

1 49 

{2 46#1# 1 

PJOPERIK: Nolure Resist+7 

PfiOPERIIFS:N(3turGtet+20 j 


j Armswake Qoak 

Erndon Pickup 

J 43 

:i SS#29# 


[m 

1 Hukkar Log Cloak j Bind on Pickup 

1 iO 1 2 53«S69 

IpRDFERIIES: +16 Attack Power 


[ PROPERTIES: 1 ncreasK heaSng done by spells and effects by up to 33 | 


j Frostwotf Advisee's ffeak 

Bid on Pickup 

43 

1 51 #55# 


60 Might of the Tiihe | Blind uu Pickup 

1 48 |2 22#41# 

1 PROPERTIES; Frost Reset +5, kreases domoge and healing done by mogical spells and effects by up to 14 


IPROPERTIES:+28 Attack Power 1 

TM 

|Frostwotf Legipjinaiie's Cloak 1 Bind Ml Pickup j 43 j 1 50# 44# 


1 60 [ OverW's Embrace 

1 Bind on Pickup I 50 

|2 51 #65# 

I PROPERTIES: Erast Resist +5, +24 Attock Power 


1 PROPERTIES; Increased OeTertse +7. fnereoses your chance to block attacks with a shield by 1 ?{i | 


1 HeftotrapeClQok 

[Bind an Pickup 1^3 M ' 42#33# 



1 Zidiorrligeihide Clonk 

leindonFrckap 

48 

[2 169S69 1 

] FfiOPERTfES: Inifuoves your chance b get a crtticaf strike wife spells by 1% 


j PROPER! 1 ES; Improves your chance to bit by 1 % | 

& 

1 Ony^iio Scale Cfeuk 

jfiy on Equip { 43 

[l SI #98# 


[60 

1 EartirweQVB Cloak j Bind on fidcup 

1 44 jl 64#9# 1 

1 PROPERTIES: Fire Re^r +16, Ptotects the wearer from being fully engulfed by Shadow Eteme 


PROPERTIES: tmpraves yonr chance to hit by 1% 

55 1 SloriKpikc Sage's Gook 

BindonFickup 

43 

1 52# 9# 


60 ShraiKlaftheEjfile BindonPiAup 45 1 78#55# | 

1 PROPERTIES: Frost Rcs^ +5, IntreosES domoge and heoTing done by mugicaf spells and effects by up to 14 

■ 



|Stompike Soldier's Cfeflk 

Bmd on Pickup 

43 '1 SI# 



PROPtRIlES: FfOsJ Resist +5, +24 Attack. Power 


































































































































































































































































































































































AXES 


^IC. ONe-H^ND 



Lvf 

Home 

Binding 

DPS 

Oomoge 

Speed 

Vendor Purchase Value 1 

42 1 Flurry Axe | 

BlrxiOnnckup { 

35.3 J 

Physkd37—69 | 


2 96# '27# 1 

PROPfRTiES: Grants 1 extro ottock on your next swing 

52 

Axe of the Deep 

Woods 

Bmi On Pickup 

41.5 

Ph»sie(il78—H6 

2.7 

5 41#23# 

PROPERTIES: Blosis a forget for 90 to 126 Nolure riomoge, Moin bond Weopon 

60 

Ancient Hokkori 
/Moyer 

Bind On Acquire 

49.8 

Physicol69—130 

2 

9 80#86# 

1 PROPERTIES: Steals 48 to 54 life from lorget enemy | 

60 

Blessed Qirc^i 

V/of Axe 

Bind On Acquire 

60.6 

Physical 110-205 

2.6 

1 

16 40#74# 

PROPERTIES: Improves your chance to get a critkol strike by 1%, +14 Attock Power 

60 

Crui'shotukh, Edge 
ofChoos 

Bind On Acquire 

62.8 

Physical 101—188 

2.3 

18 21 #48# 

[PROPERTIES:+36 AttTKk Power | 

S 

1 Deothbringer j Bind On Acquire | 56.4 | Physical 114—213 | 

2.9 

13 48#32# 1 

1 PROPERTIES: Seruis a shadowy bolt at the enemy causing 110 to 140 Shadow damage j 

60 

Doom's Edge 

Bind On Acquire 


jPhysicol83—154 

2.3 

10 60#98# 

^ J 

Grand Worshol's ^ 

Hofldoxo ] 

Bind On Acquire 

59.5 

1 PhyskoJ 138—20/ 

2.9 ! 

< 

5 

PROPERTIES: Improves your chonce to get a criticol strike by 1%, +28 Attock Power 

! Hatchet of Sundered ? «■ ,« a ■ 
60:. iBmdOnAcqwre 

i Bone 

65.4 

jphysi(0in9—221 

1^6 |7l 37«75# 

PROPERTIES: +36 Altock Power, Improves your chance to get a critical strike by 1% 

60 

HighWcrlord's 

Qeover 

1 Bind On Acquire J 59.5 ' 

L 1 

UyskollBS—207 i 2.9 

S 2r$2S« 

PROPERTIES: Improves your chonce to get a critkol strike by 1%, +28 Attock Power 

i 51.5; 

pysiCQl 86—161 

UL 

r 

PROPERTIES; Restores 3 mono per 5 set 

L 

1 Sickle of Unyielding 

1 Strength 

! 

1 Bind On Acquire j 51.4 

iphysicof/S—141 



PROPERTIES: IrKreosed Defense +4 


l»up(ayoELONt—HftNi) fjxes 


LvI 

Nome 

Binding 

OPS 

Damage 

Speed 

Vendor Purchase Value 1 

0 

Serpent's Tiss 1 

Bind On Pickup | 

13.4 

Pfiyskol 23—44 | 


16#86# 1 

1 PROPERTIES: Poisons forget lor 7 Noture domoge every 3 sec for T 5 set j 

[id 

Guillotine Axe j 

Bind On Pickup | 

1 iH 

Physicol28—53 | 


24#52# 1 

1 PROPERTIES; /AoinHoTHi Weopon | 

18 

Razor's Edge 

Bind On Pickup 

15.2 

Physicol25—48 

2.4 

25#89# 

20 

Bulcher's Cleover 

Bind On Acquire 

; 16.2 ^ 

-Phystiil23—32 


33# 

20 

Grimelow 

Bind On Pickup 

16 

Physical 22—42 

2 

33«3;« 

1 PROPERTIES: Sends a shadowy bolt of the enemy cousing 30 Shodow domoge j 

22 

Axe of the Enforcer j 

Bind On Pickup | 

ITT 

Physical 31-58 

2.6 

39#37# 

25 

Bearded Boneaxe j 

Bind On Pickup j 

18.9 , 

Physical 25—47 

1.9 

51 #43# 

1 PROPERTIES; Moin Hand Weapon 


Heodsplitter 

Bind On Pickup 

18.9 

Physkal 30—57 

2.3 I 

56#5# 

25 

Viroljlode 

Bind On Pickup 

19.1 

PhyskDl21—40 

1.6 

S2#88# 

1 PROPERTIES: Phnetures torget's ormor lowering it by T 00 | 

31 

Pronged Reover 

Bind On Acquire 

24 

Physical 40—75 

2.4 

97#88# 

32 

Stalvon's Reaper 

Bind On Pickup 

24.8 

Physical 50—94 

2.9 

1 6#82# 

1 PROPERTIES; lowers all ottiibufes of target by 2 for 1 min 


1 Steelctow Reaver 

1 Bind On Pickup 

25.8 

lPhvskol32—61 


h 12#90# 1 

PROPERllES: Moin Bond Weapon | 



|iupeKL 0 R^Oj(t~H®n f|xe§ 

■ 'N 

Lvi 

Nome 

Binding 

OPS 

Domoge 

Speed 

Vendor Purchase Volue 1 

33 

Shovelphloiige's 

Mining Axe 

Bind On Pickup 


HiyskolSO—94 

2.8 I 

1 13#80# 

1 PROPERTIES:+10 Attock Power j 

34 

Sickle Axe 

Bind On Pickup 

26.5 

Physkol 48—90 

2.6 

1 16#85# 

40 

Curve-bloded Ripper 

Bind On Pkkup 

30.3 

Physkal 40-75 

1.9 

1 97#78# 

1 PROPERTIES:/AoinHQr>d Weapon [ 


Digmoster 5000 | 

Bind On Pkkup | 

30.3 

Physkal 38—71 [ 

uj 

1< 8S#60# 1 

1 PROPERTIES:, Punctures targePs onrwr lowering it by 100 | 

43 

Winter's Bite 

Bind On Pkkup 

32.1 

Physkol 47—88 

2.1 

2* 47#48# 

PROPERTIES: lounches a bolt of frost at the enemy cousing 20 to 30 Frost domoge ond slowing movement speed by 50^ 
for 5 sec, Main Hand Weapon 

0 

Ripsaw 1 

Bind On Acquire j 

33.3 

Physkol 63—117 | 

2.7 

2> 88#53# 1 

1 PROPERTIES: Wourxis the torget for 75 demoge, Moin Hood Weopon j 

S 

Ribsplitter | 

By On Pickup | 

35.2 

Physkol 66—124 [ 

2.7 

3 >53#32# [ 

1 PROPERTIES: +10 Attack Power. Main Hond Weapon j 

48 

Axe of Rin'p 

By On Pickup 

35 

Phvsicol46—87 

1.9 

3< 47#5# 

50 

Grizzle's Skinner 

By On Acquire 

36.5 

Ptiyskal61—114 

2.4 

3 67#52# 

[PROPERTIES: Main Hand Weapon [ 

0 

[Down's Edge j 

[ Bind On Pickup | 

36.4 

[Physical 53—100 | 

lJ+J 

3 60#44# [ 

PROPERTIES: Improves your chance to get a critkol strike by 1% 

0 

1 Tooth of Eronlkus | 

[ Bind On Acqmre 

37.1 

|Physicol62—116 [ 

2.4 

[3 88#1# 1 

PROPERTIES; Improves your chonce to hit by 1 %, Mon Hand Weapon | 

0 

1 Wraith Scythe 

[ Bind On Acquire 

hM 

[ Physkol 57—106 

2.2 

[4 7#32# 1 

PROPERTIES: Steok 45 life horn forget eryemy, Moin Hand Weapon 

52 

Sod Breaker 

Bind On Acquire 

37.5 

Physicol 42—78 

1.6 

4 41 #42# 

1 PROPERTIES; Target enemy loses 12 heotlb and mono every 3 sec for 30 sec. Mom Hond Weapon j 


1 Rivenspike 

1 Bind On Acquire 

38.1 

|physic(ii77—144 

1 2.9 

|4 41#6# 1 

1 PROPERTIES: Punciwes torget's ormor lowering it by 200. Con be opplied up to 3 times 

0 

1 Demonfoik 

1 Bind On Acquire 

1 38.9 

[physkol 76—142 

2.8 

[ 4 50#85# 1 

1 PROPERTIES; Transfers 10 beolth every 5 seconds from lire target to the coster for 25 set, Main Hond Weapon | 

55 

Hedgecutter 

Bind On Acquire 

39.5 

Physkol 60—90 

1.9 

4 74#43# 

56 

Serothil 

Bind On Pickup 

40 

Physical 53—99 

1.9 

5< 39#57# 

PROPERTIES: Armor TOO 

57 

iceblode Hocker 

Bind On Acquire 

40.8 

Physkal 57—106, Frost 
1-5 

2 

5- 66#83# 

mPdaiES: Main Nond Weopon 

5^ 

Bone Slicing Hotchet 

Bind On Acquire 

40.6 

Physkal48-90 

1.7 

5/:'24#27# 

57 

Sodrendcr 

Snd On Acquire 

40.8 

Physical 71—133 

2.5 

5 2a96« 

PROPERTIES;+28 Attock Power 

0 

1 Annihilotor 

1 Bind On Pickup 

41.5 

1 Physicol 49—92 

nz: 

|5 71#50# 1 

PROPERTIES: Reduces an enemy's armor by 200.Stocks up to 3 times. Main Hand Weapon 


1 Dork Iron Destroyer 

[ Bind On Pickup 

[42.7 

1 Physicol 71—134 

M 

|6 39#73# [ 

\ PROPERTIES: Fire Resist +6, Moin Hand Weapon [ 

60 

Frostbite 

Bind On Acquire 

42.6 

Physicol 80—150 

2.7 

6 39#99# 

60 

Zulion Hocker 

Bind On Pickr^ 

42.7 

Physical 71—134 

2.4 

6< 9#51# 

[ PROPERTIES: Increased Axes +2 | 


Windreoper 

Bind On Acquire 

39.3 

Physicol 63—118 

2.3 

5 14#18# 

PROPERTIES: Inflicts Noture domoge every 2 sec for 20 sec | 


€j>ic T^vq^Hsinp 


Lvi 

Nome 

Binding 

DPS 

Damage 

Speed 

Vendor Purchoso Value 

0 

Fiery War Axe 

Bind On Pkkup 

40.3 

Physicol 93—141 

2.9 

2 15#28# 

[ PROPERTIES: Hurls o fiery bdl ihot causes 155 to 197 Fire domoge ond on odditionol 24 domoge over 6 sec [ 

0 

1 Kong the Decopitotr 

K 1 Bind On Pkkup | 

47.4 

|phv5icoll36—205 

3.6 

14 45#80# 1 

[ PROPERTIES: Wounds the target causing them to bleed for 560 domoge over 30 sec | 

0 

1 Brain Hocker 

1 Bind On Pickup 

56.7 

I%sical95—143 

2.1 

7 90# 64# 

[ PROPERTIES: Wounds the target fw 200 lo 300 domoge ond lowers Intellect of target by 25 for 30 sec j 

0 

1 Treont's Bone 

1 Bind On Acquire 

1 59.4 

1 Physical 128—193 

0 

[9 '67#48# 1 

1 PROPERTIES: Improves your chonte to get o criticol strike by 2% 


[ Dork Edge of insanity | Bind On Acquire 

86.6 

1 Physkol 242—364 

0 

126 6S#69# [ 

PROPERTIES: Disorionts the target, causing it to wonder aimlessly for up to 3 sec 




































































































































































































































































































































































<^IC Tw~Hfpo 


bJ 

Hame 

Brndiog 

OPS 

Oaroiage 

Speed 

Vendor Purdtose Value 

M 

Orccank Avenger 

GindOaMeJ 

AE.l 

fkpitol 174—262 

; 3.2 

13 SO#36# 

PROPfRllES: Inaeoses your (knee Jo pewry on cFttock by 2% 

m 

Drake Taloit Cfsover 

Gied On Acquire | 

73.4 

Fbysicof 1 ’300 | 

■JA 

;1B 3#12# 1 

FR0PER!IES: Delivers d fatal would for 249 damage 

60 

Groi^d ^AaiskPs 
Surderer 

£y On Acquire 

77.4 j 

IViciil535—353 

3.3 

5 72# 27# 

PROPERTIES: Improves your thoiifc to gel o (rirical strib by ]% 

60! 

1 

Higb WflrW's 
BaflteAne 

Bind On k.qm 

77.4 

j Eltyskcl 235—353 

3.8 

1 

5 74948« 

PPOPERIItS: Improves youi cknee to get a critical strike by ]% 

id 

J 

Nejot2ek, lb Bkjod 
Drinker 

BindOrtkjuiie 

68,2 

P11VW1I202—303 

3J 

14 7)ffG09 

1PPOPERTIES; Steals 141 to 163 life from target ererrry | 

m 

{ NighHial! 

1 Bind On Pkkup 

U’ 

1 Physical 187—282 

hi 

h2 91#12# 1 

1 PROPERTIES: Spell damage lobn by target increased by 1 % for S sec | 

[¥ 

Seveiaite 

Bind On Ac^tuire 

[^.8 

Physical 235—354 

I 3.6 

24 ]5#20# 1 

1 PffOFE RUES: tmproves your cknee to gst o critical strike by 7% ^ 

UO 

1 Spinol Reaper 

1 BindOnActtuire 

[UJ 

1 Ph‘y5iccil2G3-305 

Jh 

[ 17 90# 67# I 

PROPERTIES: Restores 150 mona oc 20 rage when you Ull 
once every 10 seconds, +34 Attock Posver 

G torget that gives experietico; this effect cannot occur more than 


^UPgRlQH^T\vo~H^ff) ^X€i§ 


Lvi 

Weme 

Gincbng 

DPS 

Damage 

Speed 

Vender Purthose Vntue j 

15 

Boflhn^s Fang 

Bind On Picbip 

17.6 

Pltysical 35—53 

2.5 

2O#04# 

is' 

Prospector Axe 

Bfad On Pickup 

17.5 

Plrysicul 33—51 

2.4 

27»5# 

le 

Higlit Reciver 

By On Pickup 

19,7 

Physical 52—70, 

Shadow 1—5 

3.3 

30#66# 

1 PRO PERU ES; Sends a shado'^y bolt nt the enemy tflusirg 60 ta 90 Sbodow damage | 

18 

laskiMSter Aise 

Bird On Acquire 

19.6 

Pbyskol 42—64 

2,7 

30# 79# 

20 

; IJie Ane of Severfrsg 

Sind On Acquire 

21 

Physical 50—76 

3 

42#13# 

21 i 

ITilhiwim 

Bind On Pickup 

21,7 

Ptiystfni 55—84 j 

3,3 

47#71# 

1PROPE RTIES: Wounds the target (ausing them la bleed lor 100 domogc over 30 sec 1 

23 

Supercharger Bottle 

Axe 

Bind On fkkup 

! 23 

Physical 51—78 j 

2.8 

S4«33« 

PROPERTIES: Blasts o torget for BO to 100 tlolure do mage 

0 

Blood^ilk 1 

■ Bind On Pidup | 

‘ 26.7 

PhvsknlS?—S7 | 


?8#74# 1 

1 PROPERTIES: Wounds the torgot causing lliejn to bled for 130 damage over 30 sec | 

S 

j Burning War Axe | 

Bind On Piebp | 

27.7 

Physiicol73—110 | 

3.3 J 

: 37#56# 1 

I PROPERTIES: Hurls o fiery ball tbot couses 86 to 110 Fire damage ond on addiknal 18 damage over 6 sec \ 

29 

Corps^ker 

Bind On Acquire 

28.9 

Physical 88—132 

3.8 

99«30« 

32 

Tbemiaplugg's 
left Arm 

Biitd On Acquire 

32.6 

I1iysicot70“106 

2.7 

l''35#6a# 

34 

A^ansbyctf 

Bind On Picbp 

34 5 

Physical 80—133 

3.2 

l-*.5a#7S# 

|PR0PER1IES:+38 Attock Power 

0 

1 Hellslover Bottle Axe 

[By On Pickup 

34.5: 

1 Physical 02—124 

1 2.9 

|l ■.72#9# 1 

1 PROPERIIES: +66 Attock Pctwer when figfiring Ondead | 

35 

ObskBon Cleavet 

Bind Oit Pickup 

35.6 

flipwl!4—HI 

3.3 

1 689V59 

37 

Roveger 

Bind Or Acquire 

’ 37,3 

Physical 104—157 

3,5 

1 89923« 

] PROPERTIES: Vou attack cl nearby enemies for 9 sec causing weapon damage plirs an additiaiwl 5 every 3 sec | 

[39 

1 

1 

I 

1 BiiidOnfkkup 

38,9 

1 Physkd 124—187 

1 ^ 

h I4#89# 1 

1 PROPERTIES: Delivers a fflfnl wound for 250 to 3 SO damage | 

40 

Bonebiter 

Bind On Acquire 

38,8 

Fhyskd 105—159 

3.4 

7 . 34«769 

40 

Whirlwind Axe 

Sind On Acquire 

36.6 

Physfcol 102—154 

3.6 

1 :67#66# 

43 

Executioner's Cleover 

Bind On Prekup 

41.8 

PhysM 127—191 

3,8 

3 I9«67« 

[pROPE RTIES: Improves your chance to hit by 1 % | 

44 

Tk AAirariciur 

Bind On Pfeibp 

42.7 

PfiyskciJ 109—164 

j 3.2 

3 40«67* 

48 

Gotorifite Axe 

Etind On Acquire 

45.8 

Physical 117—176 

3.2' 

4-29#51# 

1 PROPERTIES: Wounds Ibe target causing them to bleed for 230 damage over 30 sec ] 

0 

Bleokwaud Hew 

Brad On Pickup 

46.S 

1 Physical 100—ISl 

! 7.7 

l4-61#54# 1 

PROPERTIES: Enemy is jnflkfed wjtfi Ik Blsokwood Curse rfioi redwes ffieir megfe resisiances by 25.Catt k appbd up to 

3 times 


iuPe-RIOH^Two—H^D fixes 


LvI 

[luctta 

ISHIH 

DPS 

Damage 

Speed 

Vendor Purchase Value 1 

51 

Angerfotga's Battle 

Axa 

Bind On Acquire 

48,1 

Pli'ysicallOO—150 

2.6 

4. '38#32# 

51 

: lard tennder's 

Battle Axe 

Bind On Rckup 

48.1 

ftp^Sioil 123-185 

3.2 

4 96#4Q# 

_ 

52 

M Iron Sunderar 

BindOnP.ckup 

48.8 

Phy Sid 101—153 j 

2i 

i5^'12#25# 

1 PROPERTIES: Reduces largets armor by 300 for 20 sec 

53 

The Nicker 

Bind On Acquire 

49.8 

|Physd 159-239 

4 

15- 49#24# 1 

1 PROPERTIES: Wounds the target lor 50 to 150 damage and tfeals on qddttianpl 6 daraoge every 1 set for 25 sec i 


1 WnvBslker | 

1 Bind On Acquire 

1 497 

Physlcot 123—185 


[ 5 ->51 #09# 1 

PROPERTIES: Impravcs yout cbancE la get o critid stifte by ]% 

54 

Dreadforga Retflliatcn 

Bind On Acquire 

[ 50.5 

Physico[l49—2Z5 1 

3.7 

[5 -.81 #3# 1 

[Properties: IncreasES yaur cknee to parry an ottack by }%, Improves your chance to get n crilkol strike by 1\ +30 1 

1 Attock Power 






0 

1 Gravestone War Axe 

Elind Ora Acquire 

[ 53.1 

Physical 144—217 

1 3.4 

6 67# 54# 

1 PROPERTIES: Diseases tmget enemy for SS Nature damage every 3 sec for 15 set ] 


1 Malicious Axe 

[Bind On Acquire 

52.9 

[Physical 131-197 

U’ 

16 789449 1 

|PliOPfl!IIES:t26JtHickP(imr | 

0 

Arcarfte Reojwr 

‘ Bind On Pickujp 

1 53,0 

R-r^ical 153—256 

3.8 

7 30#36# 

IpROPERlfES:+62 Attack Power 

[60 

[ Gri'lek's [arvar 

1 By On Acquire 

[58.5 

! Physical 182-274 

3.9 

10 85#11# { 

1 PROPER! 1 ES: s-l 17 Attack Phwer 'when fighting Oragontin | 

m 

I Zulian StoneAxe 

[Bird On Acquire 

58.6 

! Physical 131—197 

2.8 

|3-78#68# 1 

; PROPERTIES: ■( 44 Atladc Power, Impraves your dance to gat a aifical strike by \% 


BOWS 

■ — ■ - - 

6-pir. ]5(W5 


Lvi 

Kerae 

Binding 

DPS 

Oomap 

Speed 

VerHfer Purchase Value ] 

F 

Saw oT Searing 

Aironvs 

; Bind Oa fytup 

25 

Ph^icof 47-..^3 

2.7 

1 479229 

1 PROPERTIES: Chance to strike yaur ranged target v/itfi tj Seating Anew far 13 fa 26 Fire Jamage | 

N 

tTumcema ] 

lEind E^ Pitkrip j 30,3 | 

Fbysjcpl 34—63 | 

: 1,6 i3 20#32# | 

1 PROPETfllES: thaiice ta strike yaur target with 0 Erast Ariaw Tor 31 la 4 5 Erast damage | 

''6G|l Baw, of Tout Smew ] 

By On Acquire 38,6 l^yacal 59—111 

; 2 , 2 ! 

7 65#70# 1 

1 PROPERTiES: Nature Resist +8, +22 Aiiock Power | 

60, 

1 . ■... 

' Ginir,d Marshal's ] 

^flclseyc 

By On Acquire j 

46,1 

Physical 66—100 

1.8 

3 47#31# 

f^OPERTl ES: +36 ranged Attack pQ'wer | 


1 Hearlstrlker ; 

[fiy On Acquire | 

1 44 j Physical 80—149 j 

2.6 jlO 46#9# 

1 PROPERTIES:+24 Atladc Po'WEf | 

60 

High Worioid's 

Recurve 

Bind On Acquire 

1 

j Pb'^sical66—100 

1.8 

3 499979 

j PRO PE RTIES: +3 6 ronged Attack Pa vrar | 


Huhutan's Sringac 

Bind On Acquire 

46.3 

Physical 37—163 

2.7 

11 ^9#21# 

60 : 

MiomSokiiris Sring 

Bind Orr AiCqaire | 

37.5 

Physical 68—127 


:6 49#?2# 

60 

Rhok'Eislflr, iongliow 
of the Ancfent 

Bind On Acquire 

; 44 

Physical 39—166 

2,9 


I PROPE RUES:, improves your chance lo get a crifcnl strike by 1 +17 ranged Attack Power | 

1 60 j Sautstririg j Bind On Acquire [ 50,9 

[phy^icpilOS—192 

2.9 

j 15 75# 20# 1 

PROPERTIES: Impiovas your cboiKe to get a crilfd stiSce by 1 %, +16 Attack Phwer ] 

60 Slriker'sMnrk 

M Oit Acquire 

1 39,6 

PkisicoU?—129 

2,5 

7 579489 


FROPERIIES: +22 Attack Powier, Improves your chtntB lo liir by 1 % 




ivl 

Name 

Binding 

DPS 

Damage 

^eed 

Vendor Purchase VoJua 

IS 

: Outrider's Bow 

Bind On Acquire j 

1T71 

PMcnl 19—37 

2.4 

169259 

13 

Otihuji^eris Bow 

BrndDiyAcquMe j 

lU : 

Ffrysied 19—37 

9.4 

189259 

20 

Ranger Saw ; 

Bind On Pickup 

12.6 

Physral 23—45 

2J 1 

24#2I# 

27 

■ darpyciaw Short Bow 

8yOe Pickup i 

16,1 

Physical 20—38 

1,0 

47#65# 

27 

Nighfstalker Bow 

Bind Qit Acquire 

16.2 

Physcai 19—36 

17 

50#86# 

20 

Outrider's Bow 

Bind On Acquire 

16.7 

l%sstol2S—52 

2.4 j 

51#32# 
























































































































































































































































































































































































§upeKLoiLl^ow§ 


Lv[ 

Keme 


Domnge 

Speed 

Vendor Purchase Value ] 

2 a 

Outrunner's Bew 

Bind Qfl Acquire 

16.7 

Phpcol28—S2 

2.4 

61932# 

3^ 

Skystribf Bow 

BindOti Pickup 

20.7 

Physical 30—S7 

2.1 

89# 35# 

36 

Monolithic Bow 

Bind On Pickup 

21.9 

Phy5icQt4l““77 

lIL 

M2#75# 

38 

Outriders 6ew 

BindOnAquare i 

22.7 

Phpito!38—71 

2.4 ; 

1 T?#24# 

33 

Outrunner's Bow 

Bind On Accjuire 

22.7 

Ph»sioil33—71 

2.4 

!■ 19924# 

42 

Needle Threader 

BindOriRckup 

24.5 

Ph»S(ill34—64 

2 " 

1 66994# 

42 

Stiegirig Bow 

Bind On Pickup 

24.5 

Physkd 36’-”67 

2.1 

1 729499 ' 

PR0P.ERTfES:+14JyiackPow | 

48 HMirjdffflEfer's Eqw Bind On Acquire 211 

Physkul 34—64 

1.8 2 : 44933# 

PROPERTIES: Attack Power ircioosod by 24 when fgbtina Eecisls | 

48 

Ourrider's Bow i 

Bind On Acquire 

27.5 

Physical 46—^86 

2.4 ' 

2- .41#17# 

48 

Outrunner's Bow 

Bine On Aqinre 

27.5 

Physical 46“^6 

lA \ 

2 41#17# 

SO 

Gryplnnwiirg Long 

B«w 

Giml On Pkkup 

28.3 

PhysicoISS—IQD 

2.7 

2-79#90# 

51 

Verdant Keeper's Aim 

Bind On Acquire 

,27.3 ' 

Pliysiai53—100 

2.8 

2 6D#46# 

PROPERTIES: Oionce lo sitike your ronged taigpr wilfi Keeper'^ Sting for T 5 to 2 T Hohiio domnge | 

1 53 j Sdtyils Bow | Bind On Acquire [29.8 

1 Physical 50—73 

12-4 |3 27#8S# 1 

1 PROPERTIES: Impfoues yow (hgnce to htt by 1 % | 

[s^ 

1 Riphoot 1 ind On Acquire 130.2 [ PluysTcai 46”^ J 

1 2.2 |3 63# 18# 1 

PROPERTIES:+22 Atttick Power 

iL 

Deep Sirike Sow 

Bifid On Asqulro 

30.7 

FhysicatSB—108 

1 2,7 

3 73#36# 

ss 

Screechng Bow 

Bind On Acquire 

30.7 

Physical 70™?! 

2.3 

3 83#2# 

|PROPfRTiES: Shadow Resist+10 | 

ii 

Ancient Bone Briw 

Bind On Acquire 

31.3 

Physkel 61—114 

2.8 

3-70#94# ] 

56 

A^aigen's Long Bow 

Bit^d On Acquire 

31.2 

Ptiysicd 63—-113 

2,9 

3 73#62# I 

PROPERTIES:+20 AtiBtk Power 

ii 

Eagiehoffl Long Bow 

Bind On Pickup 

32.2 

Physicol 40—76 

1.8 

4 2793# 

ii 

Outrider's Bow 

Bind On Acquire 

32.3 

Physical 54^101 

2,4 

4 '40#11# 

ii. 

Outrunner's Bcw 

Bind On Acquire 

32.3 

Pliyaciit54-10t 

24 

4 ll#91# 


Hoodoo Hunting Bow 

Bind On Aqinro 

35 

PhysicDt 68—128 

2.8 

S' 679B39 

60 

Gcrewoad Baw 

Bind On Acquire 

31,8 

Physical 55—104 

2.5 

4 14#51# 


CROSSBOWS 




Lvi 

Nome 

Binding 

DPS 

Damage 

Speed 

Vender Purchase Value 


Ashpe'thuE Crossbow 
of Smiling 

Oinl On Acquire 

; 45,6 

PbysK(dT24—186 

3,4 

,11 15#46# 

1 PROPERTIES: +36 ranged Attack IWer | 

60 

Gosskwof 

Imminent Oaam | 

i 

Bind On Acquire 

41.6 

j physical 103—155 

3,1 

9 34#11# 

\ PROPERTIES: Improiies your chunce to hit by 1 % ] 

'60 

Grand MorshaPs 
Repealer 

Giimf On Acquire 

46,4 

Physicol 107—162 

2,9 

3 51 #30# 

PROPERIIES: +36 ranged Attack Powh 

60 

High VEarioid's 
Crossbow 

BN On Acquire 

46,4 

PlnwHin07-162 

2.9 

3 52#59# 

1 PROPERTIES: +36 ranged Attack Power | 

[60 

1 Neiubian Slavurriaker 

1 Bind On Acquire 

1 57.2 1 Physicol 128-^238 

3.2 ]21 T8#49# | 

1 PROPERTIES: +24 Attock PCiwer, Improves yaur chance to get a critical strike by 1 % j 


Pnlisbed tronwaad 
Crossbow 

Bind On Acquire 

4T 

Fhysioil 101—153 

3.1 

8 |6#72# 

PRDPERIIES: Nature Resist+7, +2 4 Attack Power | 


JiupeEU(:)K.Cpo^ix)w§ 


LvI 

NuniQ 

Binding 

.DPS 

Damege 

Speed 

Vernier Furchose Value 

v\ 

Ciysleipine Stinger 

BitMl On Picbp 

15.9 

Pbyskol 35—54 

2.8 

479299 

35' 

Swihwind 

Bind On Pickup 

2T,3 

Physical 34—51 

2 

969309 

43 

Skull Splitting 

Crossbow 

Bind On Fkkup 

25.2 

Physical 52—79 

2.6 

1: '78#92# 

PmTlES:+14Al!DckFow 


§UPe:RlOR.QRQ§§&pW§ 


ivl 

Home 

Binding 

OPS 

Damage 

Speed 

VendEK Purchase Volue 

3 

Heartseekiug 

Crossbow 

BN On Pickup 

23,9 

Pliysiral?!—IOB j 

3.1 

2 .94# 44# 

PROPESfflES: Chance to slrike your ranged targetwith a SlinAwholt for 13 la 19 Shadow damage 

0 

Blackciow 1 

Bind Oi) Acquire | 

30.3 

|PMcdI77—117 1 

3.2 

3' 60# 55# 1 

PROPERTIES: Imprcnres your chance lo bit by 1 % | 

56 

Carapace Spine 
Crosshew 

Bind On Icquire 

31.2 

Ph^si[ol82—124 

3.3 ' 

3' 75#93# ' 

57 

Sterveshaner 

Bind On Acquire 

31,7 

PhysiccJ73—111 

"IT" 

4 199239 

] PROPtETlES: InciGosfid Crossbows +4 | 


Bloodseeker 

Bmd On Acquire 

32.3 

HysitalBS— 12 s 

3.3 

4 41 #71# 

60 

Fahrad's Reloading 
Repeater 

Bind On Acquire 

33.3 

PltyskolBS—123 

3,2 

4 57#28# 

PROPERTIES: Improves your chance to bit by 1% 



Equipmehr 


Armor 


DAGGERS 


Weapons 



j£p!C 


LvI 

Name 

Binc^ng 

DPS 

Damcge 

Speed 

Venefor Purchase Value 1 

H 

Gut Ripper | 

Bind On Pickup | 33.9 [ Physical 42—80 [ 

’■8 

2 70#31# 1 

1 PROPERTIES: Wounds the target for 95 to 121 doraoge j 

48 {Siiudowblqde 

Bind On Pickup 

38,9 

Physical 38—7T 


4 67# 10# 1 

1 PROPERTIES: Sends a shadowy boll at the enemy causing 110 to 140 Shadow damage | 

! 58 j Alcor'sSunrojor [ 

Bind On Pickup | 

45.4 1 

PhysIcoMl-77 | 

1.3 

.7 87# 72# 1 

1 PROPERTIES; Fie Resist+10, Blasts a target for 75 lo 105 Foe domoge | 

] 58 1 Felstriker | 

Bind On Acquire | 

45.6 1 

Physical 54—101 | 

1.7 

7 56#24# 

1 PROPERTIES; All alttitb ore guoranted to iand oinf will be crilicol strikes for the next 3 set [ 

S 

Black/hniresty | 

Bind Oil Pickup | 

47,8 

Pbyskol 53-100 | 


9 , 2fl#96# 1 

PROPERTIES: Reduce your threat to the current target moking them less likely la attuck you | 


Blessed Qlraji Pugio I 

Bind On Acquire | 

60.6 1 

Physical 72—134 I 

:.J+ 

16. 52#47# I 

1 PROPERTIES: 1 mproves your chance lo get a critical strike by 1 % Impwmjs your dwiKe to hit by 1 %, +18 Attack Power j 

1601 ClDwofChremoggus | 

Bind On Acquire | 

58.3 

i Physical 61—114 | 1.5 : 

115 2T#4# 1 

\ ^RGPERTI ES: Increases damage nnif healing done by nu^cal speDs and elTeds by up to 64, Restores 4 mana per 5 sec | 

] 60 1 Cora Hound Tooth | 

Bind On Acquire | 

51.3 

Physld 57—107 

i+. 

[lO 92# 75# 

1PRDPERH ES: Improves your cbnnte te get a chtkul strike by 1 +20 Attack PCiwer | 

60 

Bugger of Vrdicd 
Shmiaws 

BN On Acquire 

51,7 

! 

Physkol 65—121 ; 

1.8 


1 PROPERTIES: IntfHmras your dunce to hit by 15a I 

[iO 

Death's Sting | 

BindOnAcqoim | 66.4 

Phyacal 95—144 

1.8 

120 69#67# 1 

1 PROPERTIES:+38 Attack Pewer, tnereosed Dog^+3 | 

60 

Dfogonfang Blode 

Bind On Acqrriro 

55.3 

Physical 69—T30 

1.8 

13 ?#7# 

60 ^ 


;fiindOnA(qup 

; ■ 

+VSi!Ilii’^'l2^' 

, ].8 


PEDPERTI ES: Blasts the enemy with ocid for 87 to 105 Nature damage | 

[ 60 [ Feng ol tk Poceless {Bind On Acquife = 

[ q?.? 1 F^yskal66—123 j J,9 } 10 ' 

1PROPEiniES; Impioyes your dunce to get o critical strike by 1 %, +28 Attack Fewer | 

1 60 f of the Mystics | Birrd Qn Acqumr 

[sir 

[Plry5kai54—101 | U f 10 93#7^ 

PROPERTIES: Inqproves your chance lo get a critical strike with spells by 1%, Riestores 4 mono per 5 sec, Increases danioye 
and healing done by magkol spells qihI effects by up la 40 

{ 601 Gforfd Marshal's Dick 

{ Bind On Acipre 

[ 59.5 '{Physical 95—143 f' 2 | 4 ^ 84:^ 58^ ' ] 

PROPERTIES: Improves yeur chonce to get a crilfcol strike by 1%, +28 Attack Power 

60 

1 Grotid Matsfrai's 
[MageblrMfe 

Bind On Acquire 

j 59.5 

Physied 95—143 

2 

T4'56#71^ 

PROPERTIES: irereuses damage and beding done by magical spells and effects by up to 72, Improves yeur chonce to get a 
critical strike with spells by ]% 

[ 601 Outgare Ripper 

1 Bind On Acquire [ 50.6 f?hyatd63—119 f 1.8 llO 44#72# j 

PROPERTIES: Sends 0 shadowy boll ot die etKiiry causing 75 Shodew dpmuge and lowermy nil slahs by 25 fbr 30 sec 

160} Harbinger of Deorn 

J Bind On Aofire 

f 65,3 ^ 

f PhysicaS83-126' ^ ' 1 1,6 ] 19. 48# 70# '1 

PROPERIIES: Improves your chance to get a critical strike by 1%, Improvers your chonce to bit by 1% 

[ 60 {H^Wasy's Razor 

1 Bmd On Acquire T 59.5 

fphyskul 95—143 

Vl I 4 88#12# 

PROPERTIES: Improves your chance lo, get, 0 critical strike by 1%, +28 Attock Fawer 




































































































































































































































































































































































bl 

flame 

Binding 

DPS 

Damage ■ ■ , ' 

Speed 

\fendor Purdinse Value 1 

H 

HighWiijferd's i 

Speilhkii^ 1 

Sind On Acquire | 

59 5 I 

Physical 95--T43 

T| 

4 . S6:i571t 1 

PROPERTJtS: domoge dikI healing cfenc hy inogid spells and effecis by yp tu 7?, Improves your chance to get o | 

crilical sirib with spells liy 1% 





1 

BIinT On Acquire { 

/aTrPhysjcofTOS^ISa ] 

Te J 

U 5i:;,'85# 

PROPERTIES:, Improves youc chance to get o trilkol slrikn by \%, Improves yOfur cbsmte (o hit by 1% 

60 

KrrsofUnspaken 
bfemes 1 

Bincf On Acquire j 

5T.7 1 

^ Physical S4-^T&1 j 

>.n 


1PROPERIIES; Increases damage and hcoling done by mogicol spelb ond effects fcy op to 59 

[ 60 f MofiXjfiB's fang fw On Acquire j 

65.3] 

■iliysical 94—141 1 

AU 

19 93^92# 1 

PROPERTIES: 4-36 Allcrck Ptwer, Improves your chance to hft by ]% 


r— -= - 

Midmg(iiHi32e 

Bind Oft Acquire | 

62.8 ffTiysical 90—136 1 


18 1 

1 PROPERTIES: Increoses domage chk! healing done by mogical spells and #erts by ijp Jo 35 

[60]Mtndfaflg 

Bind On Acquire | 

47.4 {physicoS 56-105 | 

; i-M 

8 56.^53# 1 

1 FROPERIlfS: Increoses dotnt^e and healing done by magicd spells ond effects by up to 30, Improves your chance to get a 1 

1 oificol siffice with spells by 11 Armor dO 






, Pcrdtffon's Blade 

6it«i On Acquire 53.3 ■ 

Plry^al 73—137 j 

18 

h4 87i^l4f 

j PROPERTIES: Bfesls a target fc«r dO to 56 Fire damage \ 

! 

; Qimp SotriTidDi j 

1 Dagger 

IsindOnAcqutte j 

~4S.2 1 

jphystCEi364—119 i 

: i 

9 25.i-93# I 

PROPERTIES:+20 Attack Power | 


r-n 

[ StJgecb/ 

t Bind On Acqgiru j 

47.4 ; 

[Physical 56—105 ~| 

1 T.7 | 8 64 ^'72^ | 

PROPERTIES: Increases damage and healing done 

by magical spelts and effects by up ta 30, Imptoves your chotice to get a ] 

crilical strike vwtff spells by 1%. Amwr 40 






StiEHfewsong's ’ 

Sanow 

r 1 

i BindOnAcquIie 

57.4 

fhyskel 68—127 1 

1.7 

1 

h4 

L __ . 

To" 

■Rie LoboFpfid^er 

[bn On Acquire | 

47.2 

Physicals?—in 

!.3 ^ 

jW 13»23# 

|pfiOP£iniES: Wounds dte larg et for 200 to 300 dnmtiqe and iDweis Intellect aT target by 2 5 fer 30 sec ] 

49 

BlorleofEternol 

Oorkness 

Bind OftAcqm 

39.3 

Phy^l 41—77 

15 

|4 67996# 

1 PROPERTIES: Chance on fondii^ o damaging spell to deal TOO Sltadaw darraige and jeslore TOO mario to you, Main Hand 1 

1 Wecfpon 






\K 

i FantjoTRoriataz 

Bind On Acquire 

57.5 

fliysid72--135 


r 

[14 28# 5# J 

1 PROPERTIES: Increases healing done by sp^ls pud efTects by up 1a 121, tdoin Hand Weapon | 

[60 

[ Fang of Venoids 

j B'tftd On Acquire 


j Physical 43—80 

UL. 

18 18995# 1 

1 PROPERTIES: Incretises. damage and beoling dane by magical spells and effects by up to 24, Restares 6 mono par 5 sec, I 

I Main Har^d Weapon 





_ 

[m 

1 Sorcetous Dogger 

Bind On Acquire 

ilL 

Physied 46—86 

rK! 

S 5644S# 1 

1 PROPERTIES: Increases damcige and heating done by moglcd spefls and effetls by up to 20, Afein Hond Weopon 






lillPf-iUQK DaCG^^RJ 


L,l 

Name 

Binding 

DPS 

Damage 

Speed 

Vendor Purchose Value 1 

18 

Evocator s Blade 

Bird On Plckiup 

15.3 

PtiVSkol 17—32 

1.6 

25#9# 

18 

Scout's Blade 

Bind On Acquire 

15.3 

1 Physkol 18—34 

LiL 

24#33# 

IS 

Sentinel's Blade 

Bind Orr Acquire : 

15,3 

f 

T 

: 1.7 

26# 10# 

19 

Assassin's Btode 

; Bind On Pickup 

15.5 

Ph»siail20—39 

19 

29^^74# 

20 

llockfang 

Birid On Pkkup 

16.3 

Physical 17—32 

1.5 

33# B6# 

PROPERTIES: SJdowResisr.S j 

20 

Ooomspike 

Bind On Pickup 

16.3 

I 

I 


32#29# 

21 

BtadevenomBfede 

.. . 

Bind On Pickup 

16.7 

Physkul 21—39, 

Shadoiv 1—7 

,,b! 

3S©94# 

1 PROFERIltS: Paasons target for 5 Nfllute daiiiDge svety 3 ^bc Tot 1S sec | 

21 

Prison Shank 

Bind On Aquiie 

16.7 

Pljysical21—39 

i-8 

35^52# 

21 

TabnefVhllros 

Bind Ott Pideqp 

16.8 

Physical 23^4 

2 

38# 

23 

BjteefSefra'kis 

Oy On Acquire 

17.7 

Physicol 16—30 

1.3 

46#6S# 

FROPEElfES: Poisons Jargel for 4 Nature tlamage every 2 set for 20 sec ] 


[rAeteof Shord 

1 Bind On AcquEfB 

t 18.3 

[Pbysjcc]23—43 

LiU 

1 48#93# 1 

PROPERTIES: 81iists □ torgel for 35 Fire damage 


VetwieEhi 

Bind On Pickup 

19.2 

Physical 17—33 

1.3 

57#65# 

27 

Clow gf the 
ShotlDwmiincer 

Bind On Pkkup 

2D.5 

Physical 27—51 

1.9 

67#3]# 

IPROPERTEES: Sends a shodowy bolt at the enemy causing 3 5 Shodow damage [ 


jTojticfievengeJ 

[ Bind On Acquire 

2D.5 

] Physical 27—51 

U’ 

1 65#92# 1 

1 PfiOPERTfES: Ws 5 NaJciie damage every 5 sec ta any enemy in on 8 yard radius around the caster fer! 5 sec | 


bl 

Name 

Binding 

DPS 

Domage 

Speed 

Vendor Purdue Value 1 

28 

Scoufs Etlode 

Bind Ofl Acquire 

21,2 

Physical 2S—47 

1.7 

69#69# 

28 

Seatinel's Elode 

Brad On Acquire 

21.2 

PtiysKtol 25—4? 

1J 

70#74# 

30 

Scorn's Focal Dogger 

Bind On Acquire 

22.9 

Physical 22^2 

1.4 

26#65# 

1 PROPERTIFS; Incteoses damage ond healing done by mogicol spells and effects by up la 9 | 

30 

Swinefusk Shook 

Bind On Acquire 

23 

Physical 24-—45 

15 ' 

88# 66# 

31 

HawBng Blode 

Bind Oft Pkkup 

23.9 

Physitol 23—44 

1.4 

94«66# 

1 PROPERflES: Rieduces Jacgel's attack power by 30 few 30 sec | 

iL 

Stonevoull Shiv 

Smd Oft Pickup : 

24 

Physkaf25—4? 

1.5 

97#8?# 

32 

Shverblade 

Bind Qn Pickup 

25 

Physical 24-^6 

1.4 

1- 

i FROPERllES; Blasts a terget fcr 45 Frost domage | 

34 

Hypoolic Blade 

Bind On Acquire 

2l8[ 

Physical 26—49 [ 

1.4 

33#35# 1 

1PRDPE RTIES: increases damage and kealmg done by magical spelts and effects by up to 9 | 

34 

Therrgglor 

Sind ftt Pickup 

26.5 i 

Physical 31—59 

1.7 

1 -24# 72# 

[PROPERIIES: Biaste a target for 1Q ta 20 Nerrure domoge j 

138 

Scaufs Btodo 

Bind On Acquire 

29.1 

Physical 34—65 

1.7 

1 73958« 

pT 

Senriuers Blode 

Bind On Acqube 

29.1 . 

Ph'^ical 34—65 

1 

1 63#76# 

jlT 

Coldrage Dagger 

Gtod On Acquire 

29.7 

Physical 31—58 

1.5 

1-. 71#93# 

PROPEITTIES: Lourrehes o belt of fmst at Ihe enemy cauang 20 to 30 Frost domoga and slowing movement speed by S0%| 

1 far 5 sec 






@ 

i Black Menuce j 

Bind Oa Acquire | 

m 1 

PhysiMlSI—58 1 

1.S 

■75#22# 

j PROPERTIES: Sends a shadowy bolt at the enemy causing 30 Sliodow damage | 

w 

Gahwencl^r | 

Bind On Pkkup | 

316J 

Physical 35—’66 | 


-2-27# 38# 1 

1 PROPERTIES: Wounds the target coiising them lo Weed lor 80 domoge over 30 sec j 

42 

Widowmabr 

Bind On Pickup 

31.6 : 

Physkaf42—73 

1.9 

3r.54#79« 

44 

StealJhblade 

Bind 0.n Pickup 

32.9 

Physkel 32—60 i 

1.4 

2 ;^66#' 

PROPERTIES: Reduces Ihreot level on oil euremies by o small amount for 10 set 


1 Satyr's tgsh | 

1 Bind On Acquke | 

33.2 

1 Physical 39—74 | 


|2 87#85# j 

1PROPERIIES: Sends o shadowy boll at the enemy causing 55 to 85 Shadow da mage | 

w 

1 Searing Needle | 

[ Bind Oft Pickup | 

1 33.9 

[physkoNZ—80 


[ 2 88# 33# 1 

1 PROPERTIES: Blosts a forget for 60 Fife damage ond incteuses damage done to target by Fire damoge by 10 lot 30 sec j 

43 

StouKs Blade 

Shbd On Acquire 

35 

Physical 41—78 

jn 

3 49932# 

il 

SentinePs Blade ' 

Bind Oil Acquire 

35 

Physical 41—78 

1.7 

3v 29#96# 

49 

Hooktemg Shaidtor 

Bind On Acquire 

35.7 

Physical 35—65 

1.4 

3 54#51# 

I PROPERTIES: Corrosive acid that deols 7 Nature damoge every 3 sec and lowro torgefs aimar by 50 for 30 sat | 

\± 

j CharstonaDirk 

[ Bind On Acquire 

3i9 

I Physicol 40—75 

nr 

1 3 54#33# 1 

1 PROPERIIES: Restores 1 mano per 5 sec. Main llancf Wenpon | 


i Julie's Dagger 

[Bind Oj> Pickup 

[3^5 

1 Physicol 33—62 

1+3 

1 3 61#S7# 1 

1 PROPERTIES: fleDls widder ol 7 3 duttKige over 12 sec 1 


j Barman Shmtker 

1 Bind On Acquire 

[ 36.5 

\ Physical 51—95 

EjI 

[3 94#11# J 

PRO PERU ES: Wounds the tafgeJ causing them to bleed for 100 domage ovec 30 sec, Afeir Hand Weapon | 


1 Dire Nail 

j Bind On Acquire 

I 36.7 

Ifbysical 38—7'i 

DT 

l4 4# 27# J 

PROftEraS; Shadow fesist 45 


j BlotwktcN Blade 

(Eiftd OftAtqMre 

|37./ 

jPltysjtPl 39-74 

FTT 

1 4 34#9i# 1 

1 PROPERTIES: liitreoses damage end heolitig done by magical sikIs and effects by up ta 6 1 

52 

j Flaratiuwn 

1 Bind Qn Acquire 

1 37.S 

l^ystcd 47— 

Lja 

14 3S#;e# 1 

j PROFERTI ES: Inaeases dmnage done by Fhe spelh and effetls by up to 17 | 

52 

The Shadawfeot 
Stobber 

j Bind On Pkkup 

37.5 

Physkpl47—B8 

j 1.3 

4 42#]0# 

t PROPERTIES:+18 Attack Power ] 

15^:[^l^(Sp'ike 

jBmdOjr Acquire 

[34.6 

iPhysMSl—59 

1.3 

h 6#51# 1 

1 PROPtlOiES: Hour f rastbolt spelts have a 6% charice la restore SO mona when cast 1 

i! 

|lttliDirk 

Bind On Acquire 

BS.9 

Physical 40—75 

16 

3 53#1S# 

55 

Crystal Tipped Stjlottq 

Bind On Acquire 

39.5 

Physicol 52—98 

1.9 

|4 74#43# 

[properties:+ 24 Attack Power [ 


1 Rms of ZuPSerak 

1 Biird On Acquire 

j^.4 

1 PhysicaN^— 

1 '■« 

|5 . ■11#99# 1 

[PROFERTIES: loflrcfs numbing porn that dds 1 0 HoJure damage every 2 sec and increasos lime belweert target's ottocks 1 

1 bylO%ferlOsec: 






56 

Fong of the Crystal 
Spider 

Bind On Acquire 

'iO.3 

Fliysitcl 45—84 

1 

L' 33#ee# 

j PROPERTIES: Slows target enertry's costing speed und increases itie time between melee otsd ranged attacks by 10%for 1 

1 10 set 







1 Frlgfrtalon 

Bind On Acquire 

4D 

Physicol 39—73 

Ju 

U: 24#22# 

1 PROPERTIES: lowers all attrihuies cf larget fay 10 for 1 mio 











































































































































































































































































































































































Ivl 

Nome 

Binding 

OPS 

Damage 

Speed 

Vendor Purchase Value 1 

0 

Bonescroper | 

Bind On Acquire | 

40.7 

Ptrysicol 40—74 | 

0 

S'>54#38# 1 

1 PROPERTIES:+30 Attock Power | 

0 

Specter's Blade | 

Bind On Acquire | 

40.8 

Physical 51—96 | 

1 .8j 

5r^40#72# j 

1 PROPERTIES: *45 Attock Power wtien fighting Undeod | 

0 

Wilchblode | 

Bind On Acquire 

40.6 

Physicol45--85 | 

1.6 

5'>36#12# 1 

1 PROPERTIES: Iwreoses damage ond healing done by magkal speb and effects by up to 14 | 

0 

Blade of the New 

Moon 

Bind On Acquire 

40.7 

Physicol 40—74 

1.4 

5<>67«16# 

1 PROPERTIES: Inaeoses damage done by Shadow spek and effects by up to 19, Main HotKl Weopon | 

0 

lorespinnet 

Bind On Acquire 

37.7 

Physied 45—68 \ 


4 ^6^95# 1 

1 PROPERTIES: Restores 3 mono per 5 sec, Moin Hond Weapon | 

57 

Dtsliocting Dogger 

Bind On Acquire 

40.8 

j Physical 42—64 

1.3 

5<'67910# 

1 PROPERTIES: Increosed Daggers +6, Off Hond Weopon | 

58 

Gift of the Ehen A\ogi 

Bind On Acquire 

41.3 

ttijskoUa—81 1 

1.5 

5<^65#17# 

58 

Heortseeker 

Bind On Pickup 

41.5 

i1iyAol49—92 j 

1.7 

5 82# 15# 

1 PROPERTIES: Improves your chonce to get o critkol strike by 1 % | 

58 

Scarlet Kris 

Bind On PKkup 

41.3 

Physicol 43—81 

1.5 

5 98#51# 

58 

Scoufs Blade 

Bind On Acquire 

41.5 

PliysKal49—92 

1.7 

5''?5#34# 

58 

Sentinel's Blode 

Bind On Acquire 

41.5 

Physicol 49—92 

1.7 

5 61#43# 

58 

finkle's Skinner 

Bind On Acquire 

41.2 

Physical 37—70 

1.3 

5< ^79#91# 

1 PROPERTIES: Sklirvningi +10, +45 Altod Pov/er when fighting Boosts, Moin Hond Weapon | 

60 

Electrified Hogget 

! Bind On Acquire 

42.5 

Physicol 53—TOO 

1.8 

6 ^33# 

1 PROPERTIES; BIkS o toiget for 45 Nature damage | 

[6^ 

1 Glacial Blode 

1 Bind On Acquire 

42.5 

! Physicol 53—100 

lu 

1 6 ‘ 30#65# 1 

1 PROPERTIES: Blosts a forget for 45 Frost domogo | 


1 Dairowspike 

1 Bind On Acquire 

41.3 

1 Physicol 43-^1 

nr 

|5'J8#6# 1 

1 PROPERTIES: Blosts a forget for 90 Frost damage | 

60 

TheThunderwood 

Poker 

Bfod On Acquire 

42.5 

Physicol 53—100 

1.8 

6 49# 76# 

7^ 

Dork Whisper Blade 

Bind On Pickup 

42.5 

PhyskoUl—78 

1.4 

6 5#5]# 

1 PROPERTIES: Increases damoge and healing done by mogicol spells ond effects by up to 19, Main Hand Weopon | 

UO^ 

j The Lost Kris of Zedd 

1 Bind On Pickup 

nr 

lPhysiccl47—88 

nr 

1 7 5# 73# 1 

PROPERTIES: Improves your chonce to get o crilkol strike with spells by 1%, Increases domoge and heoling done by mogkol 
spells and effects by up to 14, Main Hand Weapon 


1 Wushoolay's Poker 

1 Bind On Acquire 

[45 

} Physicol 50-94 

nr 

1 7 35#65# 1 

1 PROPERTIES; Increoses heoling done by spells and effects by up to 31, Restores 6 mono per 5 sec, Moin Hand Weapon | 


{Shivsprocket'sShlv 

1 Bind On Acquire 

[42.7 

[physical 44—84 

rrr 

1 6 54# 46# 1 

1 PROPERTIES: Increases damage and healing done by magical spelb ond effects by up to 13, Moin Hand Weapon | 


Verimonde's lost 
Resort 

Bind On Acquire 

43.2 

pysical42—79 

1.4 

6 45#12# j 

PROPERTIES: Increoses domoge ond heoling done by mogical spells and effects by up to 19, Moin Hond Weopon | 


FIST 




J£pk: 

Jfii§ 



— -S. 

_J 

Lvi 

Nome 

Binding 

OPS 

Domoge 

Speed 

Vendor Purchase Volue 

60 

Clew of the Block 

Drake 

Bind On Acquire 

56.3 

PhyskQll02—191 

2.6 

13 69#28# 

1 PROPERTIES: Improves yoot chance to get a critkol strike by 1%, Main Hand Weopon | 

60 

Eskhondor's Right 

Claw 

Bind On Acquire 

48 

Physicol 50—94 

1.5 

9 9#5# 

1 PROPERTIES: Inaeoses your ottock speed by 30% for 5 sec, Moin Hond Weapon | 

1 

60 1 

Grand Moishal's Right 
Hand Blode 

1 

Bind On Acquire 

59.5 

Physicol 138—207 

2.9 

4 93#39# 

1 PROPERTIES: Improves your chorKe to get a critical strike by 1 %, +28 Altock Power, Moin Hond Weopon | 

L 

High Worlord's Right 
Clow 

Bind On Acquire 

59.5 

Physical 138—207 

2.9 

4 95# 16# 

1 PROPERTIES: Improves your chonce to get a critkol strike by 1%, +28 Attock Power, Main Hond Weapon | 

[60 

1 SiSthid Clow 

1 Bind On Acquire 

[5^ 

[Physicol 64—120 

nr 

|l4 11 #69# I 

1 PROPERTIES; Improves your chonce to get a critkol strike by 1%, +30 Attock Power, Moin Hand Weopon | 




_ to: 



-=-^ 

Lvi 

Nome 

Binding 

DPS 

Damage 

Speed 

Vendor Purchose Volue 1 

m 

Thekul's Grasp j 

Bind On Acquire | 

JLl 

Physkal72—135 | 

2.2 

8 ^ 59#49# 1 

PROPERTIES: Improves your choixe to get o criticol strike by 1%, ZAoin Hond Weapon 

0 

Artokk's Grasp | 

Bind On Acquire [ 

0 

Physkal 49—92 j 

0 

8 ' 40# 70# I 

1 PROPERTIES: Sends o shodowy boll of the erremy cousing 55 to 85 Shodow domoge. Off Hand Weapon | 

60 

(law of the Frost 

Wyrm 

Bind On Acquire 

71.7 

Phy^ot 75—140 

1.5 

26- 71#43# 

PROPERTIES; Improves your chance to get o critkol strike by 1%, Improves your chance to hit by 1%, +22 Altock Power, 

Off Hond Weapon 

0 

J 

1 

Bind On Acquire j 

48 

Physicol 50—94 j 

LLi 

9 5#76# 1 

1PROPERTIES; Slows enemy's mo'/ement by 60% ond couses them to bleed for 150 domoge over 30 sec. Off Hond VZeopon j 

60 

Grond Motshol's Left 
Hond Blode 

Bind On Acquire 

59.5 

Physkd 138-207 

2.9 

5 

I PROPERTIES: Improves your chance to get o criticol strike by 1 %, +28 Altock Power, Off Hond Weopon | 

60 

High Worlord's left 

Clow 

Bind On Acquire 

59.5 

Physkcl138—207 

2.9 

5 2«I59 

1 PROPERTIES: Improves your chonce to get a criticol strike by 1%, +28 Attack Power, Off Hond Weapon 




§UPe.RlOR..Fl§T WeflPQNg 

____1 

Lv) 

Name 

Binding 

DPS 

Damage 

Speed 

Vendor Purchose Value 

0 

1 Iron Knuckles 

1 Bind On Acquire 

16.5 

[Physicol 19—37 

00 

1 36#63# 1 

1 PROPERTIES; Pummel the target for 4 damage ond inferrupt the spell being cost for 5 sec | 

[46 

Vilerend SBcer 

Bind On Pickup 

33.9 

Physkol 33—62 

1.4 

38 6#56# 

1 PROPERTIES; Wounds the forget for 75 domoge. Main Hand Weapon | 

0 

Clow of Ceiebros 

Bind On Acquire 

34.4 

PhysiaJ4J—81 

1.8 

3"33#51# 

1 PROPERTIES: Poisons forget for 9 Noture damage every 2 sec for 20 sec, Off Hand Weapon | 

0 

1 Bloodfist 

1 Bind On Acquire 

36.7 

[physicol 38—72 

nr 

|3<>92#42# 1 

1 PROPERTIES: Wounds the forget for 20 damoge | 

54 

Gargoyle Shredder 
Tolons 

Bind On Acquire 

38.9 

Physkol 49—91 

1.8 

4^'63#12# 

1 PROPERTIES: Wounds the target causing them to bleed for 110 damoge over 30 sec, Off Hond Weopon | 

0 

1 Hurd Smoshcr 

{ Bind On Acquire 

39.4 

1 Physicol 49—93 

08 

|5+8#51# 1 

1 PROPERTIES: Knocks forget silly for 2 sec | 

0 

1 Blood Toion 

1 Bind On Acquire 

39.2 

1 Physkol 35—67 

03 

|4-’88#21# 1 

1 PROPERTIES: V/ounds the torget cousing them to bleed for 100 domoge over 30 sec, Moin Hond Weopon j 

0 

Willey's Bock 

Scrotcher 

Bind On Acquire 

40.2 

Physical 73—136 

2.6 

58-47#93# 

1 PROPERTIES: +10 Attack Power, Moin Hand Weopon j 

0 

Lefty's Bross Knuckle 

Bind On Acquire 

1 40 

Physicol 42—78 

1.5 

S<'20#93# 



Equipment 


Armor 



GUNS 




toe 



s 

Lvi 

Name 

Binding 

DPS 

Damage 

Speed 

Vendor Purchose Value 

43 

Precisely CaSbrared 
jBoomshek 

Bind On Pkkup 

2707 

Physkol 38—45 

1.5 

CO 

CHJ 

53 

Dwotven tfand 

Cormon 

1 Bind On Pick«^ 

32.8 

1 Physical 66—124 

; 2.9 ' 

’4 -; 50$. 40#' 

PROPERTIES; ChorKe to strike your ranged forget with a Flaming Connonball for 33 to 49 Fke domage 

160 I Blostershotluoncher j 

1 Bind 0» Acquire j 40.2 j 

1 Pliysicol 73—136 j 

0‘J 

r8-'25#72# ^ 

PROPERTIES: Improves your chorKe to get o criticol strike by 1 % ! 

0 

[ Blessed Qiroji Mudet j 

[fiatd On Acquire 1 47.3 ] 

lPhysiad86—160 \ 2.6 | 

[13- 9-^49# i 

PROPERTIES: +31 ronged Attack Power 

160 1 Core Morksmon Rifle ) Bind On Pkkup ( 36.8 J 

fPhysiccl64—120 ] 2.5 

■6 .; 63^47# 

PROPERTIES: +22 ranged Altod Power, Improves your chance to hit by 1% 

60 

Diogoninenth Hood 
Cannon 

] 

Bind On Acquire 

43.9 1 

i 

Physical 86—160 

. . -1 

2.8 ; 

10 6S#74# 

60 

Grond Atorshors Hond 
Ccfloon 

Bind On Acquire 

46.4 

Physical 107-162 

2,9 

3- 59#45# 


PROPERTIES: +36 ranged Attock Power 

































































































































































































































































































































































-___ 


g- 

b\ 

Hams 

Billing 

DPS 

Damage 

Speed 

Vendor Purchase Valtrel 

60 

Gumbnslii Dwarf 
Destroyer ' 

Bind On Acquire 

38.9 

PhysicQ!76—142 

2.8 

7 389379 

iPROFERntS:+30 Attock Power | 

60 

H^h VklofcPs Street 
Sweeper 

Bind On Acquire 

46.4 

PfiysiCotlO!—142 j 

2.9 

3 66^2# 

PROPtfiTlES: +36 longed Attack fowej 

60^ 

ianroo of the Great 
Worm 

Bind On Acquire 

m 

r 

1 Physid 103—192 

L 

3 ■ 

13 219779 

1 PROPERTIB: improves ycwr chance to gat n tritkfll S-Wke by 1 %•, +1 fl Allot k Pawer j 

m 

Totfia Inieclar ] 

BN On Acquire [ 

49 

1 Physicu[68—128 

in 

|14 23#62# 1 

|PR0mES:+3eAnotk Power | 

60 

Ihe Putifer 

BiEidOnAcquira 

33.8 : 

Piiyiitd?]—132 

3 

4 74#43# ] 

PROPFRIIES: [improves your (bonce to get o criticol strike lny 3 % ^ 




iUPGRlOR^^UNS 


--vN 

- - -- — i 

LvE 

Nome 

Binding 

B PS ■ 

Damage 

Speed 

Vendor Purchase Value | 

16! 

til HmmyS 

PeashaoJer 

BN On Pifkrjp 

n 

Physkd?!)—37 

2.6 

149S69 

22 

DoulrJ&TwrtcIcd 

Shotgun 

BiitdOnFIcktip 

13.3 

ftiysical 21—40 

2.3 

309209 

24 

Hi-tech Supergan 

Bind Orr Rckup 

14.3 

Physical 23—43 

2.3 i 

369329 

2B 

Chesterfall Musket 

Bind On fickup 

16.5 

Pliysical 26—50 

2.3 

55#14# 

29 

Iranwecwer 

Bind On fkkup 

17.3 

Physical 31—59 

2.6 

S8$74# 

30 

Glass Shooter 

Bind On Acquire 

17.9 

Physical 36—^68 

2.? 

449529 

37 

The Sitar 

Bind On Pickup 

22.3 

Ph^swal 43-62 

2.8 

|1< 15#32« 

1 PROPERTIES:+H AM Power j 

38 

Shadowforge 

1 Bushmoster 

Bind On Pickup 

22.8 

Physical 46—36 

2.9 

1' 309529 

1 PROPERTIES: Slioilow Resist+7 | 


1 Galgonn's Firehloster 

i&ind On Acquire 


Fttysicfll 44—84 | 

1 2.6 

il 66«81# J 

j PROPERTIES; Cbonce to strike your raaged target with a Fire Blost tor 12 to 18 Fire domcae | 

il 

Gyt^uster 

Bind On Pitkup 

26.1 

Physical 49—92 

^ 2.7 

'I I0#29« 

48 

Houndmostor's Rifle 

BN On Acquire ; 

j 22.4 

Physical 44—62 

2.3 

2 45# 27# 

1 PROPERTIES; Attwk Power iiicreosed b} 24 when Fighting Bscsts | 

[48 

1 ft^egashot Rife 

[By On Acquire 

27.4 

1 Physical 32—61 

1-7 1 

1 2 64#2S# 1 

1 PROFERHES: Arcone Resist +5, +1 ? ranged Arrack Power 


I Dark iron Rife 

j Bind On Pkkup 

28.3 

j Physical SS—100 


|2-91#52# 1 

PROPERTIES: Chonce to slriko yout ranged target with Shadow Shot tor 13 to 26 Shadow damage 


{ Ewstshat tfarquetuK 

j Bind On Acquire 

[ms 

1 Physical S2—98 

Im 

1 2 %0im 1 

1 PROPERTIES;+10 AM Power 1 

R 

Shell kawteher 

Shotgun 

Birtd On PiAap 

p9.8 

Physwnl 48—89 

2.3 

3 47# 4# 

1PROFERTIES: Qinace to strike yoirr ronged target wilti o Flaming Shell for IB to 26 Fre damage | 

F 

Elowless Arconite 

rifle 

Bind On Pickup 

' 31.2 

1 Physical 65—122 

3 

4 6#2S# 

1 PROPERTIES: 1 ocroosed Guns -t-i +10 ranged Attack Power | 

56 

Willey's Paetahfe 
Howitzer 

W On Acquire 

313 

Physical 63—118 

2.9 

3 849439 

1 PROPERTIES:+8 AM Power 1 


j Xojothrori Firestrek 

[ Bind On Acquire 

[ 31.7 

1 PhysKol 57—108 

nr 

U 31 #29# I 

j PROPERTIES: Shadoev Resist+6 | 

Em 

j CiYstalSfcgitowfir 

j BN On Piiup 

1 83.4 

lPhvsy65-l22 

2.3 

[4 54# 13# i 

1 PROPERTIES: +20 Attack Power 

60 

SililhidHieked 

Laaftchar 

Bind On Pickup 

35 

fhy5i!«l68—128 

2,8 

5 25# 22# 


MACES 


1 __ ^ f^ic^ONei-ilipaMD M?iCM , ^ ^ ^ 


bl 

Home 

Binding 

DPS 

Damage , 

Speed 

Vetidoj- PUFEhase Value | 

M 

Ardar.t Custodian j 

Bind On Pickup 

33.J Flr(*Dl4a—90 

2.1 

2 1S#32# I 

1 PROPERTIES: Increased S^aise +5, Main Hand Weapon, Armar 100 j 

m 

Hammer of Expertise [ 

Bind On Accfuire j 36.9 | Ptiysicol 54—101 | 


_ 

PROPERTIES; 74Qin Hand Weapon j 

49 

tfommeroftfie 

Northern Wind 

BN On Pickup 

39.5 

Physicoi 58—^108 

2.1 

4 52# 67# 

PROPERTIES: LouiKhes a bolt c>f frost at ilis enem-y causing 20 to 30 Frost doiacge mid slowing movement speed by 50% 
tor 5 sec. Main Hand Weapon 

SS Ironfae Bind Oa Acquire 43.5 | 

PhyiN73—136 2.4 6 30#86# 

PROPEEIIES; Gionis 2 extra cHocb on yuur r»ext swing, 7Aaln Hond Weapon 

57 

Hand of Eshvoid i 

the Odd 

Bind On Pickup 

45 

Pfiysrd 50—94 j 

1.6 

7 5#54# 

1 PRO PERU ES; Next spell cast within 4 sec will cost instantty j 


Persuoder \ 

BN On Pickup [ 

45.7 |ph-/sicfl!36-161 [ 

2.7 

8 5#54# 1 

PROPEiRTIES: Improves yow cirance to hit by 1%, lii^roves your chonce to get n crfftal str^ce by 1%, Main Hand Weepon | 

[ 60 1 Empyrean DemofeliEr j Bind On Acquire j 


Physical 94—175 \ 2.8 i 

9 5#£8# 

[ PROPiSTIES; Increases your arrack sped by 20% lor 10 sec, Main Hood Weapon 

60 

IMof Enfinite 

Wisdom 

Bind On Acquire 

51.S 

PfiysKol 97—181 

2.7 1 


PROPERlI ES: festoies 4 maro per £ sec. Increases heating done by spdis aitd effects tjy up to 90, Main Hand Weapon 


Hammer of Brjshaf 

Fuiy 

Bind On Acquire 

52.4 

Physied 69—130 

19 

10 039779 

[ PROFERTIES: +154 Attack Power in Cat, 8ear, and Dire Bear forms only, Moin Hand Weapon, Armor 90 | 

60 

Hamioer ol die 
Gothering Storm 

1 Bind On Acquire 

1 51.5 

fhy^calB6—161 

2.4 


PROPERIIES: Increases daiiiiige ond healing doite by magicaf spdis ad effects by up to 53, A^oin Hand Weapon [ 


Mdos Hexxei | Bind On Acquire | 47.9 j Physroal SO—ISO | 

i 2.4 j 

8 82#92# ! 

PROPERTIES: Increosos henling done hy spells and effects by up to 51, Improves your chance la get o critical strike with 

1 spels by 1%, Main Hand Wespn 

1 60 i lok'amwilRoiTiafhis 

BN Dll Acquire { 

62.9 

;PllV5kol92—172 

1 2.1 jia- 1#16# I 

1 PROPERTIES: Increases dnmoge ond healing done by mogicol spells and effects by up to 84, Moin Hand Weapon | 


Mace of Unending 

Life 

Bind On Acquire 

51.5 : 

rtuvacDl 93^175 

2.6 


PROPERTIES: Increases donasge and healing dc>na by magical spells aid effects by up to 40, +140 Attack Power in Cot, 

Bear, and ISre Boor forms only, Main Hand Weapon 

60 

Scepter of the Folse 
Frophe! 

Bind On Acquire 

66.4 

j PtiysW83—156 

1.8 

22 43#99# 

1 FfiOPERTI ES: Increases hooCng done by spells and effects by up fo 187, Restores 3 mom per S sec. Main Hand Weopem | 

1601 Spiiiashatter 

j BN Oa Acquire 

|54.4 

1 Physical 99—184 

1 2.6 |l2-8a#25# 1 

PROPERTIES: Increased Defense +5, Main Hartd Weapon 

j 60 j Stinger of ftynmts j Bind Oil Acquire 

I 50,6 

1 ftrpcalflS—158 \ 2.4 j?' 99#35# | 

PROPERTIES: Improves your chance ta gef a cirfkal strike willi’ spells by 1%, Intreoses dpmoge and healing dona by magical 
spells and effects by up to 36, Main Hand Weapon 

60 

Anubisoth 

Waihammer 

Bind OnAtqiilFE 

|52.5 

Flivsk«l6£—123 

1.3 

11' 81 #75# 

1 PROPERlI ES; Increasd Maces +4, +32 Attack Power j 


] Auroslone Karniaer 

j Bind On Acquars 

[ 50.6 

1 Physical 95--T78 

1 2.7 1 10 . 21 #78# I 

1PROPERTI ES: Restores 5 mono per S sec, Increoses damage ond heeling done by magkol spells and effects by up to 25 | 

60 

Blessed Q^i Wor 
Hammer 

Bind Oil Acquire 

i 60.7 

Physical 39—166 

2.1 

17 -21 #35# 

PROPERTIES: +280 Attack Power ir Cot, Bear, and Dire Beor forms only. Increased Defease +8, Armor 70 | 

|60|EbonH(N iBindOoRckap ! 51,6 

iPltysiCQf90—163 | 2.5 ho^36#89# | 

PROPERIIES: firo Resist +7, Sends a shodowy bait of the enemy cousiag 12 5 to 275 Shadow damage 

60 

Grond MtHshars 
Ponisber 

Bind On Acquire 

S9.5 

PliVSBol 138—207 

2,9 

4 • 96#84# 

1 PROPERTIES: Impiwes your chance to get a criJicfll strike by 1%, +2B Aitod Power ( 

60 

1 GraN Morstial's 

1 Wdrliammer 

j BN On Acquire 

59.5 

Physical 138—207 

2.9 

j4^56#71# j 

1 PROPE’RTIES: Increoses healing dorre hy spells ond effects by op to 1 34, Rostores 6 matin per 5 sec | 

E 

Hammer of the 
Twislit)^ Nethef 

1 Bind On Acquire 

1^2 

Physical 97—181 

1.9 

28-^’4# 18# 1 

















































































































































































































































































































































































IC, Qxfi—HHisn . 






OPS Damage 


PROPtSfTIES: Increases healing done by spells otmI -effects hy up to 238, Keslorcs 8 mana per S sec 


iO 

High Wadnrds Baltin 
Mcko 

Bind On Acquire 

59.5 

1 

T 

2.9 j 

4 5£#71# 

PROPEIJriES: kreases healiirg done by spelh end eHects by np !o 134, Restores 6 mm per 5 sec 

60 

High Wodord's 

Bludgeon 

BindOnA«iwre ' 

59,5 

Hiysitpll38—207 

2.9 j 

4 98# 61# 

1 PEOPtRItES: Improves your chance get a criiitni sirite by 1 %, +28 Affock Power | 

1 60 1 Wfspbeed Servo Arm | BiiidOnAcguipe [ £5.4 | 

PfiysP£dl28—238 | 2.8 [20--^31 #82# 

1 PROPERTIES: Chance to ifischarge ektricily causing 100 to 150 Hohire damage to yow torget \ 

60 

Sand Polished 

HaiMier 

Bind On Acquire 

S3,S 

flipicol97-18l 

2.6 


PROPERTIES: Improves yeur chance lo gel a crlKcol strike by 1%, +20 Attack Power | 

1 60 1 IheCftstigoior [ 

Bind On Acgnlre j 

65.4 |Phyikol 119—221 | 2.6 | 

20'77 #85# 1 

PROPERTIES: Imptoves your choiice to got o critical strike by 1%, Improves yoiir chonce to bit by 1%, +16 Aftod Power 

1 60 1 The End of Dreams { Bind On Acquim | 6S.3 { 

PtiVsNS6—162 1 1.9 {l9 79#46# [ 

PROPERTIES; Increases damage and healing done by [tiagical spells and effects by up to 95, +305 Attack Power in Cat, 

Boor, (ind [SrG Bear forms only, Resiaies 5 mono per 5 sec 


The Widow's Embrace 1 Bind On Acquire | 62.9 j Physkol 83—156 [ 

1,9 113 91 #14# 1 

PROPERTIES: Increases healing done by speb ond eHects by np to T 61 


_ 

-^ 

Ivl 



DPS 

Damoge 

Speed 

Vend&rPljrchfise Value 1 

T6 

Face Smosher 

Bind On Pickup 

14 

Pliysknl 25—48 

2.6 

20#25# 

T9 

SkelelaiClub 

Bind On Pickup 

15.6 

!1iy*ol78—53 

2.6 

29# 96# 

PROPERTIES: Sends a shodowy bell oi iho enemy cousing 30 Shadow damage, Man Hond Weapon 

n+ 

Stifiging Viper 

Bind Oh Acquire | 15.5 | [4»ysical 30—57 [ 

2.8 

30#13# ] 

1 PROPERTIES: Poisons larget for ? Woturc damage every 3 sec lor T 5 sec | 

20 

Diamond Hommer 

. Bind On Pkkup 

16.2 

PMcnl 78-53 

2.S 

32#76# 

22 

Cresied Scepter 

BiiiiJ On Pkkup 

17.1 

Ph»siail31—58 

2.6 

40020# 

1 PROPERTIES: Main Hand Weapon 

23 

-Oscillating Rawer 
Homnrer 

Bind On Pickup 

17.5 

Physkol 24—^46 

2 

44# 19# 

24 

Beazel's Gosher 

Bind On Pickup 

18.4 

Hijstal37—60 

2,5 

43#63# 

[ PROPERTIES: Main Hand Weapon | 

1 26 \ Looming Gtivel 

I Bind On Pkkup | 

19.8 |physicai33—62 \ 2.4 

l59#7T# j 

rilOlfl!]]E5;MiiiiiUWcopoii 

I 26 1 Dreamslayer iGindOnPickup j 21.4 

jphyskrdBl—59 | 2.1 

\m20 1 

1 PROPERTIES: Main Hand Weapon | 

ii 

Iransfiaie's Fl^ 

Bind On Acquire 

22.9 

PhysKul 38—72 

2.4 

33# 36# 

30 

Royal Diplomalic 
Scepter 

Bird On Aquire 

23 

Physical 3 7—69 

2.3 

89# 2# 


Ejrcavatof's Brand 

8y On Pkkup 

24 

PhysiaiHJ-8! 

2.6 

!78«5?« 

1 PROPERTIES: Hurls a ffery ball Ibot canses 40 Fire damoge and an additional 9 dnnwge over 6 sec | 

1 32 1 Deadwoed Sledge | Bind On Pickup { 26 

Ipfiyskal33—£2 | 1.9 

1 1 • 4#64# 1 

PROFERIIES: Main Hand Weapon | 

[32 

[bonyBonedob 

j Bifid 0(1 Picktip 1 2S Physicol3l—59 

1.8 1 WW j 

j PROPERTIES; Shadow Resist +S | 


Midn^btMace 

Gbd On Pkkup 

75.8 

Physical 45—84, 

Shadow 1—10 

2.5 

1 16#20# 

PROPERTIES: Shadow Resist+10 

A 

FEghrCluh 

Bind Qti Pickup 

76.6 

fliy5ic«l41—76 

2.2 

. 1 19#70# 

3? 

Slonevuuh 

Gonebieoket 

Bind On Pkkup 

28.7 

Physitol 54—101 

2.7 

1 43953« 

39 

Hand of 

Righteousness 

Bind On Acquire 

29.3 

Physical 56—105 

2.7 

1 79#22# 

1 PROPERTIES: Increases healing dane by spells and effects by up to 15, Mnin Hand Woopor | 

MO 

j Heaven's Ught j Bind On Fickep j 30.4 [ Physical 57—’10? 

j 2.7 

11 94#4i# n 

[PROPERTIES: Main Hond Weapon j 

40 

Wirt's Third Leg 

Eirid On Pkkup 

30.4 

Physicni 49—91 

2.3 

1 95#77# 

TT 

Mug D' Hurt 

Bin! On Pkkup 

31,2 

Physical 37-^9 

1.7 

2* 7#36# 


f1tDPE1?flES; Slows Ihe loigiefs mownienr hy 50% for 10 sec 


lid 

Name 

Binding 

DIS 

Dunrage 

Sped 

Vendnr Purchase Vqlue 1 

42 

Tbe Shaltsrer 

Bind On Pkkup 

31.7 Physd 53—99 2.4 

2->31 #59# 1 

1 PRflPERTI ES: Di^m targars weapon lor 10 sk. Main Hand Weapon j 

1 43|TlieltondofAntu'a)l I 

Bind On Acquire | 

32.2 

Ptiysy61—113 1 

2.7 

2''41#11# 

PROPERTIES: Blasts nEarhy enemies with Ibmder increusing the time between their attods by 11% far 10 sec ond doing 7 
Nature damage le them. Will oiffcct to 4 largets, Moin Hard Weapar 

45 

Ownguk Smasher 

Bind Dn Pickup 

33.4 1 

Physical 44”-83 

1.9 

2' 67«47# 

43 

Banestnpper 

BindOnPidcup 

35.2 j 

Physical £6—124 

2.7 

3 33«37# 

1 PROPERTIES: Main Hand Weapon 

1 48 j Fist of Slone | 

BindOn Acquirg 1 

35.3 1 

Pllt«i(iil44^3 1 

lU 

3 47#3S9 

PROPE RTIES; Resioies 50 maiw, Moin Hond Werpn \ 

40 

Fist of StOJK 

Bind On Acquire 

35.3 1 

Phyycfll 44““83 

1.0 

3 21 #56# 

1 PROPERTIES: Restures SO monn, Moin Herd Weapon 

j 4? 1 fdighrofHakkar [ 

BindOnAcqwre j 

35,8 

PhysiCQi 6(0-112 1 

. 5.+i 

3 46#£5# 1 

1 PROPERTIES: Main Hand Weapon 

1 49 ] Viking Worhammer | 

Biit) On Pkkup | 

35.0 

Physical 60—112 | 

7.4 

3 58#15# [ 

PROPERTIES: Man Hond Waapon 

1 51 [ Rnlfidium Hammer | 

Bind On Acquire | 

36.S 

Ptiyskui 51—96 ] 

jJ 

4 4#39# 1 

PROPERTIES: Main Hand Weopon. Armor 120 | 

m 

Htntey's Tankord j 

Bind On Acqune j 

37.6 

Physical 71-“132 [ 

2.7 

4 H#78# 1 

[PROPERTIES: Main Hond W^pon I 

\ 52 j Serenity [ 

Bind On Pkkup [ 

37.5 

Physical 52—98 | 

2 

4 27#21# 1 

PROPtRTI ES: Dispels ii magk effect on the cutreftt foe. Main Hand Weapon [ 

1 52 i The Hammer of Grace j 

Bard On Acquire | 

j 37.£ 1 

Physical 71—132 | 

JLi 

4 36# 439 1 

1 PROPERTIES: Increoses healing rkme by spells and effects by up to 31, Main Hand Weapon [ 

[ 54 j Baron Chorr's Sceplre j 

By On Pickup j 

33.3 

f1i-^17(l—137 1 

2.6 

4 51 #84# 1 

PROPERTIES: Blasts a target for 35 Tim damage, Mnin Hand Wenpan 

0 

Energetk Rod | 

BindOtiAcqune | 

36.7 

Rtir^ol 71—107 1 

2.3 j 

1 4 mim I 

PROPERTIES: Introases damage end healing done hy mogkdl spelfe aid effects by up to 14, Moin Hand Weapon 

55 

Mostetsmirti's 

Hammer 

BindOn Aat|inri 

39,4 

Physicol66—123 

2.4 

4 92#4# 

1 PROPERTIES: Increases efomoge and healing dorre by mogical spells and cdfects by up to 14, Mala Hand Weapon [ 

j 55 ] Bashguuder 

1 BN On Acquire | 39.4 | 

|Phy!kol49—93 1 

1 1.8 Is 19#45# 1 

PROPERTIES: Punctures targefs armar lowering it by 200. Can be applied up to 3 times 

0 

[ VenomspiireF | Bind On Acquire [ 39.5| 

Iliyskcl52—98 ] 

1.9 

h I 

[ PROPERTIES: Poisons larget Tor 7 Hoture damoge every 2 sec For 30 sec \ 

56 Bludstone Haremei 

Bind On Pickup 

40.2 

rl!fslc[|!S9— no 

2,1 ,5 26«5« 

1 PROPERTIES: Moin Hand Weapon | 

56 

Hammer of 
Revltaliialian 

Bind On Acquire 

40 

PhyH-a47S—141 

2.7 

4 98#16# 

[ PROPERTIES: Increases healing dune by spells oitd effects by up to 26, Main Hand Weapon | 

5£ 

Hammer of the 

Vesper 

^nd On Acquire 

40.2 

Physical 70—131 

2,5 

5 11# 

S6 

The Cruel Hand oif 
Hrmiiy 

Bind On Aqinre 

40 

Physical 50—94 

1.3 

5^^ i4#40# 

1 PROPERTIES: ljower$ all oitribuies el Imgol hy 15 for 1 min [ 

I 56 I Tiro Jaw Breckot 

Bind On Acquire 

! 40.3 

1 Physkd 45—04 

L.1+. 

jS ' 30# 54# 

[ PROPERIIES; Imivoves your doKU to got a criliral strike hy 

0 

I Mass of McGowan 

j Bind On Pickup | 4D.9 

[ Physkul 80—149 

1 2,0 |S^ 48#4a# 1 

[PROPERTIES: Main Hand Weapon | 

57 

Mosterwodc 

Slormhammer 

Bind On Pkkup 

41.5 

Physical 58—108 

2 

5« 63#4# 

|~PROPERTIES: Blasts up lo 3 targets for 105 to 145 Noturo domoge, Mnin Hond Woupon [ 

0 

1 Bonechdl Hammer 

1 Bind Oft Acquire 

40.6 

1 Physkfli 68—127 

0L 

l5'32#22# 1 

[ PROPERTIES: Blasts a target for 90 Frost damage | 

F 

Hardened Steel 
Wnrhommef 

Bind On Aqirere 

40.8 

Physical 74—138 

2.6 

|5'23#6# j 

PROPtRTI ES; Inneoses heeling done by sj)Glls and effects by up to 11 

1 57 1 Tifnefwam Moce i Buid On Acquire [ 40.7 

j Ptiyskd 62—117 

] 2.2 

|57'23#6# 

PROPERHES: Armor 120 \ 

[sB 

Scepter uT die Ui^haly 

Bind On Acquire 

1 41.3 

1Vtali9—179 

2.4 

S* 349299 

1 PROPERlltS: Increases damage done by Sbodow SfieBs and effects by up to 19, Main Hnnrl Weapon | 

60 Cold Forged Haromcr 

By On Acquire 

41.4 

PhyskiJ 72—135 

0L 

[ S- 0£#93# 1 

PROFtRflES: Restores 3 inqna per 5 sec. Main Hand Weapon j 


Equipriteni ’ 


Armor 


Weapons 





























































































































































































































































































































































































































































^upg^RioR Owr— 


Lvf 

Hnme ■ 

Binding 

DPS 

Damage 

Speed 

Vendor Pcffctnssayue 

160 

SirtiOfle'sCultmrting 

Hanimer 

Bind (bi Acquire 

42.5 

: Physical 53—100 

i.e 

6 'SS9759 

FROPtRTlES: Increosas hefllij>g done by spells end effecis by up 1io 3?, Main Hand Weapon | 

160 I Gri'laVs Grindec | 

I Bind On Acquire | 44.fl j 

fliysdcaf 7&“140 

1 2.4 1? 5^37# 1 

PfiOPERIlES: +48 Aflnck Powei when fighling Drogonkin 


Isceptte of Smiting 

[ Bind On AwftJirfi I 42.7 | Ptiryskol 77—145 

1 2.6 [6 ■25#e9# n 

I PROFERTlfS: Increosfid Maces +2, Blosts the enemv with poison for 63 to 93 Nature dontage | 

il 

SflDFFOsfrike Ha-mmer 

BN Oil Acquire 

42.6 

PtiysitalSO—ISO 

2.7 

6 42#2/# 

60 

Zulfon StepTer 
of Rites 

BindOttAcquite 

_ 

44.8 ; 

Physical 81—152 

2.6 

7 44«]09 

PROPERTIES: Jiwenses tiding done by spelts and eto by gp to 26, R^res 4 mqnci per 5 sec | 


]g,9<aq)flRy lTO~HpND 


LvI 

Nome 

Binding 

DPS Dnmoge 

Speed 

Vecidar PurchtKe Value 

60 

Sulfuros, Hand of 
Rognaras 

BindOnAcquib 

E0.4 Filial 223-^372 i 

3.7 

33 26#23# 

1 PROPERTIES; Fire Resist +30,, Hurls o fiery ball tbot causes 273 to 333 Fire dmiwge arwl on addilional 75 domuge over 

1 10 set, Deals 5 Fire domnge b rmyone who strikes you with a melee attack 




i.. ^ 



.HflNn MflLCfeS _ 

' - ^ 

bl 

Name 

Binding 

DPS 

Daaitsge 

Speed 

Venilor Purdiase Vakro 1 

m 

Taron tcehraoker j 

Bind On Pickup 1 

49.6 

Physical 91-“137 j 

2.3 J 

5 52^890 \ 

1 PROPERTIES: ftuds a fiery boll tiwE causes 1 SO ta 220 Fire damage a nd an odditional 36 damage owr 8 sec [ 


Dfeconk Maul | 

Bind On Acquire | 

67 

HryacaMBZ—282 | 

3.5 

13 6038# 1 

PROPERTIES; Improves your thonce to get o cnticul strike by 2% 

ra 

EuftljshDkw 1 

Bind On Aceprite | 

62.6 

PhyskoITJS—263 \ 

JU 

11 36031# I 

1PROPERFIES; KnrKb dovro olf miorhy eremres Tor 3 sec, +22 Atteck Power | 

60 

Fmkle's Law Drecfg&r j 

Sard On Acquire 

67.1 

Physicri 155—234 

2.9 

13 55# 94# 

1PROPERHES; Fire Resisr +15, Restores 9 ma na per 5 sec ] 


! Fistof CeEioflUS j 

Bind On Acquire | 

62.6 J 

Physical 175—263 ] 

3.5 

11 12#2C# 1 

PROPERTIES; liKroases domoge ettid heeling done by iragid spek and effecis by up to 40, Improves your chaffiO to get a 
cniicol strike with spelb by 2% 

60 

Grand MorsfwPs 

Battle Hammer 

; Bind On Acquire 

77.4 

RiysM 235—353 

3.8 

6 25#42# 

1 PROPERTl ES: Improves your cburice to get a critical strike by 1 % | 

60 

Gioftd MnrsIwPs 
Puineltsber 

Bind On Acquire 

i 

1 77.4 

L 

Physical 235—35:3 

3.8 

i 

5 70053# 

1 PROPERTIES: Eesfores 7 mono per S sec, Increases damoge and heoling done by magical spells end effects by up fo 27 j 

\m\ 

1 HcMiimer oT Jrrht | 

I Brad Ort Acquire | 


J 

T 

1 

[ 3.5 I 

1 16 22# 98# 1 

PROPERTIES: hcreoses damage attd heeling done by nrogierf spells ttnd effetls by up to 30 

60 

ftacflld of Vfee 

Bind On Acquire 

/3;4 , 

Plrysicof 199—300 1 

3,4 

16 600 93# 

160; 

Hif^Wertord''£ 

; Destroyer 

- -- t 

BindOnAquire 

■ 77.4 1 

- -- — 

Pbysic{it235—353 


15 70#S5« 

PROPERTIES: Reslotes 7 marro per S sec, littreoses damage end heafing done by nwgical spelfs and effeifs by up to 27 

60 

High Warbd's ; 

PidveriJer 

: Bind On AcquirG | 

1 ?7.4 

jpfiysicd235—353 | 

i- ■ "I 

js 27# 63 4 

PROFE RTIES; Improves ynur chance to get o critkal strike by 1 % ] 


J'leki'sOuslief 

|gM Oft Acquire J 61.5 j 

[,Physi£on77—266 ^ 

IMJ 

[U 1003# .j 

PROPERTIES: Wounds the target for 200 ta 220 domage 

:6o 

1 Maul ol (he 

1 Recfeemed Ciusoder 

Bind On Acquire 

1 84.9 ' 

f^^^rcal244—367 

1 

j2i t«74* 

PROPERTIES: Resteios S mana per S sec. Increases ditmage and hding done by inogiatl spells and effects by up to 35 

iK 

j Might olMsftethil 

1 Bind On Aeguiro | 913 

1 Physical 289—435 

138 

[n 64#6S0 j 

PROPERTIES;, Improiros your (Trance to get o ciificol strike by 7% 


1 Sulferoti Hammer 

pindOn hdtup 

1 

jftysicDl 176—295 

m 

tl2 23011# j 

PROPERTIES; Huris a fcry bail tbot causes 83 to TOT Fire damoge and on nddiliarwl 16 danrnge over fl sec | 

60 

The Onsfoppalile 

Eojce 

On Acquire 

L^'i 

j^ysifd 175-292 

1 

] 

i31 299809 

PROPERTIES; Improves yovr chance to get o criN stn'ke by 2%, Stuns taipetfor 1 sec 


|njPERiOK,J'*’D~HaSD 



DPS 

Damage 

Speed 

Vertdar Purebse Value 1 

F 

Black Malice 

Bind On Pickup i 

18.3 

Physical 4 3“73, 

Shodaw 1—6 

3.3 1 

24»25# 

1 PROPERTIES: Sends a shodowy belt at fire enemy causing 55 lo fi 5 Shaduw dumoge ] 

16 

Rotzuf Club 

Bind On Pfekup 

18.3 

Phy^al 38—57 

2.6 

23«62» 

16 

Smite's Mighty 

Hammer 

Bind On Acquire 

19.7 

Physfcol 55—83 

3.5 

31»39 

22 

Verigon's Fist 

Bind On Acquire 

25.6 

Physicol 65—99 


74059# 

23 

Oonse Iriatrgle Mace 

Bind Ort Pickup 

22,9 

Physical 4 4—66 

2.4 

54036# 

24 

Slagbummer 

Bind On Pickup 

23.8 ■ 

Riy^cal 53—80 

2.8 

63#40# 

29 

CoiwIKrusher 

BindOnFickup 

26.9 

Physiiccil 74—111, 

Frost 5 

3.2 

1 10460 

j PROPERTIES: Blasts a target for 110 to 120 frost damage ] 


/Aaneql Crowd 

Pgmntelet 

Bind Oft Acqujie 

29 I 

Physicol 46—70 


950640 

1 PROPE RTIES: [ncreases your attack speed by 5Q8& for 30 sec [ 

0 

Viscous Hammer | 

Bind On Pickup j 


Physical 70—105 ] 


1 809# t 

\ PROPERTIES:+34 Attack Power | 

32 

The Pacifier 

Bind On Pickup 

32.5 

^PliyacQl 104—156 

: 4 

1 280230 

32 

TheShovefer 

Bind On Fitkup 

37.5 

PlpicDlse—133 

3.4 

1 2S#3I« 1 

1 PROPERTIES:+20 Attack Power j 

37 

Tbamfone 

Sfedgehomirtcr 

Bind Or) Pkkup 

37.2 

Physical 95—143 j 

3.2 : 

1 2497« 

1PROPERTI ES: Nature Resist+10 [ 

39 

7Aograine"s Might 

Bfed On Acquire 

36.9 

Physkol37—131 j 

^ 2.8 

2- 25067# 

40 

The jackhammer 

Birtd Oft Pickup 

39.6 : 

Physical 79—119 ; 

^5 1 

2 54«i39 

1PROPE RTIES: 1 acreuses yaur ottuck speed by 30% for 10 sec | 

40: 

Whitlwind 

Worlwjiqrner 

Sind On Acquire 

35.7 

Hiysicdl 97—146 

3.4 

1 720649 

IT 

i Tb Rackpouneb 

Bind On Acquire 

42.7 

Pbyskql 126—190 

3.7 

S- 72#48# 

1 PROPERTIES: Improves your chance la got o critical stiika by 2% | 

0 

fSfenchoEd's Stout 

[ Bind On Prdup 

MW 

1 Physical 107—162 

3.1 

h •50042# 1 

1 PROPERTIES: Firo Resist+5 [ 

0 

1 Eegehammer 

1 Brad On Fickiup 

43.4 

1 Physicol 128—193 

Hi 

i 3^ 67032# 1 

j PROPE ROES: 1 ncreases domage done by 20 and attack speed by 5% for 15 sec | 

0 

1 The Jirdge's Govel 

1 Bind On Piebp 


jR!ysicQM22—184 

1 3.4 

1 3 78033# 1 

[ PROPERIIES: Stuns lorget for 3 sec | 

49 

PnteTheradfas' 

Scepter 

Sind On Acquire 

46.5 

j I1iiys)[fln26—190 

3.4 

4 48063# 

1 PROPERTIES; V/ounds the target for 160 damoge and lowers their ormor hy 1OO j 

0 

1 Doric Iron PUtverizer 

[ Bind On Pickup 


1 Physkal 140—211 

3.7 

|4 57# 60# 1 

1 PROPERTI ES: Sturs target fov 8 sec | 

F 

EnchoinEod 

Battlehammer 

Bbd Oft Pickup 

43.1 

j Physical 100—150 

2.6 

1 4 81024# 

1 PROPERTIES: Increuses yai^r chance to parry qn attack by 1%, Improves your chance to hi by 1% | 


1 Force of Afegmo 

{Bind On Acquire 

48.T 

lRty^ca!123—185 

3.2 

lS"T#77# 1 

1 PROPERTIES; Blnsis o torgei Icm 150 Fire damage | 


1 Impervious Giant 

1 Bind On Acquire | 48.9 

jPhy^cutlOS—159 

Ul 

15-41067# 1 

PROPERTIES; Improves your cbonce fo hit by 1%, ImproyK pi chDiice to get a cnlicol sliike by Ti. Aimcw 30 | 

& 

[ Lovostone Hommer 

[ Bind Oft Acquire 

49.7 

1 Physical 135—203 

\JA 

1 5 •70079# ! 

jPROPERTI ES; Increases damage and heoliiig done by magkol spells ord effects by up fo 20 ] 

53 

Twig of tb World 

Tree 

Brad ftr Pickup 

49J 

Ph'^sidU?—221 

V 

5- «59ee9 

54 

FrighlskuB Shaft 

; Bi-td Ofi Acquire 

50.4 

Piiysitol 137—206 

3.4 

5 98091# 

|i PROPERTIES: Deals B Shadow damage evay 2 sec lar 30 

sec ond lowars their Strength for the duration of rho disease | 


FistofOmukk 

BfEKl On Acquire 

51,4 

flrysicallSS—204 

3.3 

5 940 TO# 

S6 

Mafown's Slam 

Bind On Acquire 

52.1 

FlipitollSS—238 

3.8 

i '239809 

1 PROPERTIES: Rntxb forget silly for 2 sec oad increases Sirongih by 50 Iw 30 sec | 

57 

Nannietef DiviiU! 

iMiglir 

1 Bind On Acquire 

53.1 

fhyikfll89—134 

2.1 

[t,- 539S3# 

1 PROPERTIES: Increases damage ond haling doiie by magical spells and effects by up fo 27 

07 

jUbfojding Marri 

jiirrd On Acquire 

Dl 

1 Phyacol 135—204 

1 3.2 

|6 530830 J 

1 PROPERTIES: 1 ncreosed Defense +B. Arnior 250 [ 

1 58 [ Crystal Spiked Maul 

j Bind On Pfdup 

T53,8 

i Physied 168—252 

1 3.9 

[ 7 . 1071# 1 

1 PROPERTI ES; Improves your chance lo gat a crillcol strike by 2% | 











































































































































































































































































































































































§upej?ioOTO“fiflND Mgr^ 




Lvl 

t^ame 

Binding 

OB 

Damage 

Speed 

Vendor Purdiase Value 

sa 

Hflfltmerofthe Grand i 
Gnisodar 

Sind On Acquire 

53.9 

Physscol 116—1/5 

: 2.7 


FROPEIfllES'. liKrfioses healing rfotie by spells 0(»d effet;is by up to 22 | 


J 

5 

i 

Bind On Pickup 

53.8 [[%si:a(V63—246 j 3.8 !?< 9#12# j 

1 f ROPERDtS; Stuns turret for 3 sec | 

1 56 i Se«pir>g Wilow 

Bind On Acquire ' 

53.9 1 

1 Physical 15S-233 : 

3.6 |/ 

PROPERTIES: Lowers uH stats by 20 od deals 20 Mature dama^ every 3 sec lo all etiemies wiEhtn en 8 yord rodius of fhe 
caster % 30 sec 

60 

1 Govefiof Qira|i 
iirlbotdjr 

Bind On Acquire 

614 

Physfool TOE—162 

2,2 ' 

10 36#36« 

1 PUOPtIfUES: IfttiCasrs damage anil healing done by mtjgical spells and effects by up to 19, Restores 6 mono pef 5 sec | 

m' 

1 Baneaesiier 

[Smd On Acquire 1 SS.B 

[flty^ol 129—194 1 3 

|7 12#36# 1 

[' PROPEtfllK: 1 mproves your chance to get n ciitital strike by 1 % j 

160 j Ooomulus Fame 

{Dind OnAcquae 

1 55.7 iPhysicol 158-265 

! 3.8 l?-65«?# 1 

1 PROPERTIES; Impioves your dwnce Id hit by 1% 1 

60 

Sliioimenirg Plntmurn 
Wdtbfflnmar 

Sind Da Acquire 

53,9 

j Physkot 142—192 

3.1 

7' 35^97# 

PROPERTIES: Bbste o target for 130 to 250 Hoture damage | 


liupewoR^pojeffi^f 


POLEARMS 


„^JCjPciJ£flRM.^ 



Lv! 

Nurr^ 

Binding 

BB 

Damage 

Sped 

Vandur 

Puichuse Value 


Shedowslile | Bind On Acquire ] 

59.4 

Physyi47—221 | 

laTI 

9 35#14« 1 

1 PROPERTIES: Sleab 100 to 180 life from target enemy. Transforms Shodowstrike into Thundeistrike | 

158 j TltiHMJersiiite | 

Bind On Acquire | 

i 59.4 1 

PfiysfefllM?—221 1 

9 70®74# 

PROPERTIES: Btasis up to 3 targets for 150 to 250 Haturc dumoge. Eoch torgei after the first takas fess damage, 

Transfomrs ThundBrstrike imfo Shadowstrike 

60 

BarboftheSfflid 
; Reover 

Eiod On Acquire 

j 76.1 

l%sid225—33B 

3.7 

18 67# 28# 


[ Bbckfory | 

Binri On Pickup ; 

L«'; 

%sicDt 105—158 ; 

2.1 ' 

[ll- 65^31#. 

PROPERTIES: Elm Resist +10, Improves your cbnnce to get o critical strike hy ]% 


, Gifld Madid's 1 

1 Glaive | 

—--^ 

; Bind On Acquire | 

llA i 

.■i 

Ptivsi«il235—353 

3.fi j 

5 , 69#93f 

PROPERTIES: Iriipicrves yovr chance to get u criiid sirib by 1% 

faofHoWofSrailuig jBIfidOn Acpre ![ 616 |PtiyskBl 1/5—263 | 3,S j 

[]] 2(}#9# 3 

P1?0PER1IES: Charge to decapiTflfe the target on o melee swing, omsing 452 to 676 damage 

60| 

j ttigh Warlords Pig j 
[stkbf 

.T 1 

lEtndOrr Acquire j 77.4 ; 

r i 

PMcuf23S—353 j3.3 

I 5 90^^17# 
i . . ..J 

PROPERTIES: Impraves your chance to get a critical strike hy ]% 

\ 601 m Eye of Neojb } W Oit Acquire | 85 | fhysitoE 2S1—378 

} 3.7 { 26 - 43^92# ] 

PROPERTIES; Inaecrsed Bows +4, Incieosed Crossbows +4, Increosed Guns +4 


^UPglUOR^PoieHRitS 


Lvl 

Name 

Ginding 

opsf 

Ddmcrge 

Speed 


m 

Gurgriyfe'sBite ] 

GyOuRcbp j 

19 

; Ripcnl 44—66 

2.9 

289544 j 

1 PROPERTIES; Amror 60 | 


Dktadpib 1 

Bind On Pickup 1 

23.1 

Physical 59—89 ! 

3.2 i539S29 

1PROPERIIES: Wounds the target causbg them to bleed far 110 damage over 30 sec | 

31 

Poisun-lipped Bone 
Spear 1 

Bind On Pkkup 

31.3 ; 

Physkel 57—87 

2.3 

1 214834 

1 PROPERTIES; PaisoiG targe! for 30 Mature damage every 6 sOC for 30 sec [ 

34' 

Ruthless Shw 

biudOn Pkkup 

34.3 

Physical 75—113 

2.7 

r '5U9M9 

35- 

Glim Reaper 

Bnid Og Pickup 

35.6 

Plryskal 88—133 

3.1 

1 58454 

1 PROPERTIES: Wounds the target for 130 domoge j 

39 

Khoo's Pofflt 

Bind On Pickup 

38.8 1 

fIrysicatJ?—117 

2.5 

2 13#33# 

42 

GtimloRS Charge 

Bind On Acquire 

40.9 

Ptiyskol 39—133 

2.7 

2^ 3Z#189 

43 

Bamechewef 

Bind On Pickup 

42 

Phy5itol94—141 ' 

2.8 

2 ?3#67# 

43 

Eyeguuger 

Bind On Pickup 

41.8 

PhyskollDO-lSl 

3 

3' 174254 

44 

Diubufic Skiver 

Bind On Atqture 

' 42.B 

.PhyskHl??—149 

2.9 

3 33#46# 

PROPERTIES: Delivers a fatal ww.id for 160 to 130 damage j 


Lvl 

Name 

Btading 

DPS 

Damage 

Speed 

Vendor Purchoie Value 1 

1 45 j Blight | 

Bind On Pkkup | 

43.3 

Physical 93—141 \ 

JU 

3 38# 57# 

1 PROPERTIES: Diseases cr target for 50 Hotare damage otrd an additional 180 domags over 1 irtn | 

46 

Haidspike 

Bind Or Acquire 

44.2 

%sit(il 1Q6—159 

3 

3- 92#8a# 

47 

Staneioven 

Gild On Pickup 

44.8 

Physical 113—178 

3.3 

3-‘87#l9# 

49 

Smofdering Claw 

Bsod On Acquire 


Phpid 103-162 

2.9 ' 

4 594 804 

PROPERTIES; fire Resist+11), Hiwh a fiery ball that causes 135 Fire dumuge aud an additionat 15 damage c^vEr 6 sec 

1 51 1 Flnme Wrath j 

Bind On Acquire | 

46.6 |Phys(dl27—191 | 

; 3,3 Is- 12#87# 

PROPERIfES: Enveb}K the costa with a Fire shield for 15 sec and shoots a ring of ftte dealing 130 ta 170 domnge ta all 
nearby enemtas 


Ffon^ied Sttika | 

Bind On Pkkup 48.2 

HiysicollOS—162 

j 23 

:4 83#30# 1 

PROPERTIES: Increases youi ebnnee fo parry on offock by 1\ Improves your chance ta hit by 2% 

0 

Peacemaker | 

i Bind On Acquirer [ 50.4 | 

^ Physicci 137—206 | 3.4 j 

5 99#27# j 

1 PROPERTIES; improves your chance ta get a critical strike by 1%, +56 Attack Power 

1 S5 1 DrubjJMr | Biiti On Pickup 

51.3 |physican31—197 

1 3.2 ] 6 26#2S# J 

[ PROPERtl ES: Prirty members hove chance to crit increased hy 4%.1 josIs la 20 sec | 


Stonecurling Glawe 

Bind On Acquire - 

51.4 

Physical 152—228 

3.7 i 

6 15#43# 

0 

Ttie Needier 

Knd On Pkkup 

51.4 

Ptivskd90~136 

2.2 

6' 7#84# 

1 PROPf RUES: Wounds the target for 7 5 damage | 


I Ciiillpie 

1 Bind On Atcpiim 

1 S2.3 j Physical 117—176 

2.8 

|6- 26# 29# 1 

1 PROPERTIES: Blasts a tmgef for 160 to 2 50 Frost damage | 

56 

HwitsmanS Harpoon 

Bind On Acquire 

52.2 

Phystol 150—226 

3.6 

6’ 43#?8# 

57 

/Aujistraus Gloiive 

Bind On Acquire 

53.1 

%^tal123—185 

2.9 

7 1#27# 

PROPERTIES; Increases your chance to pony an attack by ]%, Increased Defense +7 

53 Bfockhand Dewmsaw | Bttfo On Acquire 

Qt.. 

1 Physical 151-227 

3.S 7- 43446# 

[ PROPERTIES; Vfounds the target for 324 ta 540 damage ] 

60 FilchfeikofNiodftes 

Bind On Acquire 

58.4 Physical 163—246 

3.5 9 124764 

1 PROPER!lES: ill/ Attack Fcwej when lighting Demons | 

[60 

rsgul&'s Harpoon 

] Bind On AauwrE 

58.5 

niyskol 154—232 

' 3.3 

8 98#71# 

1 (tOPERTIES: Improves your chance ta hit by 2%, r 60 Attack Power wbai fighting Beosts | 

0 

1 Hunting Spear [ Bind On Acquire j 45 

[physical 111—168 ] 3.1 

|4 5#24# 1 

1 PROPERTIES: Improves your chocite ta get n critical strike by 1%, Restores 5 mm per 5 sec | 


Icc Botbad Spr^of 

Bind On Acquire 53.9 

Hutsiml 155—233 3.6 

7 334 53# 


Fqiiipmf^nl 



STAVES 




Lvl 

Name 

Binding ^ 

OPS 

Damage 

Speed 

Vendof Purdrose Value 

60 

Aflesh, Grealstaff of 
; rtie Grwidiatr 

Bind On Acquire 

97.1 

Physical 325—338 

2.9 

;52 62#76# 

PROPERTIES; fnereoses tneflling done by magicol spells and effects of all party members within 30 yards by up ta 62, , 
Increoses your spell damage by up to 120 and your healing by up ta 300. Creates « porlol, talepartkig group manbeis that 
use it la ttnrazhan—Priest only 


Aliesb, Greatstaff of 
tliD Guardian 

bind On Acquire 

97. 1 

Physicai 225—3 3Q 

2.9 

56' Z0#16# 

PROPERTIES; lnifioves pr chance ta hit with speifs by 2%, Increases dcmitge and healing done hy nogicol spells and 
effects by up to 150, tnerenses the spell critkiql chance of oil party members within 30 yords by 2%, Creates a parlut, 
tuLcporting group manbois that usg it to Rarazhur—Mage only 

p 

Aliash, Gfeotstoff of 

1 die Guurdian 

By Ou Acquire 

97.1 

fkysiaiUJ!—338 

2.9 

56 -38#44# 

PROPERTI ES: fmpraves your tbonce to get a critical strike with spells by 2%, Increases domaga nnrl boding done by mugied 
spells Old effects by up ta 1 50, Incraises damage end healing dare by nrugicol spells aud effects of all party members 
witliin 30 yards by tip ta 33—Warlock only 

60 

Aliesh, Greatstoff of 
the Guofiban 

Bind OnAcpre 

97.1 

PbysHd 225-338 

2,9 

52 - 32#64# 


PROPERTIES: RastoiGS 11 mDM pw 5 seconds !o oil pacty membcis wittirin 30 yards, jncieasj^ heqlirg done by spells 
and effetfs by up la 300,4420 Attuck Power in Cot, BerTT^ nfid Dire Dear forms only, Cioates a prsial, tpJepofting; group 
members lhal use it lo Itorarhcai^ruid only_ 




m 

Lvl Norite 

Binding 

DPS 

Oomage 

Speed Vender Purditase Value 

135 jStaffoffordau 

1 Bind On Pkkup 

40.4 

IPhyskri 119-180 | 

1 3.7 jz 17#70# 1 

PROPEREIES: Incfeases ckitiifigB and heofing do-iie liy nogicol spelts oitd effects by up ta 26 | 









































































































































































































































































































































































——- V 

ivl 

Name 

Binding 

DPS 

Bamage 

Speed 

Vendor FurcEwse Value I 

1 ^^3 1 Warden Stofl j 

Bid On Pidop 1 

46.5 

Pfiysical 89-™134 ] 

j±l 

4 28$ 639 i 

1 PROPERllES: Increased Defense+10, Armoi 260 1 

4g 

lowing Biijhlwood 

Siof! 

BindOn Rckup : 

El.3 

Physiral 127—191 

3.1 

5 709139 j 

1 PROPERTIES: Notnre Resist+15 1 

m 

Elemetttol tfogeSlolT j 

Btod On Pfdap j 

S7.5 

PhytQn4/—22t 1 

3.2 

a 309 1 

1 PROPtRItES: Fire Resist +20,Frost Resist +20, Increases damage done by Fire spells and effecls by yp to 36, Increases j 

j danwge done by Frost spells and effects by op to 36 


Keadmostor's Charge | 

BindOnlkguke j 

say 

Physitfll l35'--204 j 

2.9 1 

8 709139 ! 

PROPERTIES: Gives 20 addiHanol intelfett to pflrly members within 30 yords 

im 

Ambersenl Keeper ] 

Bind On Acquire | 

63.6 

PhysicalMS—252 | 

3.3 

11 929709 1 

PROPtElIES: Fire Resist +5, Nahite Resist +5, Frost Resist +5, SliciJow Resist +5, Aicone Resist +5, Restotes 1 2 mana per | 

5 sec. Increases doraage ond liealiiis| rfone by mogrtal spelis and effects by up to 44 

m 

Anathema | 

Bind On Acquire j 

73.3 

PhysiCQn76-“264 { 

3!] 

PROPERTIES: Sliedow Resist 1 20, Colls fartfi Beiiedtctlon, Restores 7 mona pec S sec, Itiaeoses damuge done by Shadow 
spelk and effects by up to 69 

M 

Benediction | 

Bed On Acquire 1 

73.3 

Physkol 176-264 j 

jJ 

_ 

PROPERIIES: Shadow Resist -r 20, Colls bitb Anathema, Incieases (he ciitical effect chance of your Holy spells by 2%, 

Increases heaSng done by spells nnd effects by up to 106 

60 

Biassed OEroit Acolyte 
Staff 

Bind On Acquire 

78.e 

PJiysitall89—284 

^ 3 

:21 90939 

PROPERIIES: Iricreoses damage and lienling done by mogpcel spells and el!e^r$ by up to 76, kprtiues your chance to hit 
with spells by 2%, Improves yoiir fhaatt to get a critical strike with spells by \% 

60 

Blessed Oirop Augur 
SlciH 

Bind On Acquire 

73.8 

Physirel 189—2B4 

3 

19 95 9 839 

1 PROPERIIES: Increases heeling done by spells ond effects by up to 143, Restajes 15 mono per 5 sec | 

[ 60 1 Brimstone Staff 

Bind On Acquire | 

LiD 

Physicniai?—327 

01 

124 549989 1 

PROPERIIES: Improves you cbt]iice to hit with spells by 2%, IncrecKses domoge and heating done by cnogical spells and 
effects by up to 113, Improves yeut chnrtce to get cj ailical sitilce with spells by 1% 

tw 

^ tod WlaishaPs Sttrve j Bind On Aeguke ^ 

0.1 

j Ptivskol 185—279 

Faj 

|5 949599 | 

j PROPERTIES; Increoses damage and heofing done by magiccl spells and effects by up to 71 | 

60 

High WorlnnS's War 
Stuff 

1 Bind On Acquire 

77.3 

Hi';si!0ll35—279 

1 

3 

5 95«81* 

PROPERIIES: fiKreases damogo ond healing dowj by magfcnl spefe ond effects by up to 71 , 

0 

1 Itoiibaik Stoff 

1 Bind Dn Acquire 

61.5 

1 Ptiysicol f56--262 

Uij 

111 19999 1 

PROPERTIES: Improves your chonce to get a cnllcal stoko with spells by 2^, Increases domage and healing done by mcgicol 
spells and effecrs by up to 41. Armor 100 

0 

1 ItonbarkSt# 

1 Bind On Acquire 

61.5 

1 Physical 156—262 

Li+. 

ho 9#199 J 

PROPERTIES: Imprcrves your chance to get a critkol strike wllb ^lls by 2?t, Increases damage orid healing done by magical 
spells and effects by up to 4L Armor TOO 

[W 

jjin'do's Judgement 

j Bind Qn Acquire 

I 62.6 

1 Phyacol 165—248 

ri.3 

ho 79999 1 

PRO PERU ES; Improves your dironce to hit with spells by 2%, Resrores 14 muna per 5 sec, In 00 oses dcimage oird healing I 

1 done by magical spells and effects hy up to 27 | 

60 

Lok'detor, Stove of 
the Ancient Keepers 

j Bind On Acquire 

73.3 

Hifsicoll 87-282 

3.2 


PROPERTIES: Natore Resist +10,, Improves your chance to get a critical siiike by 2%, +4S Attack Power vrhon fighting 
Demons 

60 

Hot Pagle's Fish 
Tenninotor 

Bind On Acquire 

61.4 

Physical 173—258 

3.5 

10 279299 

60 

Shadow Whig Fom 
M . 

iBindOnAtquife 

■ 73.3 

1^10)1187-282 

3.2 

16,48f35# ■ 

PROPERTIES: Increases damage and heDliig done by magical spells nnd effecls by up to 56 ] 


I^ulseeker 

jBlfidOlAcqwre | 912 / 

lPtF!;si[fll 243’—^366 

1 3.2 . 

i 32 77# 289 J 

PROPERIIES: Increases damage and healing done by mogicol spells end effects by up te 126, Improves ymr chance to get o 
cnricol strike with spells by 2%, Decreases toe magical resistonces af your spell targets hy 25 | 

[ 60| Spite of Twilight 

iBindOnArquire 

1 0S.&y 217-32/ 

i i2 

]24 64#409 J 

1PROFE RUES: Restores 10 mono per 5 sec. Increases beolmg done by spells and effecls by up to 17 & | 


JSlotfjfltomirierKe }BtoijOrrAcquire | 67.1 |Pliy:toa[155—234 

2.9 

1 13 369469 1 

PROPERTIES: Improves your dwnce to get o trilical stoke with spells by 1%, Increases damage and heating done hy rtwipica] I 

spells nnrt effects by up to 40 | 

60 

Staff efScrmpDfit 

; Gioivifi 

Bind On Acquire 

6e.B 

i PhysW142—213 

2.6 

13 ■7t@84# 

ITOPERTfES: Natu/e Resist+20, Increases healing done hy spells and effects by op to 84, Restores 11 mana per 5 sec 




60 



OPS 

Dflmage ■ 

Speed 

Vendor Furcfiase Value 

Stoff of the Qiraji 
; Prophets 

F - 

1 Bind On Acquire 

73i 

j HtpitnlirO—255 

2.9 • 

jti. 80@4l« 


PR0PEi?ri£S: FiF^^ Rests! ■t'lO, Nohjre ResJsUl 0, FrosF Resis! +10, Shodow Resbt+10, Arcane Resist+10, Increase 
(fonoge amj healing done by magicci spells and eFfeds by up lo 56, Gives a chance when yonr harniful spells lonid lo 
rediKS ihertBigicol resbtq 


60 jStcrffofsheKuins j BindOnAEguffe [ 6?.6 ■{ Pbysital 10?—284 | 3.4 114 79# Id# 


PROPERIIES: lncfe«ses dmnage and healing done by nwgifol spells nnd effects by to 60, Impraves your chance to get o 
crilknl strike with spells by ]\ Impr^s your chance lo hit with spells by ]% 


60 

Staff of the Shadow 
Flame 

Bind (to Acquire j 

~SL9 ] 

Pfiysical 309—315 

3.2 

22 ]/«iS0# 

PROPERTIES: Improves your chonce to get o altica! strike with spels by 2%, Increases damage and healing done hy magical 
spells and effects by up to 64 

0 

Will of ArJokt { 

Bind On Acquire | 

61.5 1 

PIrysico! 147—222 j 

3 j 

10 4707# 1 

PROPERTIES: Increases healing done hy spells and effects by up to 46 ] 






-- 


Home 

Striding ., 

DPS 

Damage 

Speed 

Vendor Purchase Value 1 

Il7 

Witclung Store 

Bind Da Pickup | 

19.2 1 

1 

I 

3.6 ; 

229229 

1 PROPERTIES; Increases domoge done by Shadow spelk ond effects hy up to 11 | 

1 

Advisor's Gutsled 

Staff 

Bind On Acquire 

19J 

Physkul 45—69 

2.9 

30#42# 

1 PROPERTIES: Restores 3 maiffl per 5 set | 


Emberstone Staff 

Bind On Acquire 

19.7 ' 

PhysicaN?— 1] 

3 

319819 

18 

Lcneker^er's Staff 

Biitd On Acqrrire 

19.7 

Pfryskol 45—69 

2.9 

309429 

1 PROPERTIES: Restores 3 mono per 5 sec | 

E 

Staff of the Blessed 
Seer 

Bind On Pickup 

19.7 

Ph'^icoi 47—71 

3 

32#S5# 

1 PROPERTIES; Increoses healing done liy spells and effects by up to 24 | 

19 

Staff of the Friar 

; Bind On Pfdup 

20.4 

Physical 42—64 

2.6 

359989 

19 

Twisted Chontor's 

Staff 

By O.iPicki^ 

20.4 

Physical 55—04 

3.4 

35# 17# 

20 

i living Rooi 

Bind On Acquire 

J1.2 

: Physical 49—74 

2.9 

: 409S39 

1 PROPERTIES: Nature Resist+5 | 

21 

Odo's ley Staff 

j Bind On Acquire 

ZI.7 

Ph^'Sicuf 50—76 

2.9 

40#?# 

22 

Staff of tire Shode j 

firnd Ort Pidup 

: 22.3 

Pffysiail46—70 

2.6 1 

50# 16# 

|PR0PERTIES: Increases damage done by Shadow spells and effects by up ta 21 | 

']r 

CroscentStoff 

Bind On Acquire 

20.3 

Pll^siti)i47—71 

2.9 

36# 80# 

22 i 

Staff ef Westfoll 

Bind On Acquire 

20.5 

Physical 4?—74 

3 

36#39# 

24! 

Rod at the 

Sleepwalker 

Bind On Acquire 

23.8 

Physical 53—30 


59#S4# j 


Gnarled M Staff 

Bmd On Pickup 

25.6 

Physical 65—99 

3.2 

7Q#69# 

27 

Wind Spirit Staff 

Bind On Acquire 

26.7 

Physical 70—106 

3i 

329579 

28 

Advisor's Gnaiy 

Staff 

Knd On Acquire 

27.3 

Physical 64—97 

2.9 

85# 54# 

1 PROFE ROES: Restores 4 manu per 5 sec | 

128 1 Lwekeeper's Staff 

1 Emd On Acquire 

77.8 

1 Physical 64—97 

j2.9 

i 89#74# 1 

1 PROPERIIES: Restores 4 rrwna per 5 sec | 

E 

Laby'sTtflifiing 

Slick 

Bifid Oe Acquire 

31.3 

Physical 77—'117 

3.1 

1 22#79# 

I^OPERTIES; +60 Attack Power when fighting Beasts | 

hi 

j Windweavet Stolf 

y^nd On Pickup 

r 32.4 

1 Physical 30—121 

E-i 

ll 28# 74# 1 

I^OPEROES: Increos^ damoge dane by Arcane spelts ond effects hy up to 14 | 

0 

j Black Ddewoed Staff 

j Bind On Pickup 

33i 

[Physicol/S—113 

m 

11 45#77# 1 

(PROPERTIES: Sends o shodowy bolt at the enemy cousijrg IT 0 to 140 Shodow damage | 

34 

lllusiajwfy Rod 

Bind On Acquire 

34.7 

Physical 94—142 

3.4 

47# 77# 

iL 

Ironsbod Bludgeon 

Bind On Acquire 

37.2 

i Fiij5ical74—112 

2.5 

\ '81939# 

38 

M;or3Giioi1e(l 

Staff 

SindOnAcqiMra 

38.1 

Physkd 80—133 

: 2.9 

I 96#74# 

1 PROPERTIES: Restores 6 mana per 5 sec | 


j forekeeper's Staff 

BfiHiDfiAcqwre 

jss.i 

piivsyee—133 

2.9 


1 PROPERTIES: Restores 6 mana per 5 sec | 

0 

1 Celeslifil Stare 

j Bred On Acquire 

j 35.7 

Physkaf 85—129 

3 

1 ■ 57#37# 


PROPERffES; Inoeoses damage ojid hwflng done by mogra?! spells ond effects by ep to 22 





































































































































































































































































































































LvI 

Name 


OPS 

Oomuge 

speed 

Vetfdei'Purchose Value 1 

m. 

Tangifiwaod Stuff 

Bid 0« Pidup j 

40,3 

Physical 109^165 


2 .- 62# 9# 1 

PROPE RUES; 1 ncFenses damage done by tiulure spells ond effacls hy up lol 4 | 

H 

Bludgeon of the 

Grinning Da$ 

BindOnPickuri 

4T.2 

%sitaM]2—148 

3.4 

2 69#74# 

1 PROPERllFS: Slvns in:getier 3 sat | 

m 

Witch 0octo6 Cano j Bind 0(3 Pidcup | 4I,T j 

Phy^iral 75—114 | 

2.3 

2 95#85# 1 

PROPERTIES: Inaeoses damoge dcMie by Notwre spells and effects by up to 33 j 

43 

Zum'rnh's Vemg 

Cane 

M On Acquire j 

40.9 

Physid 88—133 

2,7 : 

2 ai#6i# j 

PROPERTIES: Increoses damoge and heeling done by magicel spells nrd effects by itp tn 21 

45 The Chiefs Erforter 

EfudDriAcqrKre 

43,5 

Physid 118—178 j 

3.4 ; 

3 59#36# 

1 PfiOPERTlES; Stuns target foir 3 sec | 

48 

Mvisot'sGiiDrleg 

Stf 

Britd Oft Acquire 

45,9 

Physicot 106"™! 60 

2.9 

4 '1#9S# 

1 PROPERTIES; Riestores 7 mono per 5 sec 1 

48 Krfidlitig Stai#e 

Bind On Acquie 

3U 

PMcon06—160 2.9 

4 32«34» 

1 PM RITES: Eire Resist 4 TO, Improves your chance ta get a criJkol strike vrilh spells by 1% 1 

[ 48 1 Lamheeper's Staff | Bind On Atguiie | 45,9 j 

Physical 106—160 1 2.9 j4 18#56# 1 

1 PROPERTIES: Restores 7 maan pet 5 set 1 

3 

Soulkeeper 

Bind On Pkkup 

46.6 

.Physical 141—213 

3.8 

4 -34020# 


SfMte of Hokkar 

Bind On Acquire 

46.5 : 

Physlcol 126—190 

3.4 

4' 43# 14# 

1 PROPERTIES: Introqses doinfige nnd healing done by magical spdls ond effacls by up to 1 fl 

5T 

Spito of the 
Stoueshaper 

Bind On Pickup 

48.2 

Physkdiai—197 

3,4 

4* BS#1# j 

1 PROPERTIES: Inaeoses ottnor by 1000 for 10 sec hut can not cast spells or alTact for the dsrrotion of the spelf j 

h\ 

ResurgeJice Rod | Bind On Actprire 

45.8 1 Physid 139—209 j 

sTl 

4 ■7#47# j 

1 PROPERTIES; Restores S mana per 5 S 0 c, Reslaies S health evory S sec | 

iK 

Moonshadow Stove [ BindOnAqulre | 45 | 

Physd133—200 \ 

3.7 

3> 73# 92# 1 

PROPERTIES: Inctetaas datritige and heriiing done by ntogicol spells nnd effects by up to 18, Reste 7 mono per 5 sec, 
Improves your chance to get a oiticnl strike with spells by 116 


ISout Harvester J 

1 Bind On Acquire | 

44.3 I Physid 118—178 | 3,3 | 

4 :6#71# ] 

PROPERTIES; fmpiwes your chance to hit with spelfe by 1\ [(Krenses tfanaage done by Shadow spells and effects by up 

1 Id 24 

f^ 

1WW 

iBiftd Or Acquire^ 

1 45 1 14iysical90—135 | 


[4^6#6?# 

1 PROPE RTIf S; 1 mpioves pt chance to hit by 1 %, Improves your chance la get a critol strike by T % | 

F 

Ouei'dorei Cknneting 
Rod 

Bltiid On Acquire 

49.6 

;Fhysicpnn"-167 

2.8 

$< ii#44« 

1 PROPERTIES; Restores 8 mana per 5 sec 1 


Guing Stave of 
Wisdom 

Bind On Acquie 

50.5 

ftiysical 133—ZOO 

3.3 

jsi^3»2?9 

1 PRCPERIIES: Frost Resist 4TO, Increases heoling done by spells aad effects by up To 53 | 

1 5S 1 Arnethyst Wnr St# 

1 Bind On Acquire 

51.4 

IPhy^catll?—179 | 2,9 |6'ie75« 

1 PROPERTIES: Intreoses domoge and heeling done by magical spells and effects by up te 34 | 

il 

Slavedriver's Cone 

Bind On Acquire 

51.4 

PWtoll40—241 

3.9 

6J'37#69# 

S5 

St# of Botzoplicin 

Bind On Acquire 

51.4 

Fbyjicflt 160—241 

3.9 

5 93#4# 

PROftRIlES: Increases damage and healing done by mogical spoils end eltetls by up to 29, Improves voiff fTionce to get a 
dlicol stifee with spells by 1% 


j Redsmpriofi | Bifid On Actjuiie 

[52.1 



i mim 1 

1 PROPEIfllES: lecreoses hauling done by spells uind efkts by up to bb j 

1 56 j Trindlehoven Staff j Bind On Acquire 

52.1 

f Physical 87—132 

\n 

|6 57# 49# j 

1 PROPERTIES: Incrooses damage offii haalang done by mogicnl spells oihI effects by up to T 4 j 

57 

Stuff of Hole 
iWogeTire 

BindOnPkkup 

53 

Ptiysral 140—!10 

3.3 

6 52#25# 

¥ 

Stuff of Matunoto 

Bind On Acquire 

ssT 

Physical 89—134 

:2,1 

6t^94# 

1 PROPER!lES: Increases heeling dnne by spells end effects by up in 3 S | 

58 

1 Advisor^ Gnarled 

St# 

Bind On Acquire 

54 

' Physical 125—18& 

2.9 

7--l#7l# 

1 PROPERTIES: Restores 8 moftfl per 5 sec j 

58 

Lord Wiicdflk'sSt# 
ofCoiMiDncI 

Bind On Acquire 

53.8 

Physical 90—136 

2.1 

:?! '12#51# 

PROPERTIES; Increases damage ond heating done by mogicol spelts and effects by up to 30, tmprenres your chance to hit 
with spefeby 1% 

158 1 Staff Bind On fttqutre 

J 54 

fhysiCDnZS — 188 

2.9 

j7'‘12#29# 

PROPfRflES: Restores 8 mona per 5 sei | 




Ld 

flame 

Binding 

DPS 

Damage 

Speed 

Vendor Pardiose Value 

58 RodoftheOgraMfugi 

Bind On Accpjirc 53.9 

! Physical tl6—17S 

■2,7 

'7- 15#3# 1 

PROPERTIES; Impuoves your chojK® to get a dtkal strike witli spefe by 1%, Increases damage and healing done by mr^lcol 
spells and effects by up to 23 

m 

Crackling Staff 

[fiM On Acquire] 


PMcai 138—207 j 

3.1 

l7-'97#5# j 

1PROPERIIES: Increases domage otrd hding done by magical spells and effects by up to 15 | 

N 

Whiteout Staff 

1 Bind On Acquire 


Physicafl3S—207 111 1? '94#11# | 

1 PROPERTIES: 1 ucreases damage niiij heoling done by mogicol spelh and effects by up lo 15 | 

60 

Tulion Ceremaniol 

5t# 

BindOnPkkup j 

55.6 i 

1 

Physical IIS—174 

2.6 

7-'56«2* 

1 PROPERIIES: ItrcreosEs domoge and healing doie by magical spells ond effects by up to 32 | 

60 

1 Argent Crusader 

Bind On Acquire 

53 

Pliyacol 1Z7—1?1 

3 

6-:'77#S2# 

60 

W 

J 

S£1 

Bind On Acquire 

51.3 

PtiVskot98—148 

2.4 

i 4S»7# 



Equipnienl'-' 


Armor 


SWORDS 


Weapons 



J - -- - -^ - — ^ 


le&eKD^Ry ONfc-flflSD JiWRPg 


Ivl 

Name 

iniHi 

OPS 

Damage 

Speed 

Vendor Purcliose Value 

60 , 

Ihundeihiry, 

Blessed Blade oT the 
Wlnrbeker 

Bind On Acqube 

81.8 

Plipi(iil 82 — 1 . 53 , 

Hufure li 30 j 

1.9 

25 53 « 5 ;* 


FROPEBIIES: Fire Kesist +8, tlalure Resist +9, Blasts youi cn^e^y mt|3 lajhining, deoling 300 Not^re dareage and than 
jumping lo oddiftiaQl nwrby enetniesiocri jump rahjces Ihot vtrtim's Ntrftire reshtancc hy 25. Affects 5 Torgeis. 




JFpi(1£3iJ£:::= 

iiaND_Jl\VQRI)_ 

—-vv 

LvI 

[JpmB 

Brediog 

DPS 

Damage 

Speed 

Vendor PUrthose Vntoe | 


Qa^iling Longsword 1 

Bind On Pkkup 1 

31.5 1 

Pfiyskal 37—70 [ 

171 

1 85# 29# 1 

PROPERTIES: Decrease Ihe armor of the toiget by 100 for 30 sec.Wbile affected, Iho totgel cannot stealth or turn irwiahle, 

Mw Ttand Weapan 


Dleodrazor | 

Bind On Hekup | 


Physical 70—130 | 

Jll 

3 91 #25# I 

PROPERTIES: Wounds Ihe target causing Ihem to Meed Tor 120 damage over 30 sec, Alain Hand Weapon 


Rref sy Q [ 

Bind On Pkkup | 

40,9 

Physical 80—149 [ 

2.8 1 

5 18#57# 1 

1 PROPERtlES: Improves your chonce to get a tritkol strike by ]\ ^oin Hand Weapon | 


Dragon's Cob \ 

Bind On Acquqre | 

41,4 1 

Phv!it(il72—135 1 


S 69#21# 1 

1 PROPERTIES: Cells forth on Emerald Dragon Whelp to protect you in bottls for o short period of tirr® | 

58 

Eiementol Attuned 

BlOife 

Biitd On Pickup 

[ 

45.7 1 

physid 67—125 

2,1 

7 54# ID# 

PROPERTIES; Intraases damage and hrralirg done by magical speBs and #ecls by up to 32, ResJores 3 mona per 5 sec, 

Morn Hand Weapon 


Sngebfede 1 

Bwd On Pickup | 

46.4 

!%sico1S8—109 j 

1.8 

8 42#91# 1 

PROPE RUES; Increases damoge ond heeiling done by magical spells and effects by up to 20, Decreosas the magical 
resfetonces of your spell targets by 10, Woin Hand Weapon | 


Ancient Qircqi Ripper | 

BkidOrr Acquire | 

1 

PhysicDni4—213 


14 65#70# { 

1 PROPERTIES: Improves yow chance to get u critid strike by 1 +20 Allock Power | 


1 Blackguard 

I BwidOrr Pickup 


Physical 65—121 

\jl\ 

flO'. 28#90# I 

PROPERTIES: Increases ygyt cbonte to paiy on attack by 116 [ 


1 BrutobP/ Blade 

1 BlndOnAcqube 

516 

1 Htysica! 90—168 


110- 40#S9# 1 

1 PROPERIIES: Improves your chance to get a critical strike by 1% | 

60 

Cbmmoipwlty 
leimpetetf Sword 

Bird Or Acquire 

50.5 

PhysicallOfr—198 

2.6 

151 89# 29# 

■60. 

, Grand Marshal's 
: Imgswwd 

Bind On Acquire ■ 

59.5 ^ 

f(i)5tail138— 207 ■ 

2,9 

4,-96®-36# ; 

1PEOFERHES: Improves yow chonce to get a eribcal strike by 1 %, +28 Allack Power j 

60 

Grand Marshals 
, Swlfthtode 

Bind Or Arqube 

59.4 ■ 

PbyacalfiS—T29 

: ^-8 

,4 56#7I# 1 

1 PROPERflES: tmpruves your chance to get a cribcol sPike by \%, +28 Attack Power 

f¥ 

t GressS, Davm of Ruin 

j Bind On Acquire 

1 73.1 ] 

1 Physical!38-257 ' 

Oj 

(27 e3#98# 1 

1 PROPERTIES:+40 Attark Power 


■ HggbWarlwd'sBhde 

1 BindOeAcepra^ 

I ^ 

IPhysd 138-207 

,L?1- 

y 94#8S# 


PI^OPERTIES: imprcws p^Jt chance to gat o frilkal strike by 1\ +28 ^Had Power 


































































































































































































































































































































































































Ivl 

Nome 

Binding 

OPS 

Domoge 

Speed 

Vendor Purchose Value 1 

60 

HighWflrbrd's 

Qukkbiode 

Bind On Accfuire | 

59 4 j 

PfiVSitalBS—129 I 

1.8 j 

4 56^719 1 

PROPERTIES: Improves your chonce to gel o critical strike by IV +28 Altock Power 

J 

Iblis, Blade of the j 

Pollen Seroph j 

Bmd On Acquire^ 

62.8] 

Physkol 70—131 1 


18 35989* 

PROPERTIES: Improves your chonce to get o critkol strike by IV Improves your chonce to hit by 1%, +26 Attock Power 


Mclodoth, Runed { 



1 

I 


60^ 

Blade of the Block I Bind On Acquire 

56,4 

Physkol 86—162 [ 

2.2 1 

13 99.9899 


flight 

5 


: 1 

i 


PROPERTIES: Irrcreoses your chonce to parry on ottock by 1%, Increosed Swords +4 

[ 60 1 Nightmare Blode | 

Bind On A(quS| 

52.6 myskol 99—185 1 

I 

10 809809 j 

PkOPEHIES: +32 Attock Powet. Araioc 70 

60 

Rovencrest's Legacy J 

Bind On Acquire | 

LlLil 

|f1iysic(rf84—157 ^ 


15 18«68» 

60 

The Hungering CoW | 

Bind On Acquire | 

-f] 

Physkol 76—143 J 

jri 

26 92953# 

1 PROPERTIES: Increased Swords +6. Armor 140 | 

60 

Vb'kog the 

Bloodletter 

Bind On Acquire 

55.2 

Physicol 100—187 

2.6 

13 52966# 

1 PROPERTIES: Delivers o fotol wound for 240 damage | 

[m 

Widow's Remorse 

Bind On Acquire | 


Physical 70-131 | 

1^ 

i 18 22#4# 1 

1 PROPERTIES: Improves your chonce to hit by 1 %. Armor 100 | 


Wroiti) Blode 

Bind On Acquire | 

l65iJ 

Physicol 82—153 \ 

1.8 

120 16933# 1 

1 PROPERTIES: Increoses domoge ond beding done by mogkol spells ond effects by up to 95, Improves your chonce to hit I 

1 with spells by 1%, Improves your chance to get a critkol strike with spells by 1% 



[w 

Azuresoog Mogeblode 

Bind On Acquire | 


1 Physicol 88—164 | 

2.4 l 

111 18«23# 

PROPERTIES: Improves your chonce to get o ciiticol strike w 

ith spells by 1%, Increoses domoge ond healiirg done by mogicol I 

spells ond effects by up to 40, Main Hand Weapon 




60 

Blode of Etemol 

Justke 

Bind On Acquire 

51.5 

1 

Physicol 83—154 

1 

2.3 


PROPERTIES: Restores 4 mono per 5 sec, Morn Hond Weapon 

60 

Blade of Voultcd 
Seaets 

Bind On Acquire 

51.5 ’ 

Physkol 83—154 

2.3 


1 PROPERTIES: Improves your choiKe to hit with spells by 1V ItKreoses damage ond healing done by mogkol spells and I 

1 effects by up to 40, /Aoin Hand Weopon 






1 BioodcaHer 

1 Bind On Acquire 

49.8 

Physkol 69—130 

□I 

10 24#8# 

1 PROPERTIES: IrKreases damogc and healing done by mogicol spells ond effects by up to 33, Atain Hornl Weapon | 


1 Bloodlord's Defender 

1 Bind On Acquire 

48.2 

1 Physkol 64—119 

O’ 

1 8 73923# 1 

1 PROPERTIES: increosed Defense +4, Moin Hond Weopon. Armor 80 1 

160 

1 Qud'Serfor 

1 Bind On Acquire 

52.5 

1 Physkol 84—126 

rr 

1 11 26951# 1 

PROPERTIES: When active, ^nts the wielder 13 defense and 300 ormor for 10 sec, Main Hand Weapon 


j Runeswofd of the Red 

j Bind On Acquire 

57.3 

1 Physicol 88—164 

2.2 

ll3 79911# 1 

1 PROPERTIES: Increoses domage ond heeling done by mogkol spells ond effects by up to 64, Main Hand Weopon | 

60 

Shorpened Silithid 
Femur 

Bind On Acquire 

59.3 

Physicol 95—178 

2.3 

16 9#86# 

1 PROPERTIES: Inaeoses domage ond healing done by mogicol spells and effects by up to 72, improves your chonce to get o I 

1 cfiticol strike with spells by 1%, Main Hand Weopon 




60 

Teebu's Blozing 
Longswofd 

Bind On Pkkup 

47.2 

Physkol 96—178 

2.9 

8 7098# 

[ PROPERTIES; Btefs a torget for 150 Fire domoge, Moin Hond Weopon ] 

60 

Worblode of the 
Hokkori 

Bind On Acquire 

49.7 

Physkol 59-110 

1.7 

10 27#60# 

j PROPERTIES: +28 Attock Power, Improves your chonce to get o critkol strike by 1 %, /Aoin Hand Weapon | 

60 

Worblode of the 
Hokkofi 

Bmd On Acquire 

47.9 

Physicol 57—106 

1.7 

8 69994# 

rmilES: +40 Anock Poww, Off Hand Weapon 


^UPeRKIELONer'flflND ^W'OBl 


DPS Domage 


15 Iroflpakh Blode Bind On Pkkup 13.5 Physicol24—46 


Sped Vendor Purrhose Value 


2.6 17#70# 


Night V^otch 
Shoftsword 


Bind On Pickup 


13.5 


Physkol 24—46 


2.6 


17#42# 


Legionnoire's Sword 


Bind On Acquire 


Physico! 28—53 


2.7 


24^33# 


Protector's Svrotd 


Physical 28—53 


2.7 


25m20 


Shodowfong 


Bind On Pkkup 


15.6 


Physical 29—55, 
ShodowA 8 


2.7 


29#64# 


PROPERTIES: Sends o shadowy boh ot the enemy cousing 30 Shadow domoge, Main Hond Weapon 


19 Cruel 6orb 


Bind On Acquire 15.5 Physkol 30—57 


2.8 29964 ^ 


PROPERTIES: +12ArtockPowei 


21 Twisted Sohre 


Bind On Pkkup 16.7 Physical 21—39 


1.8 38#40# 


PROPERTIES: Moin Hand Weopon 


Heavy Moiouder 
Scimhor 


Bind On Pickup 


17.1 


Physical 28—54 


2.4 


39#22# 


PROPERTIES: Wain Hond Weapon 


22 Wingblode 


T5.7 Physkol 24—45 


2.2 29#33# 


PROPERTIES: Main Hond Weopon 


22 Sword of Corruption Bind On Pkkup 17.1 Pbysicol25—47 


2.1 41#38# 


PROPERTIES: Corrupts the forget, cousing 30 domoge over 3 sec 


23 Sword of Deary Bitrd On Pickup 17.6 Physicol 33—62 


2.7 45#62# 


PROPERTIES: Reduces torgel's Strength by 10 for 30 sec, Main Hand Weopon 


26 The Block Knight Bind On Pkkup 19.7 Physkol 26—49 


1.9 61#S# 


PROPERTIES: Sends o sbodowy boh ot the enemy cousing 35 to 45 Shadow domoge, Moin Hond Weopon 


26 The Butcher 


Bind On Pickup 19.6 PIrysicol 38—72 


2.8 57#47# 


PROPERTIES; Main Hand Weopon 


28 Legionnoire's Sword Bind On Acquire 21.3 Physkol 40—75 


2.7 68^43# 


28 


Protector's Sword 


Bind On Acquire 


21.3 


Physical 40—75 


2.7 


72#85# 


29 Eiectrocutioner Leg Bind On Acquire 22.1 Physical 26—49 


1.7 75^64# 


PROPERTIES: Bbsts a target for 10 to 20 Nolure domoge, Main Hond Weapon 


29 Zealof Blode 


Bind On Pkkup 22.1 Physical 43—81 


2.8 80#94# 


30 Outlaw Sobre 


Bind On Acquire 18.9 Physicol 35—67 


2.7 54#92# 


PROPERTIES: +15 Altock Power 


Bind On Pickup j 24.? | Physkol 3?—60 | 1.9 |93»2?» 


31 Tointed Pierce 


PROPERTIES: Corrupts the torgef, cousing 45 domoge over 3 sec 


32 Blode of the Bositek | Bind On Pickup [ 25 , Physical 33—62 


1.9 1 


PROPERTIES: Defense+33 for 5 sec 


34 Scorpion Sting 


Bind On Pkkup 26.5 Physkol 44—83 


2.4 1 17^74# 


PROPERTIES: Poisons torget for 13 Noture domoge every 5 sec for 25 sec 


35 Anneoled Blode Bind On Pickup 27.2 Physical 34—64 


T.8 1 29980# 


GiniKu Sword 


Bind On Pkkup 


27.9 


Physkol 33—62 


1.7 


1^ 35994# 


36 


Speedsteei Ropier 


Bind On Pickup 


28.1 


Physicol 35—66 


1.8 


1 479101 


38 


Legtonnoire's Sword 


Bind On Acquire 


29.3 


Physicol 55—103 


2.7 


1 ^58999# 


38 


Nordk longshonk 


Bind On Acquire 


29.3 


Phyaol 45—84 


2.2 


50970# 


Protector's Sword 


29.3 


Physkol 55—103 


7.1 


1- 58# 99# 


40 


Sword of Serenity 


Bind On Acquire 


30 


Physicol 46—86 


2.2 


1 87914# 


41 Bloodletter Scolpel Bind On Pickup 31.1 Physicol 39—73 

PROPERTIES: Wounds the torget for 60 to 70 domoge 


1.8 2 ' 10960 # 


42 


Shortsword of 
Vengeonce 


Bind On Pkkup 


31.7 


Physkol 53—99 


2.4 


2^ 35956# 


PROPERTIES: Smiles on enemy for 30 Holy domoge 


42 Sword of Omon 


Bind On Acquire 29.7 Pliyskol 39—74 


1.9 ]• 829559 


42 Vonquishet's Sword Bind On Acquire 30 Physical 46—86 


2.2 1 77 9 96# 


PROPERTIES:+28 Aftock Power 


44 Phantom Blode J Bind On Pickup 1 32.7 Physicol 59—111 


2.6 


2 5598# 


PROPERTIES: Decrease the ortrror of the torget by 100 for 20 sec.While affected, the torget connot stealth or turn invisible. 
Main Hond Weapon 


44 {serpentSfker [ BindOtrPickup 32.8 Physicol57—107 2.S 2 51 #41# 


PROPERTIES: Poisons target for 8 Nature domoge every 2 sec for 20 sec 


45 


iong'fhroze the 
Protector 


Bind On Acquire 


33.4 


Physkol 44—83 


1.9 


2 7493# 


PROPERTIES: Corrrbines Jong'fhroze ond Song'tfiroze to form the miglity sword, Sul'throze, Shields the wieWer from 
physkol domoge, obsorhing 55 to 85 domoge. lasts 20 sec, Moin Hand Weopon 







































































































































































































































































































































^UPeRIORONC' 



Lvi 

Name 

Binding 

OPS 

Damage 

Speed 

Vendor Purchase Voiue 1 


jong'ihrazethe 

Protector 

On Acquire 

33.4 

Physical 44 —83 

1.9 

2 ' 83#34# 

1 PROPERTIES: Combines Jong'throze and Song'throze to form the mighty sword, Sul'lhroze, Shields the wieWer from 1 

1 physicol damoge, absorbing 55 to 85 domoge. lasts 20 sec 




LM 

Joonho's Atercy | 

Bind On Pickup | 

33.3 

Pliysicol 49—91 


2 87^88# 

1 PROPERTIES; Blosls 0 target for 70 Arcone domoge 


Arbiter's Blode [ 

Bind On Acquire | 

35.2 

Physicol 59—110 | 


3 38035# j 

PROPERTIES: Increoses damage ond heoCng done by mogkol spells ond effects by up to 8, Wain Hond Weopon 

S 

firebreother | 

Bind On Acquire | 

35.2 

Physicol 54—101 | 

2.2 

3 50#69# 1 

1 PROPERTIES: Huds o fiery boll that couscs 70 Fire domoge ond on odditionol 9 domoge over 6 sec | 

3 

Inventor's Focol 

Sword 

Bind On Acquire 

35.2 

Physical 54—101 

2.2 

3 2]#6# 

1 PROPERTIES: Improves your chance to get o ciHicol stnlrc with spells by 1% | 

48 

Legionnaire's Sword 

Bind On Acquire 

35.2 

Physicrri 66—124 

2.7 

3 21#56# 

48 

Protector's Sword 

Bind On Aqure 

35.2 

Pliyskol66—124 

2.7 

3<:-21#56# 

49 

Doomforged 

Stioightedge 

Bind On Pickup 

35.8 

Physkfll 47—89 

1.9 

3 4992S9 

1 PROPERTIES:+12 Altock Power | 

0 

Honzo Sword | 

Bind On Pickup j 

36.2. 

WtyBl«3|3&—71 1 

01 

3 72086# 1 

PROPERTIES; Wounds the forget for 75 domoge 

0 

Lord Generol's Sword | 

Bind On Acquire 


jaA 

3 92054# ] 

PROPERTIES: Increoses attack power by 50 for 30 sec^ Voin Hond Weopon 

0 

Biozing Ropier { 

Bind On Pickup | 

|Pr^(ql’44—82 | 


3 86 0 48# I 

1 PROPERTIES: Burns the enemy for 100 damage over 30 sec | 

0 

Throsh Blode | 

Bind On Acquire 

35.2 

Pbysico!66—124 j 


3 28054# 1 

1 PROPERTIES: Grants on extra ottock on your next swing ] 


Assossinotion Bbde 

Bind On Pickup j 

37.6 

Physicol 71—132 ! 

v\ 

i 4 9088# 1 

1 PROPERTIES: Improves your chance to get 0 critical strike by 1% 

52 

Phase Blade 

Bind On Acquire 

37.6 

Physical 55-103 

2.1 

4 410420 

54 

1 Ebon Hibof/Aarduk 

Bind On Acquire 

38.9 

Physkol73—137 

2.7 

4 •^87070# 

1 PROPERTIES: Corrupts the torget, causing 210 damoge over 3 sec, Main Hond Weapon | 

54 

Fiendish Mochetc 

Bind On Acquire 

38.8 

Physicol 74—H2 

2.4 

4174060 

I PROPERTIES: +36 Attack Power when lighting Elementols | 

0 

1 Cho'Rush's Blode | 

1 Bind On Acquire 

40 

Physicol 67—125 

2.4 

15^-38022# 1 

I PROPERTIES:+28 Attock Power | 

0 

1 Blode of Neaomoncy 

1 Bind On Acquire 

40.7 

1 Physkfll 42—80 

1.5 1 

Is*-360830 1 

I PROPERTIES: Improves your chonce to get o ciiticol strike with spells by \%, Atain Hond Weopon | 

0 

Mind Carver 

Bind On Acquire 

40.8 

Physkol57—106 

2 

5^ • 750160 

I PROPERTIES: Inaeoses domoge ond healing done by rnogicol spek and effects by up to 12, Moin Hand Weopon | 

0 

1 Silent Fang 

[Bind On Acquire 

1 40.6 

1 Physical 45—85 

lu 

|5<'680800 1 

1 PROPERTIES: Silences on enemy preventing it from costing spells for 6 sec, Moin Hond Weopon | 

57 

lord Blockwood's 

Blode 

Bind On Acquire 

40.7 

Physkol 42-80 

1.5 

5<’>690510 

1 PROPERTIES: Armor 60 

F 

Doi'Rend's Socred 
Charge 

BindOnAcqrrire 

41.4 

Physicol 81—151 

2.8 

5 480 120 

PROPERTIES: Improves your chonce to get 0 criticai strike by 1%, Moin Hand Weopon | 

0 

1 Frostguord 

Bind On Pickup 

41.3 

Physkol 66—124 

2.3 

5 690430 

1 PROPERTIES; Toigefs movement slowed by 30% ond increasing the time between ottocks by 25% for 5 sec, Moin Hond I 

1 Weopon 






0 

I Sword of Zeal 

j Bind On Pickup 

1 41.4 

1 Physicol 81—151 

2.8 

5 v 540 

1 PROPERTIES: A burst of energy fills Ihe coster, inaeosing his domoge by 10 and armor by 150 for 15 sec, Main Hond 

Weopon 






58 

DoPRend's Tribal 
Guordton 

Bind On Acquire 

41.4 

Physkol 52—97 

1.8 

6^ :30630 

1 PROPERTIES; Inaeosed Defense +7, Off Hand Weopon. Armor 100 

J8 

Legionnaire's Sword 

Bind On Acquire 

41.5 

Physical 78—146 

2.7 

5«^ 490220 

58 

Protector's Sword 

Bind On Acquire 

, 41.5 

Physicol 78—146 

2.7 

5 490220 

58 

SkuBforge Reaver 

Bind On Acquire 

41.4 

Physkol 72—135 

2.5 

5^-670300 

1 PROPERTIES: Drains forget for 2 Shodow damage every 1 sec and transfers it to the coster. Lasts for 30 sec | 


Dork Iron Reaver 

Bind On Pickup 

42.7 

Physkol 71—134 

UL 

|6m370380 


. . ' -- 

' O-,__ Jl. _o_ '■ 


1'^ 




LvI 

Nome 

Binding 

DPS 

Damage 

Speed 

Vendor Purchose Value 1 

60 

Fiery Relributer 

Bind On Acquire 

44.7 Physkol 56—105 

1.8 

1 

1 PROPERTIES; Increased Defense +5, Adds 2 fire domoge to your melee ottocks. Main Hond Weopon. Armor 60 | 

60 

Renotoki's Soul 

Conduit 

Bind On Acquire 

45 

Physical 66—123 

2.1 

7^320930 

1 PROPERTIES: Increases damoge ond healing done by mogkol spells ond effects by up to 16, Restores 6 mono per 5 sec, 1 

1 Moin Hand Weapon 






H 

Zulian Slicer j 

Bind On Acquire 

44.8 

Ptiyskol78—144 | 

ul 

7 50660 

[properties: Sikes the enemy for 72 to 96 Nature domoge, +12 Attack Power, Skinning +10 | 

S 

Argent Avenger | 

Bind On Acquire 1 

40.7 

Physkol 71—108 [ 

2.2 1 

5 r 360220 

1 PROPERTIES: Increoses Attock Power ogoinst Undeod by 200 for 10 sec |' 

60 

Miroh's Song 

Bind On Acquire 

40 

Physkol 57—87 

1.8 

5^120730 

60 

RovenhoWt Slicer 

Bind On Acquire 

42.7 

fliysicol 33-154 

2.8 

6 520110 

PROPERTIES:+26 Attack Power 



Lvi 

Nome 

Binding 

DPS 

Domoge . 

Speed 

Vendor Purchase Value 1 

60 

Ashbringer 

Bind On Acquire 

88 

Physkol 201—247, Holy 
30—50 

3 

26C 14070 

PROPERTIES; Blasts 0 torget for 700 Fire domoge 




J&PIC.lVQ^ 

Hand 

- 

Ivl 

Name 

Binding 

OPS 

Damage 

Speed 

Vendor Purchase Value 1 

S 

Nightblode | 

BindOnPkkup j 

! 43.4 J 

Physkol 97—146 1 

2.8 

2-950130 1 

1 PROPERTIES: Sends a shodowy boh ot Ihe enemy cousing 125 to 275 Shodow damoge | 


Surtliroze the Losher | 

Bind On Acqirire | 

i 52.1 

Physical 108—163 | 


6 190360 I 

1 PROPERTIES: Strikes an enemy with the rage of Sul'throze. Loweis target's strength by 15 and deals 90 to 210 Shadow 1 

1 domoge with on odditional 125 damoge over 15 

sec 





Destiny | 

I Bind On Pkkup | 

53.8 1 

[Physkol 112—168 

IliJ 

7 ' 

PROPERTIES; Increases Strength by 200 for 10 sec 

58 

Blockblode of 

Shahiom 

Bind On Acquire 

59.4 

Physkol 166—250 

3.5 

9 520410 

1 PROPERTIES; Summons Ihe infernal spirit of Shohram | 

58 

Runeblode of Boron 
Rivendore 

Bind On Acquire 

59.4 

i 

fhvsiail 171—257 

3.6 

9 130450 

1 PROPERTIES: Increoses movement speed ond life regeneration rate | 

59 

Blode of Hanna 

Bind On Pickup 

60.2 

Physkol 101—152 

2.1 

10 470290 

1 

60 

Ashkanrk, Greotsword , 
j Of the Bfolheihood J 

i Bind On Acquire 

81.9 ; 

1 

Phy*ol229 —344 


22-'85»17# : 

rii0rEI!TIES:.y«6Mrwei 

[601 Bonereover's Edge | BindOniWtt } 75.9 , 

[Physicol 206—310 

t 3.4 1 

[19 640380 1 

1 PROPERTIES; Your oltncks ignore 700 of your enemies' ormor for 10 sec. This effect stocks up to 3 times, Imprwes your I 

1 chance to get 0 crttkal strike by 1% 





60 

1 doymore of Unholy 

iMi^t 

|BindOnAcquhe 

[m 

f ■ 

j Ptiywol235 —354 

i . 

1 3.4 

23 ' 

' 

1 PROPERTIES: +98 Attock Power | 


(itenplAshbringef Nlnd On Acquire I 90 

1 Physkol 259—389 

or 

}28 8S0270 1 

1 PROPERTIES: Inflicts the will of the Ashbringer upon the wielder, Improves your chance to get a critical strike by 2%, I 

1 Improves your chonce to hit by 1%, Steob 185 to 215 life from target enemy 




1 Grand Marshal's 

1 Claymore 

1 Bind On Acquire 

[ 77.4 

1 Physkol 235—353 

nr 

|4,-1»18« 

PROPERTIES; Improves your chance to get a criticol strike by 1 % 

U 

iHighWcriord's 

1 Greotsword 

1 8md On Acquire 

[774 

fphysicol235—353 

h 

|6 30390 

1 PROPERTIES: Improves your chonce to get o critkol strike by 1% 


I Kdimdor^s Revenge f Bind On Acquire j 81j 

{Phy5kal209—315 

IK 

1^30180 ! 

PROPERTIES: Instonriy tighfning shocb the torget for 239 to 277 Nature domoge 

60 

Mansloyer of the 

Orroji 

, Bind On Acquire 

ij 62.5 

Physicol 180—270 

3.6 

11 ; 320 870’ 

"60 

Obsidian Edged Blode 

Bind On Acqure 

64.7 

Physicol 176—264 

*7r 

12- r 570680^. 


PROPERTIES: Inaeosed Two^nded Swords +8 


60 

The Untomed Blade Bind On Acqrrite 70.7 

Physical 192—289 

3.4 16 40530 


PROPERTIES: Fire Resist 4-6, Moin Bond Weopon 


PROPERTIES: Increoses Strength by 300 for 8 sec 































































































































































































































































































































































Jr 



P-pir. Tto—H;^N n .§vorp§ 


Lv3 

Name 


DPS 

Damiage 

Speed 

Veniior Parthoise Value I 

60 Typhoon 

Bind On Acquire j 

617 j 

MdI 150-225 

2.9| 

12 52#7B# 

PROPERTIES: Inaeases your dwnce fo porry OJi otluck by 1% 

iO 

Zin'mEh, Destroyer 

mm 

Bind On AnitHie 

416 

Physkol 194—295 

3.3 

12 35^2# j 

PROPtRTlES:+72 AlJod Power 



^upejqpK'Iwo 

—HfWD §WOEfii 

Lvl 

Home 

Binding 

DPS 

Damage 

SpeecfJfVendcir Purchase Value I 


Searing filode j 

Bind On Pickep ] 

T9.6 

Physical 39—59 

u\ 

32#40# 

PROPERTIES: Hurts o fiery ball that causes 70 Fwe dcmogft diid cm oddilionol 9 domnge over 6 sec j 

m 

Mbringer | 

MOnhckupl 

21 

RiysitdS7-+« 

3.4 

37e81« 

\ PROPERTIES; Sends a shpde\vy bolt aJ llie fenemv causing 60 to 100 Shadow damage | 

0 

Sumdion Blode ] 

End On Pickup [ 

21J 

Physkd 50-76 | 

271 

45#l6t 1 

[ PROPERTIES: Iticreosed Defense 4=9. Arrr,or 40 | 

21 

Onyx Clapore 

Bind On Picbp i 

21i 

Physical 43—73 

2.8 

44# 29# 

23 

Pysan's Old 

GrMtswjrd 

Bind On Pickup 

22.9 

%jicat40—91 

3.3 

57#44# 

24 

Cianolrarr 

Megochopper 

Bind Ga P^up 

23.9 

Phyacol 61^—92 

3.2 

61 #21# 

26 

Deanship Gaymore 

Sift) On Pickup 

23.8 

Physkd 53—30 

'IF 

819719 

1 PROPERTIES; kreosed Defense+10 1 

0 

Strike of the H'yrfnj 

Bind On Acquire j 


RtysicaS47—102 j 

3.3 J 

71#55# ! 

PROPERTIES: Corrosive ocid that deols 7 Noture daiwge every 3 sec and fewers torgefs armor by 50 for 30 sec 

23 

Comhotwt Ckymoifi 

tend On Pkkup 

I 27.8 

Ptiy^ical 44—97 

2.9 

85#24# 

30 

Mnrbid Down 

Bind On Aepre 

! 30,2 

Physical 70—IDS 

2.9 

1 119289 

3T 

Male Tteftndei 

Bind Oi5 Pickup 

1 31.3 

Physitiil??—117 

3.1 

1 1 229809 

1 PROPE RTIES: Increased Def ense +10. Armar 1OQ j 

32 

Bcin05iosher 

Bind On Pickup 

32.4 

Physical 70—106 

2.7 : 

1 379949 

3S 

XTaliboar 

Bind On Acquire ! 

37.3 

Physical 90—148 ; 

3.3 i 

2 1#44# 

34 

Sword of the 

Mogi^hiite 

Bind On Pickup 

34.5 

l^tysical 94—145 

3.3 

1 /5#94# 

39 

Witchbiy 

Bind On Pickup 

33.9 

Physkd 87—131 

2.8 

2* ’29#n# 

[prop E RTIES: Sends a shadowy bolt at the enemy causing 1 SO Shcdaw dama^ | 

il 

Whirlwind Sword i 

Bin) On Acquire 

35.5 

Phys(tfia82—124 

2.9 

1 73# 25# 

42 

Muialor j 

Bind On Acquire 

41.2 

fhy5!talB2—124 

2.5 i 

2 91 #79# 

^ PROPERTIES: fixreases damage done la ftirgot by physical ottocb by S for 1 iran. Slacks up to 5 times [ 

0 

1 DealfihTow 

1 BindOrtPkkup 

LiL. 

j lltysicQf 94—141 

2.8 

1 2 92#45# 1 

1 PROPERItES: Delivers a (olal wound for 160 damage | 

ii 

fibde af the Titans 

Bind On Pickup 

42.6 

Physical 112—149 

3.3 

3 23#89# 

44 

Siotiedayer 

Bind On AcquiirB 

42.7 

Physical 133’—200 

3.9 

3-28#Sl# 

' 1 PROPE ROES: Increases damage by 10 fej 6 sec ( 

0 

1 f^hifoiged Biode 

j Bind On Acquire 

44.3 

|fh»sitani8—178 

3.3 

1 3 78# 73# 1 

PROPERIIES: Fire Resist + 10,fiast Resist +10, Shadow Resist + 1 OJncrsoses damage done by Holy spsib ond eSfects by I 

1 wptoTi 






0 

1 IiwKilvQf GMjmpton 

1 ffind On Pickup 

] 4 S 

j Physical 1 OS— 162 

1 3 

1 3 85#48# 

PIJOPERTi ES: Proiecfs the coster wilh a holy iield | 

0 

j Warmeager 

[Bind On Pttkup 

[« 

1 Physical 1 OB—142 

rr 

i 4 16#77# 1 

1 PROPE RTIES: Impioves your chance to Wl by 3% j 

0 

j Drakefong Buicber 

j Bind On Acquire 


|Physy99—149 


J 4 24#46# j 

1 PROPtRIlES: Wbaiids the target oiissiiig them to bleed for 150 damage over 30 sec | 

0 

1 Stone of the Earth 

1 Bind On Acgm'ie 

4B,1 

lRiysiCBtl2^185 

3.2 

i^'7#39# 1 

1 PROPERItES: Armoj 280 | 

0 

1 Oemonsbyer 

[ Bind On Pickup 

J48.9 

1 Physical 121 — ^102 

[ 3 -L 

|5-28# 1 

PROPERTIES: +99 Attack Power whan fighltng Demons | 

52 

falierthfitfi 

Songbhide 

i W OnPkkup 

4B.9 

Physkd 129-194. 
Arcooie l“20 

3,3 

5 ' '35# 98# 

'K 

' Co-fjupfiop 

Bind On Acquire 

: 49,7 

Physicul 119—179 

^ 

5 69989 

55 

Oaontbringer 

BifidOrrPickup 

i 514 

HiysicaHIS—173 

2.8 

5 91#B4# 

|PR0PER11ES: Senrls a stiadawy bolt at the enemy causitig T25 to 275 Shadow damage | 

S6 

loroviarf Foniify 
j Sword 

Bind On Acquire 

52.1 

j Pfrysicaf 87—132 

2.1 

6 84#26# 

j PROPERIIES: Deals 30 Shadow damage every 3 sec fw 1S sec. AJf damage dona is then tnmsfarred to the coster 


§up<£RlOECfwo~flfiMD §wose§ 


Lvl 

Name 

Binding 

DPS 

Damage 

Speed 

Vendor Purchase Volue 

57 

Oarkstune Capore Bind Otr Acquire 

! .52.9 

Physicol 152—229 3.6 !7 ■1#?0# j 

i PROPERIIES:+54 Atek Power | 

m 

Relenlfess Scythe | 

Blod On Acquire | 

53 1 

[ Physical 140—2TO' | 

3,3 

6''95#37# 1 

[ PROPERTIES: Increases yoar choEiice lo parry on attock by 1 % [ 

S 

Arcanite Champion | Bind On Pickup | 

53.8 

Pliy5icatl29—194 | 3 

!7''46#19# 1 

PROPERTIES: Heol self for 270 to 450 oad Increases Strength by 120 far 30 sec 

0 

Bartwrews Blade 

Binr] On Acquire^ 

53.7 : PtiysiCBl 138—207 

3.2 

7^ ^-31#]# 

[ PROPERTIES: 1 mproves your chance to get a trilical sirice by 1 +40 Allock Povrer | 

I S8 j Dernan^ar j Bind On Acquire j 53.8 

IPtiysicDn63—246 I 

1 3.8 |7 ‘27#70# 1 

PROPERTIES: Sends a shadowy iiob ol the enemy aiusing 150 Shadow danwge ond deaSng 40 damage every 2 sec for 

4sec 

60: 

V7flrbbtie of Coer 
Oanow 

1 

find Cht Acquire 

53.9 

Physkol 142—214. 
j Frost 1—22 

3.3 ; 

4 98# 26# 


THROWN WEAPONS 


^UPtRiPR^THROWS 


Lvf 

Name 


DPS 

Dorrmge 

Sfled 

Verdor Purrhase Value, 

55 

Elrghlblocfe Throwng 
Axe 

Bind Or Acquire 

35.5 

Pby^'col 54—102 


11# 


WANDS 


^icJKpnd^ 


Lvl 

Name 

Binding 

DPS 

Damage 

Speed 

Vendor Purchase Value 

58 

Crimson Shocker 

Bind On Atquiie j 

73.3 

Fffel02—191 

01 

S 97#41# 

|pROPERTfES:FireReMsl+10 [ 

60 

Cold Snap 

; Bmd Du Acquire 

1 85.3 

Frasi 101—189 

1.7 

] 77#91# 

|PfiOPER!IE$: Increases damage done by Frost spells and effects by (8) to 20 j 

60 

Ooenifinger 

Bmd On Acquire : 

: 139 

[«&wl44—271 

0] 

,22 '93#33# J 

PROPERTIES: Improves youi clwnce to get a critical sinke with spells by 1\ IrKreoses darrwge ond heoSng done by magical 
spells and effects by up lo 16 

0 

! DragorCs Toocli | 

1 Bind On Acquire j 

95.4 

iFire 107—199 | 

il.6 

jio 34#41# j 

[pROPERIlES: Inaeoses danwge and healing doitie by magical spells ood efTects by up Jo 6 | 


Essence Gaihemr | 

1 Bind On Acquire 

1 85.4 

j AfcujiS' 83—154 

□0 

[?-’95#98# i 

ITOPERIIES: Restores 5 mono per 5 sec j 

60! 

MoTlfs Touch ; 

Bind Acquire 

74.8 

1 Knlu[e91—170 

1.7 1 

6 23#4B# 

i] 

Touch of Cfitros | 

^ind OnAcqubo ^ 

^82”' 

[shdriw®4—160‘ ■ 'i 1,5 i 

g : 59SS909" 

1 PROPElfTlES: Increases damage and heating dona by mogicol spoils and effed^ by up to 18 | 

|4oXw0ndofFat^ J 

[ind On Acquire ^ 

j 113.7 1 Shodow 119—222 ' 1 

nr 

[I4"'72:ij^83# '] 

PROPERIIES: Increases dantoga ond healing donts by moglcal spdls and effects by up to 12, Improves your chance to bit 
wiih spells by T?i 

i 

60 

: Wand of Otro^i 

1 NohiSfy 

;Bfp.d OuAcpre 

1012; 

114-213 ■ , 

hi ■' 

[■i2;im94# , 

PROPERTIES: Increases domage and bealing done hy mogicol spells and effects by up to 19 

Ur 

k 

f Wffiid of ihs 

{Whispering Daod ' ^ 

^ Bind Oft Acquire 

i 113.7; 
L 

j Shota 119—222 

fas; 

14- 89.^94# I 

jpROPERTIES: Ircreoses heolirg done by spelb und aEfects by up lo 22 


^UPe^OIL^KD^ 


Lvl 

Home 

iinding 

OPS 

Damage 

Sped 

Veidor PurditBe Value 

15 

firebelcheF 

Bind On Acquire 

20.3J 

fire 24—45 

T.7 

13# 12# 

16 

Skycalfar 

BiFidOrtfkkup | 

2Ti j 

, Arcane 24—45 

li ■ 

1:4#23# 

17 

Cc)Gkia''s Stirrieg Rd 

Bind On Acquire ’ 

22',3 

Arcane 2(]~^38 

1.3 

169609 

22 

Thufidmd 

firdOflPidup j 

27.1 1 

Noluro 34—47 

T.9 

29#9I# 

27 

Graveslane Scepter 

Bittd On Acquire . 

29 

SIknIsw 3(7-57 

15 

35#35# 

1 PROPERTIES: Shadow Resist 4 5 

























































































































































































































































































































'' C!____ AYF-_ ' 


,|lJPeRLOILWi®®§ 

L^l 

ffarae 

Binding 

DPS 

Damage 

Speed 

Vondor PPrdtase VoEuo 1 


Siarfoller 

Bind On P5ckup 

32.9 

Arcane 32—60 

1.4 

53«5)9 

30 

Necrotic Wand 

Bind On Anpjire 

33.2 

Shadow 32^^ 1 

U 

66#49« 

33 

Earlhan Rod 

Bijid On Pickwp 

35.6W 

Notuio 42—79 

; 

869289 

3^ 

freeing Shard 

Bifid On Pickup 

35.3 

Frast 32—61 

1.3 

1 95#92# 

I PRO PERU ES: Ino^ses da mnge done h/ Fiost speHs and effects by Ufi to 10 | 


Pkiguerat Sprig 

EindOnAcsiuiie } | 

Nature 41—73 j 1.6 [ 96#60# | 

1 PROPERTIES: Shadow Resist+7 1 

% 

lady ftdlhee^ess' 

Finger 

Bind On Acquire 

38.1 

Shadow 34—65 

i 1.3 

L 

1 5^36# 

PROPERII ES: Imses domoge done by Shadow spelb ond affects by up to 10 

37 

iainn's Firesbfter 

Bind On lockup 

3?.4 

fire 44 —S2 

1.6 

1 I4#a7# 

40 

IcefutyWond 

Bind On Acquire 

37.2 

to 41—78 


289429 

1 PROPE RTIES: fncreases damogc done by Frost ^Ifs and alEects by up to 9 | 

Uo [ Mortier force Wand ; 

1 BN On Acquire 

1 37.3 j Arcane 39—73 | 1.5 1 1-1«3# j 

1 PROPERlfES: Increoses domage done by Arcane spelfs ond effects by up to 9 ] 

1 40 j Rngefifc World [ Bind On Acquire 

37.1 

[ Fire 36—68 | 1.4 | 98®S# \ 

1 PROPERllES: Inaeases daiiwge dene by Fire spelb ond effects by up to 9 | 

[44 j Ffomingi Incinerator 

Bind On Pkkup 47.2 

[fire 59—111 

18 :i 91 # 39 # 1 

1 PROP£i;nES: FiieJesKf+e H 


j WmidofAllEstad 

BN On Pickup 4S.4 

1 Arcone 64—120 

1.9 

h 9^45# 

[PROPERflES: Arcane Re^isr+9 ] 


I Hdxioik Skiot^ i Bind Or Acqutre 

nr 

1 Nature S6 — 104 

1 li 1 2 - 25^19# 1 

1 PROPERTIES: WolureResfsf-r 5 1 


Pyik Caducous 

Bind On Acquire 

1 52.5 

Rte 66—123 

; 1.3 2^ 50#83# 1 

1 PROPERTIES: Increoses dpriKifje done by Fira spells and effects by up to 13 1 

1 51 1 RodofCoiroaon 

1 Bind On Acqjuira | SS j Nahrrc 50--93 

nr 

l2-.B9#89# j 

1 PROPERllES: Nature Rossr+ID 1 


1 SetpenfineSkdb 

1 BN On Acquire j 54.6 j Shadow S3— ) 00 

i 1.4 12^9106# j 

1 PROPERlfES: Shadow ResisUlO | 

nr 

I Sy's Ghoslly Ftmth 1 Bind Or AcguBfO 

1 S5.B IsiNowJO—131 j 1.8 [ 

PROPERII ES: Inaeases damage done by Shadow spells ond effects by up b 14 \ 


l>UPeRK)KWgND§ 


Lvl 

Name 

Binding 

05 

Oomage 

Speed 

Vendor Purchase Value 1 

52 

Wand of Eternal light 

BN Orr Acquire 

SSJ 

KoFySa—109 [ 

-rn 

3f‘6#55# 

j PROPERTIES; Resbres 2 mnna per 5 sec, fncreosos healing done by spells and effects by up to 9 | 

[52 j Wcjesiave 1 

Bind On Acquire | 51.3 | 

Shodow68—127 j 


2‘-^42#29# 1 

PROPE RTIES: IncrecKos damage done by Slwdow spells and effects by op to 11 j 

[ S3 { Torth of Austen | 

8N0nrrckup [ 56.8 [ Fire 55—104 [ 1.4 ] 3*35# 90# | 

PROPERTIES: Fire Resist+10 | 

54 

Wand ofAnmae 

Potency 

Bind On Pickup 

58.4 

Arcane 65—122 

i 1.6 

3*459259 

PROPE RUES: Increases damage done by Aictme spells and effects by up to 16 | 

1 55 Banshee Finpr | 

BN On Acquire j 59J Frost 79—148 1.9 ] 

3977«?;9 

PROPERHES: Frost Resist+10 | 

56 

' A^ann Channeling 

Wand 1 

Bind On Acquire 

60.9 

1 

Erast 68—127 

1: 

1 1.6 

39739429 

1 PROPER! lES: Restores 4 ttiana per 5 sec | 

[ 57 j Borecreeper Stylus 

[Bind On Acquire | 

[ 6 ^ 

[Afairje83—155 j u] 

i3*?3#4# j 

1 PROPERTIES: fnerensos damage end booling done by magical spells ond effects by up to IT j 

57 

j Obiviort''sTquth 

BN Orr Acquire 

62.5 

Shadow 78—147 

1.8 

4*10#ll# 

57 

[ Spcikiing Crystal 

Wand 

Bind On Acquire : 

1 

42.3 

f{Qlure6S—122 

: 1 - 51 

31949979 

j PROPERTIES: Increases damage oN healing done by magical spells and effects by up to 5 

H 

Ritssyn's Wand of 

Bad Wejo 

Bind On Acquire 

63.S 

Shadow 58—108 


27# 63# 

1 PROPERTIES: Increases damage and bcsaling done by magical spells and effects by up to 11 

60 

Antenna of 
lirvigoration 

j BNOn Piebuip 

71 i 

Natwo 80—149 


5 ‘-27# 269 

I PROPERTIES: Restores 3 mcriiD per 5 sec, Incceoses heating done by spdls and effects by up to 13 [ 

ilo 

j i Bind On Acquire j 62.7 

{Shadow9a-168 ] 1,8 i5:f-S5#76# j 

1 PROPERllES: Restares 5 mniw per 5 sac | 

60 

Staimmger 

Bind On Acquire 

71.7 

Nature 57—106 

13 

4.'16#3# 

60 

Wand af Biting Cold 

; BindOnAcqiiim 

64 

FrDSt6?—125 

1.5 

49439279 1 

PROPERTIES: tircrenses damage done by Frost spells oN effects by up lo 16 | 
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Armor 









































































































































































































































These are some of the rare mobs you can find in Azeroth. This can be cross-referenced with the 
"Rare Mobs" section of BradyCames' World of Warcraft Atlas for zone, and map grid locations. They 
are presented in alphabetical order for easier use. 



Agoirsed Slfiherblade 


Ai;si«tR Banebreath 



LEVEL 35 




LEVEL 54 



FACTION 

AGGRO 

CLASS 


FACTION 

AGGRO 

CLASS 


Naga 

Social 

Warrior 


Demon 

Social 

Warrior 


Hit Points 


Armor 


Hit Points 


Armor 


1342 


1387 


3292 


3237 



SPELL RESIST 




SPELL RESIST 




ABILITIES 




ABILITIES 




\_ 


FACTION 

Demon 


Akkrilus 

LEVEL 26 

AGGRO 

Social 


CLASS 

Paladin 


Hit Points 

683 


Armor 

887 


SPELL RESIST 




ABILITIES 

Rain of Fire, Fire Shield I 


FACTION 

Lost Ones 


AGGRO 

Social 


CLASS 

Paladin 


Hit Points 

2633 


Armor 

2610 


SPELL RESIST 


ABILITIES 

Lightning Bolt, Slow, Chain Lightning 


/ \ 


AcHEUIQS THE BAhSSHED 



LEVEL 31 



FACTION 

AGGRO 

CLASS 


Centaur, Galak 

Social 

Warrior 


Hit Points 


Armor 


1307 

SPELL RESIST 

1247 



ABILITIES 



\ 

Battle Shout 




CLASS 

Paladin 


Armor 

1234 


SPELL RESIST 


ABILITIES 

Shadow Bolt, Cripple, Call of the Grave 


FACTION 

Giant 


ANAn«MUS 

LEVEL 45 

AGGRO 

Social 


CLASS 

Warrior 


Hit Points 

8316 


Armor 

2742 


SPELL RESIST 


ABILITIES 


Akubarthe Seer 

LEVEL 54 


FACTION 

Monster 

Hit Points 

2768 


Aniros 

LEVEL so 

AGGRO 

Social 


CLASS 

Warrior 


Armor 

3018 


SPELL RESIST 


ABILITIES 
Swoop, Rend, Cleave 


Ambassador Bloodrage 

LEVEL 36 

FACTION AGGRO 

Quilboar, Razorfen Social 

Hit Points 

3150 



































































r 


Aimmcmffmm 

LEVIL 22 


FACTION 
Undead, Forsaken 


AGGRO 
Aggressive, Social 


CLASS 

Mage 


Hit Points 

All 


Armor 

499 


SPELL RESIST 


V. 


ABILITIES 

Summon Voidwafker, Shadow Bolt 


Azam im SicmADE 

lEVEl 25 

FACTION AGGRO CLASS 

Monster Monster Paladin 


Hit Points 

622 


Armor 

858 


SPELL RESIST 


ABILITIES 

Fireball, Flame Spike 


I 

AIMA 


% 


r 





LEVEL 35 



I 


LEVEL 3S 


1 

'll 

FACTION 

AGGRO 

CLASS 


* 

1 

FACTION 

AGGRO 

CLASS 

f 

1 

Monster 

Monster 

Warrior 


; 

Wolf 

Social, Predator 

Warrior 


Hit Points 


Armor 


; I 

I f 

Hit Points 

Armor 


1342 


1387 


? r 

f i 

1046 


1724 



SPELL RESIST 



f 1 


SPELL RESIST 




ABILITIES 



;l 

i f 

1 \ 

i 


ABILITIES 



1 __ 




i 

1 


— 




FACTION 

Monster 


ARAa^-mis 

tEVEi 49 

AGGRO 


Monster 


CLASS 

Warrior 


Hit Points 

2672 


Armor 

2963 


faction 

Wolf 


LEVEL to 

AGGRO 
Social, Predator 


Hit Points 

198 


Armor 

518 


SPELL resist 


abilities 

Chain Lightning, Shock 


SPELL RESIST 

ABILITIES 
Rend, Tendon Rip 


FACTION 
Dragonflfght ^ Black 

Hit Points 

8883 


LEVEL 59 

AGGRO 

Social 


CLASS 

Warrior 


Armor 

3512 


SPELL RESIST 

Frost +295 
ABILITIES 

Freezing Breath, Thrash 



CLASS 

Warrior 


BigSamras 

LEVEL 2? 

ii 

FACTION AGGRO 

Bear Social 

CLASS 

Warrior 

Hit Points 

Armor 

1080 

1108 

SPELL RESIST 


ABILITIES 

, 


i 1 










































































































































BoUiDERHEART 

.\ 


LEVEL 12 





LEVEL 25 


FACTION 

AGGRO 

CLASS 



FACTION 

AGCRO CLASS 


Bear 

Social 

Warrior 



Monster 

Monster Warrior 


Hit Points 


Armor 



Hit Points 

Armor 


247 


580 



699 

1037 



SPELL RESIST 





SPELL RESIST 



ABILITIES 





ABILITIES 


Ice Claw, Rend Flesh 





— 

A 


V 




Elackmoss iHE Feud 

LEVEL 13 


BossCUlgo^ 

LEVEL 22 

FACTION AGGRO 

Trogg Social 

Hit Points 

573 

SPELL RESIST 

ABILITIES 
Dual Wield, Enrage 


CLASS 


Warrior 

Armor 

932 



FACTION 

AGGRO 

CLASS 



Monster 

Monster 

Warrior 



Hit Points 


Armor 



273 

SPELL RESIST 

615 




ABILITIES 





— 





Blind Hunter 

S. 



LEVEL 32 




FACTION 

AGGRO 

CLASS 



Monster 

Social 

Warrior 



Hit Points 


Armor 



5285 

SPELL RESIST 

1283 




ABILITIES 



V-T- 




/ 


V 


■X 




. "■ “ 

Braoc 

LEVEL 19 



FACTION 

Murloc 

AGGRO 

Social 

CLASS 

Warrior 


Hit Points 


Armor 


449 

SPELL RESIST 

826 


ABILITIES 

^ Pierce Armor, hamstring, Strike 



Broken Tocxih 

LEVEL 37 


FACTION 

Monster 


AGGRO 

Social 


CLASS 

Warrior 


Hit Points 

1603 


Armor 

1607 


SPELL RESIST 


ABILITIES 


fac:tion 

Kolkar 


Brokespear 

LEVEL 17 

AGGRO 

Social 


CLASS 

Warrior 


Hit Points 

386 


Armor 

756 


SPELL RESIST 


ABILITIES 

Throw, Slowing Poison 






























































































BrUEGAL iROhflCNUCKLE 1 

Captain Gerogg Hammertoe 1 


LEVEL 26 



LEVEL 27 


FACTION 

AGGRO 

CLASS 


FACTION AGGRO 

CLASS 

Delias 

Social 

Warrior 


Dwarf, Ironforge Aggressive, Social 

Warrior 

Hit Points 


Armor 


Hit Points 

Armor 

2250 


1072 


2400 

1108 


SPELL RESIST 



SPELL RESIST 



ABILITIES 



ABILITIES 


_ 

— 

_ / 


^ Defensive Stance, Improved Blocking, Shield Bash, Shield Wall 



Burgle Eye 

LEVEL 38 


s. 



Carishvous the Breaker 

LEVEL 16 

) 


FACTION 

Murloc 

AGGRO 

Social 

CLASS 

Paladin 




FACTION AGGRO 

Furbolg Social 

CLASS 

Warrior 



Hit Points 


Armor 




Hit Points 

Armor 



1305 


1418 


L 


356 

721 




SPELL RESIST 





SPELL RESIST 



V 


ABILITIES 


y 



ABILITIES 

Pierce Armor, Thrash 














Captain Beld 

LEVEL 11 


I 


Chatter 

LEVEL 23 




FACTION 

Dwarf, Dark Iron 

AGGRO 

Social 

CLASS 

Warrior 




FACTION AGGRO 

Spider Non Social 

CLASS 

Warrior 



Hit Points 


Armor 




Hit Points 

Armor 



222 


545 




617 

967 




SPELL RESIST 



i 


SPELL RESIST 



Sw 


ABILITIES 





ABILITIES 

Paralyzing Poison, Poison 

A 



^ Capiar^ Fiat Tusk 


LEVEL 11 


FACTION 

AGGRO 

CLASS 

Quilboar, Razormane 

Social 

Warrior 

Hit Points 


Armor 

666 

SPELL RESIST 

545 


ABILITIES 


- .Vfi,.iroi 

Heroic Strike 





Clack the Reawr 

LEVEL 53 
FACTION AGGRO 

Scorpid Social 

Hit Points 

3188 

SPELL RESIST 


CLASS 

Warrior 


Armor 

3183 




ABILITIES 

Venom Sting, Knockdown 



































































































Cluichmoiher Za\i^ 

LEVEL 54 


FACTION 

Silithid 


AGGRO 

Social 


CLASS 
Warrior-p 


Hit Points 

3292 


Armor 

3237 


SPELL RESIST 




ABILITIES 
Pierce Armor, Cleave 




Coy^AMANDER F^LSTROM 

LEVEL 32 




FACTION 
Undead, Scourge 

$ Hit Points 

1162 


AGGRO 

Social 


CLASS 

Warrior 


Armor 

1283 


SPELL RESIST 


ABILITIES 




r 




FACTION 

Monster 


OtYSXM. Fang 

LEVEL 60 


AGGRO 

Social 


CLASS 

Warrior 


Hrr Points 
9156 


Armor 

3566 


SPELL RESIST 


ABILITIES 




\ 

Darbel Mosttrose 

\ I 

LEVEL 3€> 


FACTION AGGRO 

CLASS 


Monster Social 

Paladin 

1 , 

1 Hit Points 

Armor I 

r 

\ 1 
1 1 

- 5900 

1517 

1 SPELL RESIST 


1 1 

I ABILITIES 



\ Summon Succubus, Curse of Weakness, Shadow Bolt, Banish 

\ . / 


Darrmisht Widow 

LEVEL 40 

FACTION AGGRO 

Spider Social 


CLASS 

Warrior 


I Hit Points 

1752 


Armor 

1980 


SPELL RESIST 


ABILITIES 


7~ 


FACTION 

Raptor 

Hit Points 

1604 


Dart 

LEVEL 38 

AGGRO 

Social 


CLASS 

Warrior 


Armor 

1724 


SPELL RESIST 


ABILITIES 


J 


FACTION 

Ogre 


Cycxorthe Mad 

LEVEL 48 

AGGRO 

Social 


Hit Points 

1803 


CLASS 
Mage : 

Armor 

1462 


SPELL RESIST 


ABILITIES 

Bloodlust, Arcane Explosion, Arcane Bolt 


FACTION 


Scorpid 

S Hrr Points 

T 222 


Death flayer 

LEVEL I t 

AGGRO 

Social 


SPELL RESIST 

ABILITIES 
Venom Sting 


CLASS 

Warrior 


Armor 

545 









































































































lEVll 49 

FACTION AGGRO CLASS 

Wolf Social, Predator Warrior 

Hit Points Armor 

2672 2963 

SPELL RESIST 

ABILITIES i 

V__-Zl____ / 


V________/ 



LEVEL 49 

FACTION AGGRO CLASS 

Basilisk Basilisk Warrior 


Hit Points Armor 

2672 2963 

SPELL RESIST 

Ffre +100 
ABILITIES 

Cali of the Grave, Crystal Gaze 


LEVEL 53S 

FACTION AGGRO CLASS 

Wolf Social, Predator Warrior 

Hit Points Armor 

3188 3183 

SPELL RESIST 


ABILITIES 

Tendon Rip 



LEVEL 56 


FACTION AGCRQ CLASS 

Undead, Scourge Social Mage 

Hit Points Armor 

2550 1686 

SPELL RESIST 

Shadow +SB 
ABILITIES 

Shadow Bolt, Curse of Tongues, Drain Life 



LEVEL 25 


FACTION AGGRO 

CLASS 

Worgen Social 

Warrior 

Hrr Points 

Armor 

2097 

1037 

SPELL RESIST 





ABILITIES 

Cleave, Battle Stance, Hamstring 









LEVEL n 



i' 

FACTION 

AGGRO 

CLASS 



Murloc 

Social 

Paladin 



Hit Points 


Armor 



230 

SPELL RESIST 

479 




ABILITIES 



\ 


Shock 


/ 




Dess^:us 





LEVEL 56 




FACTION 

AGGRO 

CLASS 



Monster 

Social 

Paladin 



Hit Points 


Armor 



6477 

SPELL RESIST 

2699 


i 


ABILITIES 



V_ 


Lightning Cloud 


/ 




' \ 



LEVEL 45 




FACTION 

AGGRO 

CLASS 



Makrura 

Social 

Warrior 


■ 

Hit PoihfTS 


Armor 



2217 

SPELL RESIST 

2742 




ABILITIES 



\ 


Knockdown 


/ 






















































FACTION 

Demon 



D|SAI)5C0RN 

LEVEL 57 

AGGRO 

Social 


CLASS 

Warrior 


Hit Points 

3758 


Armor 

3402 


SPELL RESIST 


ABILITIES 

Bloodlust, Strike, Backhand 


FACTION 

Leopard 

Hit Points 

176 


Duskstalker 

LEVEL 9 

AGGRO 

Predator 


CLASS 

Warrior 


Armor 

412 


DlREMlWHlSPER 

LEVEL 58 


FACIION 


^ Undead, Scourge 

Hit Points 


AGGRO 

Social 


CLASS 

Warrior 


I 


3875 


Armor 

3457 


SPELL RESIST 


ABILITIES 

Veil of Shadow, Shadow Bolt Volley, Cripple 


FACTION 

Elemental 


SPELL RESIST 

ABILITIES 

Tendon Rip 

Eck’alom 

LEVEL 27 

AGGRO 

Elemental 


CLASS 

Paladin 


Hit Points 

724 


Armor 

917 


SPELL RESIST 

Frost +75 
ABILITIES 
Freeze, Frost Shock 



DKjMACTITSi^WLPIILANGE 3^ 

LEVEL 38 

1 

DrOGOIH THE RoAMER 

LEVEL 37 

\ 


FACTION 

Monster 

AGGRO 

Monster 

CLASS 

Warrior . ' 


FACTION AGGRO 

Monster Monster 

CLASS 

Warrior 



Hit Points 


Armor 


Hit Points 

Armor 



6975 


1724 


1536 

1607 




SPELL RESIST 



SPELL RESIST 



\ 

ABILITIES 

Dual Wield, Sunder Armor, Defensive Stance J 


ABILITIES 


/ 








/ 


DteHU 

LEVEL 13 



buQGAN WiLDHAMMER 

LEVEL 55 

- 


FACTION 

Monster 

AGGRO 

Social 

CLASS =, 

Warrior 

i 

FACTION AGGRO 

Dwarf, Wildhammer Aggressive, Social 

CLASS 

Warrior 



Hit Points 


Armor 


Hit Points 

Armor 



273 


615 

I 

3398 

3292 




SPELL RESIST 



SPELL RESIST 




ABILITIES 

Summon Savannah Cubs ] 

1 ^ 

ABILITIES 

Cleave, Shoot 























































































EOAMimHomER 

\ 


LEVEL 9 



FACTION 

AGGRO 

CLASS 

1 

Worgen 

Social 

Warrior 


Hit Points 


Armor 


176 

SPELL RESIST 

412 



ABILITIES 




Frost Breath 




Elder Mysik RAZORSNOcir 



LEVEL 15 



FACTION 

AGGRO 

CLASS 


Quilboar, Razormane 

Social 

Paladin 


Hit Points 


Armor 


903 

SPELL RESIST 

566 



ABILITIES 




Healing Ward, Earthbind Totem, Searing Totem, Healing Wave 


ENOhSER WhIRLEYGC 

LEVEL t9 

FACTION AGGRO CLASS 

Monster Social Warrior 

Hit Points Armor 

449 826 

SPELL RESIST 


ABILITIES 

Summon Explosive Sheep, Compact Harvest Reaper 

\ ___ 





































































































N 


Foreman Grbjls 



LEVEL 43 



LEVEL 19 



FACTION 

AGGRO 

CLASS 


FACTION AGGRO 

CLASS 


Murioc 

Sociai 

Warrior 


Monster Social 

Warrior 


Hit Points 


Armor 


Hit Points 

Armor 


2059 


2414 


314 

826 



SPELL RESIST 



SPELL RESIST 




ABILITIES 



ABILITIES 




Thrash 



Dual Wield, Battle Stance, 

Hamstring 



\ 


LEVEL t9 

FACTION AGGRO 

Monster Social 


CLASS 

Mage 


Hit Points 

379 


Armor 

442 


SPELL RESIST 

ABILITIES 

Fireball, Fire Nova 


FACTION 

MuHoc 


AGGRO 

Social 


CLASS 

Warrior 


Hit Points 

356 


Armor 

721 


SPELL RESIST 

ABILITIES 

Knockdown^ Strike 


FtAQGtEMlM Csmt 

LEVEL 16 


FbitEMAN]Eia^ 

LEVEL 62 




FACTION 

Scarlet Crusade 


AGGRO 

Social 


CLASS 

Warrior 


Hit Points 

9711 


Armor 

3677 


SPELL RESIST 


ABILITIES 

Dual Wield, Snap Kick, Thrash 


Foreman Mar£m> 

LEVEL 5S 


PACTION 
Scarlet Crusade 


AGGRO 

Social 


CLASS 

Warrior 


Hrr Points 
3875 


Armor 

3457 


SPELL RESIST 


ABILITIES 


\ 




/ 

\ 


— - 


/ 

LEVEL 20 

\ 

! 

f 

Foreman ltec» 

LEVEL 24 

X 


FACTION 

Monster 

AGGRO 

Monster 

CLASS 

Warrior 


1 

I : 


FACTION AGGRO 

Monster Social 

CLASS 

Warrior 



Hit Points 


Armor 




Hrr PoiNTS 

AriMoir 



484 


861 




1953 

1002 




SPELL RESIST 





SPELL RESIST 



\ 


ABILITIES 

Trample 


/ 



ABILITIES 

Pierce Armor, Net 































































klVll %1 

AGCRQ 


FACTION 


CLASS 

Warrior 


Oragonflight - Black 

Hit Points 


Armor 

3402 



\ 

LEVEi. 50 



PACTION AGGRO 

CLASS 


Furbolg, Timbermaw Social 

Warrior 


Hit Points 

Armor 


2768 

3018 


SPELL RESIST 



ABILITIES 



Entangling Roots 




SPELL RESIST 

ABILITIES 

Sunder Armor, Battle Shout, Demoralizing Shout 


y 


f\]KfSNElJDA 









LEVEL & 





LEVEL 5t 




FACTION 

AGGRO 

CLASS 




FACTION AGGRO 

CLASS 



Harpy 

Social 

Warrior 




Naga Social 

Warrior 



Hit Points 

Armor 




Hit Points 

Armor 



156 


322 




2979 

3072 




SPELL RESIST 





SPELL RESIST 





ABILITIES 





ABILITIES 





Deafening Screech 




\ 

Strike, Cleave, Knockdown 

y 











GM&^CHAjRSXm 



y 

Geoi^ 




LEVEL 2^ 





LEVEL 9 




FACTION 

AGGRO 

CLASS 




FACTION AGGRO 

CLASS 



Ore, Dragon maw 

Ore, Dragonmaw 

Paladin 



Quilhoar, Razormane Social 

Paladin 



Hit Points 

Armor 




Hit Points 

Armor 



811 


975 




166 

342 




SPELL RESIST 



! 


SPELL RESIST 





ABILITIES 





ABILITIES 




Flame Spike, Fire Shield II, Flame Shock 

/ 


\ 

Healing Wave, Lightning Shield 

/ 





























































GEomsT Gukk*r0k 

LEVEL t9 


FACTION 
\ Quilboar, Bristleback 

i 

I 

\ 


AGGRO 

Social 


CLASS 

Paladin 


Hit Points 

404 


Armor 

684 


SPELL RESIST 


ABILITIES 

Power Word: Shield, Renew, heal 


FACTION 
Gnome, Leper 


CSilLEmT 

LEVEL 1 \ 

AGGRO 

Social 


Hit Points 

199 


CLASS 

Mage 

Armor 

286 


SPELL RESIST 

ABILITIES 

Fireball 


y 





Gesharahan 

\ 

I i 



CiOGLEIt 


X 



LEVEL 20 






LEVEL 34 



i 

FACTION 

AGGRO 

CLASS 


i \ 


FACTION 

AGGRO 

CLASS 



Monster 

Social 

Warrior 




Wolf 

Social, Predator 

Warrior 



Hit Points 


Armor 




Hit Points 

Armor 


i 

1452 


861 


1 


1279 


1353 


i 

i 


SPELL RESIST 



1 



SPELL RESIST 





ABILITIES 



> y 



ABILITIES 



\ 

Thrash, Deadly Poison 


/ 

■ 'i 

\ 


— 


/ 












/ Hi 

• ; 

QkKM Bashquud 





GaMORIAN 



- i 


LEVEL 59 






LEVEL 43 




FACTION 

AGGRO 

CLASS 


s 


FACTION 

AGGRO 

CLASS 


1 Ore, Blackrock 

Social 

Warrior 




Murloc 

Social 

Warrior 



Hit Points 


Armor 




Hit Points 

Armor 



8883 

SPELL RESIST 

3512 - 




" 2059 

SPELL RESIST 

2414 


f: 


ABILITIES 






ABILITIES 





— 




V 


Gouge, Sinister Strike 


y 



OmESNlK 


Gish THE Univk>w«j 



LEVEL 28 





LEVEL 56 



^ FACTION 

AGC'.RO 

CLASS 

1 


FACTION 

AGGRC3 

CLASS 


Kobold 

Social 

Warrior 

4 


Undead, Scourge 

Social 

Warrior 


S’! Hit Points 


Armor 

Op 

1 

i Hit Points 


Armor 


W 895 


1142 



- 3643 


3348 



SPELL RESIST 





SPELL RESIST 




ABILITIES 





ABILITIES 



■ ^ ^ Sunder Armor 



r ^ 

^ Gargoyle Strike, Rend 


y 



































































































FACTION 

Mur foe 


Gluggle 

LEVEL 37 

AGGRO 

Social 


Hit Points 

1115 


CLASS 

Mage 

Armor 

858 


SPELL RESIST 

ABILITIES 

Acid Splash 


FACTION 
Gnoll; Moss hide 


Qnawbone 

LEVEL 24 

AGGRO 

Social 


CLASS 

Warrior 


Hit Points 

664 


Armor 

1002 




SPELL RESIST 

ABILITIES 
Dual Wield, Rend 


FACTION 

Wolf 


€kmfAm 

LEVEL 13 

AGGRO 
Social, Predator 


CLASS 

Warrior 


Hit Points 

273 


Armor 

615 


V. 


SPELL RESIST 

ABILITIES 

Reod 


OCH 


FACTION 

Ogre 

Hit Points 

2633 


LEVEL 54 

AGGRO 

Social 


CLASS 

Paladin 


Armor 

2610 


SPELL RESIST 


ABILITIES 

Torch, Btoodiusi, Fireball 


\ 


CjRANDm ViSHAS 




FACTION 

Monster 


LEVEL 34 

AGGRO 

Social 


CLASS 

Warrior 


Hit Points 

3489 


Armor 

1353 


SPELL RESIST 


ABILITIES 




Great fhimK Arctikus 


FACTION 

Troll, Frostmane 


LEVEL 11 

AGGRO 

Social 


CLASS 

Paladin 


Hit Points 

208 


Armor 

450 


SPELL RESIST 


ABILITIES 

Devotion Aura, Renew, Lesser Heal 




A 


FACTION 
Beast “ Carrion Bird 


LEVEL 46 

AGGRO 

Social 


CLASS 

Warrior 


Hit Points 

2398 

SPELL RESIST 

Fire +110 
ABILITIES 

Crimson Fury, Fire Nova 


Armor 

2798 


LEVEL 57 

FACTION AGGRO 

Spider Non Social 

Hit Points 

3758 

SPELL RESIST 


CLASS 

Warrior 


Armor 

3402 


ABILITIES 

Deadly Poison, Web 

























































































































































HAAmeA RAVENCm 

\ 


/ 

Harr fbuiMouNrA^ 


LEVEL 5Q 





LEVEL 2? 



FACTION AGGRO 

CLASS 




FACTION AGGRO 

CLASS 


Si!ithid Social 

Warrior 


S' i 


Monster Social 

Warrior 


Hit Points 

Armor. 




Hrr Points 

Armor 


2768 

3018 




920 

1108 


SPELL RESIST 





SPELL RESIST 



— 





Nature +65 



AElLiTlES 





ABILiriES 



Thrash, Sunder Armor 

\ 


/ 


\ 

War Stomp, Thrash 


/ 








HaQG TAURENRAm 

\ 



RbrnNG 


LEVEL 26 





LEVEL 57 



FACTION AGGRO 

CLASS 




FACTION AGGRO 

CLASS 


Qujiboar, Razormane Social 

Warrior 




Undead, Scourge Social 

Warrior 


Hit Points 

Armor 




Hit Points 

Armor 


2250 

1072 




3758 

3402 


SPELL RESIST 





SPELL RESIST 



ABILITIES 





ABILITIES 



Battle Stance, Cleave, Hamstrings Demoralizing Shout 



\ 

Mighty Blow, Disease Cloud 

y' 





/ 

Hahr'Ior 




¥kocm SfONEMMsacER 

X 



LEVEL 54 





LEVEL 24 



FACTION 


AGGRO 

CLASS 



FACTION 

AGGRO 

CLASS 


Ogre 


Social 

Warrior 



Dwarf, Ironforge 

Aggressive, Social 

Warrior 


Hit Points 


Armor 



Hit Points 


Armor 


3292 


SPELL RESIST 

3237 



585 

SPELL RESIST 

1002 




ABILITIES 





ABILITIES 





- 


/ 


\_ 

Shoot, Fire Shot 


/ 










/ 

Hammersphs^ 

\ 


/ 

HEMMtDS 





LEVEL 12 



j 


LEVEL 60 



FACTION 


AGGRO 

CLASS 



FACTION 

AGGRO 

CLASS 


Trogg 


Social 

Warrior 



i Dragonflighf. Black 

Social 

Warrior 


Hit Points 


Armor 



Hit Points 


Armor 


321 


.SPF.T.I. RESIST 

580 



15260 

SPELL RESIST 

3566 




ABILITIES 





ABILITIES 



\. 


Thrash 




\ 

Flame Breath 


/ 


































































/ 

High CaENERAL Abbem)^ 

\ 

• 

/ 


Huricanian 


\ 


LEVEL 59 






LEVEL 58 




FACTION AGGRO 

CLASS 




FACTION 

AGGRO 

CLASS 



Scarlet Crusade Social 

Paladin 




Elemental 

Etemental 

Paladin 



Hit Points 

Armor 




Hit Points 

Armor 



8291 

2832 




3100 


2788 



SPELL RESIST 






SPELL RESIST 




ABILITIES 






ABILITIES 



N 

Battle Shout, DemoralShout, 

Holy Strike 

_/ 


\ 


Chain Lightning 


/ 










/ 

High Priestess Hai'watna 



/■ 


liVUVIOlAFUS 


\ 


LEVEL 57 






LEVEL 56 




FACTION AGGRO 

CLASS 




FACTION 

AGGRO 

CLASS 



Troll, Bloodscalp Social 

Mage 




Demon 

Social 

Warrior 



Hit Points 

Armor 




Hit Points 

Armor 



8770 

1714 




8097 


3348 



SPELL RESIST 






SPELL RESIST 




ABILITIES 






ABILITIES 



\ 

Heal, Shadow Bolt Volley, Hex 



\ 


Knock Away, Fire Shield 

/ 










/ 

HiGHEORD MASmOGC»4DE 

\ 


/ 


homACK 


\ 


LEVEL 51 






LEVEL 51 




FACTION AGGRO 

CLASS 




FACTION 

AGGRO 

CLASS 



Blackfathom Social 

Paladin 




Monster 

Monster 

Warrior 



Hit Points 

Armor 




Hit Points 

Armor 



5502 

2477 




2979 


3072 



SPELL RESIST 






SPELL RESIST 




ABILITIES 






ABILITIES 



\ 

Polymorph, Power Word: Shield, Shadow Bolt, Shadow Word: Pain ^ 


\ 


Spikes 


/ 


— 

HlSSreRAK 


\ 


/ 



\ 


LEVEL 37 





LEVEL 47 



FACTION 

AGGRO 

CLASS 



FACTION 

AGGRO 

CLASS 


Basilisk 

Basilisk 

Warrior 



Oragonflight - Green 

Social 

Warrior 


Hit Points 

Armor 



Hit Points 


Armor 


1603 

SPELL RESIST 

1607 



6467 

SPELL RESIST 

2853 



ABILITIES 





ABILITIES 



_ 

— 


_ 


X 

Acid Breath 


} 

































































r 


Kaskk 





LEVEL 40 




FACTION 

AGGRO 

CLASS 



Demon 

Social 

Warnor 



Hnr Points 


Armor 



1752 

SPELL RESIST 

1980 




Fire +95 





ABILITIES 



\ 


—' 


/ 


/ 


Kazqn 





LEVEL 27 




FACTION 

AGGRO 

CLASS 



Ore, Blackrock 

Social 

Warrior 



Hit Points 


Armor 



840 

SPELL RESIST 

1108 




ABILITIES 

Backhand 





y 


Rovork 





LEVEL 36 




FACTION 

AGGRO 

CLASS- 

. i 


Ogre 

Social 

Warrior 



Hit Points 


Armor' 3 



1468 

SPELL RESIST 

1494 




ABILITIES 



V_ 




'-'-J 



Kregg Keelhaul 




LEVEL 47 




FACTION 

AGGRO 

CLASS 



Monster 

Social 

Warrior 



Hit Points 


Armor 

E 


2487 

SPELL RESIST 

2853 




ABILITIES 



\ 


Cleave 











































































ItettACR 


\ 


EEVEL S6. 



FACTION 

AGGRO 

CLASS 


Scorpid 

Social 

Warrior 


Hit Points 


Armor 


3508 

SPELL RESIST 

3348 



ABILITIES 



\ 

Fatal Sting 


, J 


hmtVbmmt 

LEVEL 61 


FACTION 

Demon 


AGGRO 

Social 


CLASS 


Hnr Points 
27665 


Paladin 

Armor 

2921 


SPELL RESIST 

Shadow +60 
ARILITIES 

Dominate Mind^ Shadow Word: Pain^ Lash of Pain, Fear 


KlCr^ SlIADOWSS^Ih^R 

LEVEL 15 

AGGRO 


PACTION 

Spider 

Hit Points 

301 


CLASS 


Non Social 


SPELL RESIST 


ARTLITTES 

Shadow Shock 


Paladin 

Armor 

566 


CLASS 

Paladin 


LadySssspka 

LEVEL SI 

FACTION AGGRO 

Naga Social 

Hit Points 

2384 

SPELL RESIST 

ABILITIES 

Forked Lightning, Explosive Shot, Shoot 


Armor 

2477 


/ 



' \ 


LEVEL 54 



FACTION 

AGGRO 

CLASS 


Ogre 

Social 

Paladin 


Hit Points 

Armor 


2633 

SPELL RESIST 

2610 



ABILITIES 



\ 

Torch 


/ 


LadySzallah 

LEVEL 46 


FACTION 

Naga 


AGGRO 

Social 


Hit Points 

1918 


SPELL RESIST 


CLASS 

Paladin 


Armor 

2255 


ABILITIES 

Forked Lightning, Enveioping Winds, Lightning Bolt 



K\mmvR 

LEVEL 42 


•L 

LADYX^PtA 

LEVEL 22 


FACTION 

Gorilla 

accro 

Social 

CLASS 

Warrior 


FACTION AGGRO 

Naga Social 

CLASS 

Paladin 

Hit Points 


Armor 


Hit Poiivrs 

Armor 

1981 


2262 


507 

771 


SPELL RESIST 



SPELL RESIST 


\ 

ABILITIES 

. / 


ABILITIES 

Aqua let, Frostbolt Volley, Quick Frost Ward, Forked Lightning, 
Knockdown 


y 






























































Lai>yZephris 


FACTION 


Naga 

Hit Points 

918 


LEVEL 33l 

AGGRO 

Social 


SPELL RESIST 


ABILITIES 


CLASS 


Mage 

Armor 

712 



Lapress 


\ 


LEVEL 60 



FACTION 

AGGRO 

CLASS 


Silithid 

Soc;ial 

Warrior 


Hit Points 


Armor 


12208 

SPELL RESIST 

3566 



ABILITIES 



X 

Rend 






t^OtWDOW 

LEVEL 24 

FACTION AGGRO 

Spidor Non Social 

Hit Points Armor 

664 1002 

SPELL RESIST 

ABILITIES 

Deadly Leech 


CLASS 

Warrior 



Leiw!hus 


X 



lEVEl 19 




FACTION 

AGGRO 

CLASS 



Undead, Scourge 

Social 

Paladin 



Hit Points 


Armor 



404 

SPELL RESIST 

684 




ABILITIES 



\ 

Wither Touch, Poison 


/ 




iiaiLiN 


~\ 



LEVEL 14 




FACTION 

AGGRO 

CLASS 



Grell 

Social 

Mage 



Hit Points 


Armor 



263 

SPELL RESIST 

344 




ABILITIES 



V 

Curse of Weakness, Shadow Bolt 







LEVEL 39 


FACTION 

AGGRO 

CLASS 

Ogre 

Social 

Mage 

Hit PoiNns 

Armor 

1196 

SPELL RESIST 

974 


ABILITIES 

BloodlusL fire Shield IIIh Flame Spike 

\ . . . I-_ 















































Lord Angler 


LEVEL 44 

FACTION AGGRO CLASS 

Makrura SocEal Warrior 

Hit Points Armor 

2138 2574 

SPELL RESIST 

ABILITIES 

^ ___ / 


Lord Captain Wyrmak 



LEVEL 45 


FACTION 

AGGRO 

CLASS 

Dragonffight - Green 

Social 

Warrior 

Hit Points 


Armor 

6468 

SPELL RESIST 

Nature +100 

ABILITIES 

2742 

Cleave, Add Breath 



\ _______ —. / 


Lord Malathrom 


LEVEL 31 

FACTION AGGRO CLASS 

Undead, Scourge Social Paladin 

Hit Points Armor 

935 1033 

SPELL RESIST 

ABILITIES 

Minions of Malalhrom, Shadow Word: Pain 

___ _ _ / 


Lo® Maldazear 


LEVEL 56 

PACTION AGGRO CLASS j 

Undead, Scourge Social Paladin 

Hit Points Armor 

2914 2699 

SPELL RESIST I 

ABILITIES 

Summon Skeleton, Shadow Bolt, Drain Life 
\_ _ 


LordCondar 

\ 


/ 

LordRoccor 

\ 


LEVEL 16 





LEVEL 51 



FACTION 

AGGRO 

CLASS 




FACTION AGGRO 

CLASS 


; Monster 

Monster 

Warrior 




Elemental Elemental 

Warrior 


\ Hit Points 


Armor 




Hit Points 

Armor 


1 ;i 356 


721 




11460 

3072 



SPELL RESIST 





SPELL RESIST 



L 

— 





Fire +153, Nature +153 



i 

ABILITIES 





ABILITIES 



V 



/ 


k , 

Ground Tremor, Earth Shock, Flame Shock 

/ 









1 Lord Darkscvthe 

\ 


/ 

Lqi^Sakkasis 

\ 


LEVEL 57 





LEVEL 45 



FACTION 

AGGRO 

CLASS 




FACTION AGGRO 

CLASS 


Undead, Scourge 

Social 

Warrior 




Naga Social 

Warrior 


Hit Points 


Armor 




Hit Points 

Armor 


3758 


3402 




1848 

2742 



SPELL RESIST 





SPELL RESIST 




ABILIllES 





ABILITIES 



^ Cleave, Sunder Armor 




\ 

Cleave Execute 3 


/ 




















































































































































MaSTO DKjCKR 


/ 

^REIOW 


X 


LEVEL (5. 




LEVEL 25 



FACTION 

AGGRO 

CLASS 


FACTION 

AGGRO 

CLASS 


Kobo Id 

Social 

Warrior 


Monster 

Monster 

Warrior 


Hit Points 


Armor 


Hit Points 


Armor 


328 

SPELL RESIST 

685 


733 

SPELL RESIST 

1037 







Nature +50 




ABILITIES 




ABILITIES 



Rend, Battle Stance, Heroic Strike 



Entangling Roots 




/ 

Masur 



/ 

Mist Howler 

\ 


LEVEL 52 






LEVEL 22 




FACTION AGGRO 

CLASS 




FACTION 

AGGRO 

CLASS 



Demon Social 

Warrior 




Wolf 

Social, Predator 

Warrior 



Hit Points 

Armor 




Hit Points 


Armor 



3082 

3128 




573 


932 



SPELL RESIST 






SPELL RESIST 




ABILITIES 






ABILITIES 



\ 

Arcane Explosion 


/ 


\ 

Terrifying Howl, Rend, Tendon Rip 

/ 










/ 

Meshlorihe Harvester 



/ 

Mith^rehrs im Enchanter 

\ 


LEVEL 48 






LEVEL 52 




FACTION AGGRO 

CLASS 




FACTION 

AGGRO 

CLASS 



Elemental Social 

Warrior 




Troll, Vilebranch 

Social 

Paladin 



Hit Points 

Armor 




Hrr Poims 


Armor 



6186 

2907 




5691 


2522 



SPELL RESIST 






SPELL RESIST 




ABILITIES 






ABILITIES 



\ 

War Stomp 


/ 


\ 

En chan led Quickness, Slow, Shadow Word: Pain 

/ 































































MQ|D1I«T\A^[STED 

LEVEL 48 


FACTION 

Ogru 

Hit Points 

1803 


AGGRO 

Social 


CLASS 

Mage 

Armor 

1462 


SPELL RESIST 


ABILITIES 

Shadow Bolt, Shadow Bolt Vofley 


Mc3s^^4os THE Eider 

LEVEL 54 

\ 

FACTION AGGRO 

Giant Social 

CLASS 

Warrior 


Hit Points 

Armor 


7599 

3237 


SPELL RESIST 



ABILITIES 

War Stomp, Trample, Knock Away 

/ 


McaOK OstlSHER 

LEVEL 39 


MORGAfNE THE 

LEVEL 10 


FACTION 

AGGRO 

CLASS 




FACTION 

AGGRO 

CLASS 


Ogre 

Social 

Warrior 




Defias 

Social 

Warrior 


Hit Points 


Armor 




Hit Points 


Armor 


1677 

SPELL RESIST 

1849 




198 

SPELL RESIST 

518 



ABILITIES 






ABILITIES 




Backhand 


/ 


\ 


Gouge, Backslab 


/ 










Mot? Thorn 

- ^ 




MtlAD 


\ 


LEVEL 42 






LEVEL 10 



FACTION 

AGGRO 

CLASS 




FACTION 

AGGRO 

CLASS 


Monster 

Monster 

Warrior 




Murloc 

Social 

Paladin 


Hit Points 


Armor 




Hit Points 


Armor 


2476 

SPELL RESIST 

2262 




186 

SPELL RESIST 

426 



ABILITIES 






ABILITIES 




Thom Volley 


/ 



Shock, Healing Wave 




FACTION 

Beat 


NkmcsEss^ 

LEVEL 50 


AGGRO 

Social 


Hit Points 

3322 


SPELL RESIST 


ABILITIES 


CLASS 

Warrior 

Armor 

3018 


y 

Mugqlefin 




LEVEL 23 



FACTION 

AGGRO 

CLASS 


Murloc 

Social 

Warrior 


Hit Points 

Armor 


907 

SPELL RESIST 

967 



ABILITIES 



X 

Volatile Infection 


/ 





























































Murderous Blisterpaw 

LEVEL 43 

FACTION AGGRO 

Wolf Social, Predator 

CLASS 

Warrior 

Hit Points 

Armor 

2059 

2414 

SPELL RESIST 


ABILITIES 

Fatal Bite, Rend, Thrash 



NARILLASAhK 


LEVEL 44 

FACTION AGGRO 

Dragonflight - Red Social 

Hit Points 

12121 


CLASS 

Paladin 

Armor 

2082 


SPELL RESIST 

ABILITIES 
Flame Breath, Renew 


I ■ ■■ ■■—i——a—I ■PIIIXIMWI 

Mushgog 


FACTION 

Monster 


LEVEL 60 

AGGRO 

Monster 


Hit Points 

61040 


SPELL RESIST 


CLASS 

Warrior 


Armor 

3566 


ABILITIES 

Thorn Volley, Entangling Roots, Spore Cloud 


FACTION 

Worgen 

Hit Points 

1279 


Nefaru 

LEVEL 34 

AGGRO 

Social 


SPELL RESIST 


CLASS 

Warrior 


Armor 

1353 


-/ V 


ABILITIES 

Terrifying Howl, Tendon Rip 



y 

Narg the Taskmaster 



Oakpaw 

\ 



LEVEL 10 




LEVEL 27 



FACTION 

AGGRO 

CLASS 



FACTION AGGRO 

CLASS 


Kobold 

Social 

Warrior 



Furbolg Social 

Paladin 

\ 

Hit Points 


Armor 



Hit Points 

Armor 


257 


518 



862 

917 

A 


SPELL RESIST 




SPELL RESIST 




— 




Nature +79 




ABILITIES 




ABILITIES 


\ 


Battle Shout 


/ 


Corrupted Strength, Corrupted Stamina, Corrupted Agility, 
Rejuvenation 



































































OLDGtffF Jumper 

LEVEL 42 


FACTION 

Wolf 


ACxGRO 
Social, Predator 


CLASS 

Warrior 


Hit Points 

1981 


Armor 

2262 


SPELL RESIST 


V 


ABILITIES 

Blood Howl, Tendon Rip 


FACTION 

Bear 


LEVEL 43 

AGGRO 

Social 


CLASS 

Warrior 


Hit Points 

2574 


Armor 

2414 


SPELL RESIST 


ABILITIES 


OiD ViCEJAW 

LEVEL 14 


FACTION 

Bear 


AGGRO 

Social 


Hit Points 

375 


SPELL RESIST 

ABILITIES 

Strike 


CLASS 

Warrior 


Armor 

650 


Omqormthe Lost 


\ 


FACTION 

Ogre 

Hit Points 

2768 


LEVEL SO 

AGGRO 

SoctaE 




SPELL RESIST 

ABILITIES 
Mortal Strike 


CLASS 

Warrior 


Armor 

3018 



ABILITIES 


ABILITIES 


Poison 


Pridewinci Patriarch 


FACTION 

Monster 


LEVEL 25 

AGGRO 

Social 


CLASS 

Warrior 


Hit Points 

712 


Armor 

1037 


SPELL RESIST 


Prince ffeiLEM 


FACTION 

Demon 


LEVEL 33 

AGGRO 

Social 


CLASS 

Warrior 


Hit Points 

1221 


Armor 

1317 


SPELL RESIST 


OOIEWORM 


LEVEL 42 

FACTION AGGRO CLASS 

Monster Monster Warrior 

Hit Points Armor 

1981 2262 

SPELL RESIST 

ABILITIES 

\___Z_/ 


PAisEzc«t THE Irnmcms 


LEVEL 57 I 

FACTION AGGRO CLASS 

Dwarf, Dark Iron Social Warrior 

Hit Points Armor 

13920 3402 

SPELL RESIST 

Fire +153, Nature +153; Frost +153, Shadow +153; Arcane +153 

ABILITIES 

\ _ "" _ / 


































































[ 

LEVEL 47 


\ 

1 FACTION 

AGGRO 

CLASS 


1 Siiithid 

Social 

Warrior 


Hit Points 


Armor 


2487 

SPELL RESIST 

2853 



ABILITIES 




Poison 


/ 



































































-■X 




RatNcmuan 


\ 


/ 

RAZOiaALON 


\ 



LEVEL 15 





lEVEL 44 




FACTION 

AGGRO 

CLASS 




FACTION AGGRO 

CLASS 



Monster 

Social 

Warrior 




Monj^ter Monster 

Warrior 



Hit Points 

Armor 




Hit Points 

Armor 



328 


685 




2138 

2574 




SPELL RESIST 





SPELL RESIST 





ABILITIES 





ABILITIES 


'i 



— 


/ 


\ 

Rend, Tendon Rip, Strike 


/ 












RAMf^GE 





RERK^mAC 


\ 



tEVELSt 



1 


iEVEL 48 




FACTION 

AGGRO 

CLASS 


\ 

r 


FACnON AGGRO 

CLASS 



Wolf 

SociaL Predator 

Warrior 




Spider Non Social 

Warrior 



Hrr Points 

Armor 




Hit Points 

Armor 



2979 


3072 




2577 

2907 




SPELL RESIST 





SPELL RESIST 










Fire+125 





ABILITIES 





ABILITIES 



\ 


Infected Bite, Poison 


/ 


N 

Fire Shield, Deadly Poison 

/ 


Rawnolaw Regent 

-\ 


( Rj^SANllffi f^IEHER 

\ 


LEVEL 22 



i 

LEVEL 11 



FACTION 

AGGRO 

CLASS 


I 

FACTION AGGRO 

CLASS 


Undead, Scourge 

Social 

Paladin 



Monster Social 

Warrior 


Hit Points 


Armor 



Hit Points 

Armor 


507 


771 



in 

545 



SPELL RESIST 




SPELL RESIST 




ABILITIES 




ABILITIES 



^ Shadow Word: Pain, Dominate Mind 

_/ 


Sonic Burst 

\ 


/ 


RaIOI^MAW MAIRIAfy^ 

\ 


REIIttiiaKIttm BERSl^tiR 


LEVEL 31 



I 

i i 


LEVEL 48 


FACTION 

AGGRO 

CLASS 


FACTION 

AGGRO 

CLASS 

Raptor 

Social 

Warrior 


! ■ 

Troll, Vilebranth 

Social 

Warrior ^ 

Hit Points 


Armor 



Hit Points 


Armor 

1106 

SPELL RESIST 

1247 



2577 

SPELL RESIST 

2907 


ABILITIES 





ABILITIES 


Rend Ftesh; Fatal Bite 

\ 




^ Thrash, Dual Wield 

/ 




























































/ 


Rex Ashil 


\ 


/ 


Rd*Barr 


—V 



LEVEL 57 






LEVEL 28 




FACTION 

AGGRO 

CLASS 




FACTION 

AGGRO 

CLASS 



Sflithid 

Social 

Warrior 




GnolS, Mudsnoul 

Social 

Warrior 



Hit Points 

Armor 




Hit Points 


Armor 



8352 

SPELL RESIST 

3402 




895 

SPELL RESIST 

1142 




ABILITIES 






ABILITIES 



\ 


Pierce Armor 


/ 




— 













/ 


Ribchaser 


\ 


/ 

Rdhh THE Silent 

' " 



LEVEL 17 






LEVEL 26 




FACTION 

AGGRO 

CLASS 




FACTION 

AGGRO 

CLASS 



Cnoli, Redridge 

Sociaf 

Warrior 




Cnoff, Shadowhide 

Social 

Warrior 



Hit Points 

Armor 




Hit Points 


Armor 



386 

SPELL RESIST 

756 




787 

SPELL RESIST 

1072 




ABILITIES 






ABILITIES 



V 


— 


/ 


\ 

Backstab; Sneak, Poison, Dual Wield 

_ / 




I^A 


\ 


/ 

^mxxH 


\ 



LEVEL 44 





LEVEL 38 




FACTION 

AGGRO 

CLASS 




FACTION AGC;rO 

CLASS 



Monster 

Social 

Warrior 




Ogre Social 

Warrior 



Hit Points 


Armor 




Hit Points 

Armor 



2316 


2574 




1604 

1724 




SPELL RESIST 





SPELL RESIST 





ABILITIES 





ABILITIES 



\ 


— 





Cleave 


/ 










/ 


Ripscale 

LEVEL 39 


\ 


y 

LEVEL 25 

—N 


FACTION 

AGGRO 

CLASS 




FACTION AGGRO 

CLASS 



Monster 

Social 

Warrior 




Furbolg Social 

Warrior 



Hit Points 


Armor 




Hit Points 

Armor 



1750 


1849 




712 

1037 




SPELL RESIST 





SPELL RESIST 





ABILITIES 





ABILITIES 



\ 


— 


/ 


\ 

Thrash 


/ 




























































FACTION 

Elemental 


Rumbler 

LEVEL 45 

AGGRO 

Elementa] 


CLASS 

Warrior 


Hit Points 

2217 


Armor 

2742 


SPELL RESIST 

Nature +70 
ABILITIES 

Ground Trtsnior, Trample 


FACTION 

Ogre 

Hit Points 

3540 


Ruul Onestone 

LEVEL 39 

AGGRO 

Social 


CLASS 

Paladin 


Armor 

1517 


SPELL RESIST 


ABILITIES 

BloodlusL IJghlning Bolt, Rain of Fire 


/ . 

Scald 

. ... \ 


LEVEL 49 


FACTION 

AGGRO 

CLASS 

■I Elemental 

Elemental 

Warrior 

Hit Points 


Armor 

i 2672 

SPELL RESIST 

2963 


ABILFHES 


V 

Immolate 

/ 



LEVEL 45 



FACTION 

AGGRO 

CLASS 


Basilisk 

Basilisk 

Warrior 


Hit Points 


Armor 


2217 

SPELL RESIST 

2742 



ABILITIES 



_ 

Crystal Flash 


/ 


SCARGL 

LEVEL 30 

FACTION AGGRO CLASS 

MuHoc Social Warrior 


/ 

\ 

X 

/ 


Hrr Points 

1002 


Armor 

1212 


SPELL RESIST 


ABILITIES 


Scarlet E>eEcimoNER 

LEVEL 60 

FACTION AGGRO CLASS 

Scarlet Crusade Social 


Hit Points 

9156 


Warrior 

Armor 

3566 


SPELL RESIST 


ABILITIES 

Execute, Mortal Strike, Cleave 


Scarlet High Clerist 

LEVEL 63 


FACTION 
Scarlet Crusade 


AGGRO 

Social 


CLASS 

Paladin 


Hit Points 

7995 


Armor 

3009 


SPELL RESIST 


ABILITIES 

Power Word; Shield, Heal, Prayer of Healing, Holy Fire 

Scarlet iNreRROGAroR 

LEVEL 61 



“X 


FACTION 

Scarlet Crusade 

AGGRO 

Social 

CLASS 

Warrior 


Hrr Points 


Armor 


9432 

SPELL RESIST 

3622 


ABILITIES 

Dual Wield, Immolate 
X 


„ / 
































































SCAK^tUDGE 

\ 

i ■ 



Seik 



LEVEL 60 



; :' 



LEVEL 61 



FACTION AGGRO 

CLASS 


t 

i * 


FACTION 

AGGRO 

CLASS 


Scarlet Crusade Social 

Paladin 


f ; 


Elemenlaf 

Elemer>tal 

Warrior 

{ 

Hit Points 

Armor 


1 ! 


Hit Points 


Armor 


7326 

2876 




31440 


3622 


SPELL RESIST 






SPELL RESIST 



ABILITIES 






ABILITIES 



^ Hammer of Justice, Holy Strike, Crusader Strike 

, / 


\ 

War Stomp, Crowd Pummel 

/ 












Scarlet Smtih 

\ 


/ 

Shadowclaw 




LEVEL 59 





LEVEL 13 



FACTION 

AGGRO 

CLASS 

1 

1 * 


FACTION AGGRO 

CLASS 


Scarlel Crusade 

Soefa! 

Warrior 




Monster Monster 

Warrior 


Hit Points 


Armor 

\\ 

i 

[ 


Hit Points 

Armor 


8883 


3512 




204 

615 




SPELL RESIST 





SPELL RESIST 





Fire +177 










ABILITIES 





ABILITIES 




Strike, Knockdown 




\ 

Sneak, Curse of Weakness 

X 











Seoier Aoualon 

\ 


X 

Shadowiorge Commander 

\ 



LEVEL 21 





LEVEL 40 



FACTION 

AGGRO 

CLASS 




FACTION AGC;R0 

CLASS 


Elemental 

Elemental 

Warrior 




Dwarf, Dark Iron Social 

Warrior 


Hit Points 


Armor 




Hrr Points 

Armor 


521 


897 




1752 

1980 




SPELL RESIST 





SPELL RESIST 





ABILITIES 





ABILITIES 









\ 

Devotion Aura 


/■ 










SmaLmt Braswuvw 

\ 


X 

St«tEB»NARR 


\ 



LEVEL IS 



] 


LEVEL 47 



FACTION 

AGGRO 

CLASS 




PACTION AGGRO 

CLASS 


Gnoil, Riverpaw 

Social 

Warrior 




Monster Monster 

Warrior 


Hit Points 


Armor 




Hit Points 

Armor 


417 


791 




2487 

2853 




SPELL RESIST 





SPELL RESIST 





— 





Fire +95, Shadow +95 





ABILITIES 





ABILITIES 




Frenzied Command, Knockdown 

X 


\ 

Mana Burn, Terrify 


X 




























































Siege Golem 

- ^ 


X 


Skhowl 


\ 

LEVEL 40 






LEVEL 36 



FACTION AGGRO 

CLASS 




FACTION 

AGGRO 

CLASS 


Dwarf, Dark Iron Soctal 

Warrior 




Monster 

Social 

Warrior 


Hit Points 

Armor 




Hit Points 


Armor 


5334 

1980 




1468 


1494 


SPELL RESIST 






SPELL RESIST 



ABILITIES 






ABILITIES 



Fireball 

X 


X 


\ 

Intimidating Roar, Backhand, Demoralizing Roar 

J 









Sd«3ER 






Smi 


\ 

LEVEL 34 






LEVEL 58 



FACTION AGGRO 

CLASS 




FACTION 

AGGRO 

CLASS 


Monster Social 

Paladin 




Undead, Scourge 

Social 

Mage 


Hit Points 

Armor 




Hit Points 


Armor 


1063 

1121 




13065 


1742 


SPELL RESIST 






SPELL RESIST 



ABILITIES 






ABILITIES 



Dual Wield, Dominate Mind, Demoralizing Shout 




Frostbolt, Frost Shock, Frost Armor, Arcane Bolt, Blizzard 



SmERHATELASH 

LEVEL 11 

FACTION AGGRO 

Harpy Social 

Hit Points 

416 

SPELL RESIST 

ABILITIES 

Ughtning Bolt, Lightning Barrier 


“\ 


CLASS 

Paladin 


Armor 

450 


FACTION 

Murloc 

Hit Points 

328 


Slamc 

LEVEL 15 

AGGRO 

Social 


SPELL RESIST 


ABILITIES 


rhrash 


CLASS 

Warrior 


Armor 

685 


_y 


Skai^the Unbmakable 

\ 


Slave Masier BtACKmART 

\ 

LEVEL 58 





LEVEL 50 



FACTION AGGRO 

CLASS 



FACTION 

AGGRO 

CLASS 

- 

Ogre Social 

Warrior 



Dwarf, Dark Iron 

Social 

Warrior 


Hit Points 

Armor 



Hit Points 


Armor 


57420 

3457 



2768 


3018 


SPELL RESIST 





SPELL RESIST 



ABILITIES 





ABILITIES 



Cleave, Knockdown, Mortal Strike 

\ 



X 

Throw Net, Shoot 

































































Sludge Beast 

LEVEL 19 


FACTION 

Monster 


AGGRO 

Monster 


Hit Points 

449 


SPELL RESIST 

ABILITIES 

Black Sludge 


CLASS 

Warrior 


Armor 

826 


FACTION 

Wolf 


Smarler 

LEVEL 42 

AGGRO 
Social Predator 


CLASS 

Warrior 


Hit Points 

1981 


Armor 

2262 


SPELL RESIST 

Fire +100, Nature +100, Frost +100, Shadow +100, Arcane +100 
ABILITIES 

Fade Out 


FACTION 

Monster 


SLt£>GB^N 

LEVEL 30 

AGGRO 

Monster 


Hit Points 

974 


SPELL RESIST 


CLASS 

Warrior 


Armor 

1212 


ABILITIES 

Dark Sludge, Leech Poison 


&«UaJVIANE 


FACTION 
Cnotl Rothide 


LEVEL 23 

AGGRO 

Social 


Hit Points 

726 


SPELL RESIST 

ABILITIES 

Rage of Thule 


CLASS 

Warrior 


Armor 

967 


FACTION 

Elemental 


Smoldak 

LEVEL 50 

AGGRO 

Elemental 


Hit Points 

2768 


CLASS 

Warrior 


Armor 

3018 


SPELL RESIST 

Fire +170, Nature +170 
ABILITIES 
Molten Metal 


Snort the Heckler 


FACTION 

Wolf 


LEVEL 17 

AGGRO 
Social, Predator 


Hit Points 

386 


SPELL RESIST 


CLASS 

Warrior 


Armor 

756 


ABILITIES 

Toxic Spit, Tendon Rip 


Snaoglespear 


FACTION 
Gnoll, Shadowhide 


LEVEL 9 

AGGRO 

Social 


Hit Points 

176 


SPELL RESIST 

ABILITIES 

Throw Net 


CLASS 

Warrior 


Armor 

412 


SORIID THE DeVOURER 

LEVEL 50 


FACTION 

Sililhld 


AGGRO 

Social 


Hit Points 

2768 


CLASS 

Warrior 


Armor 

3018 


SPELL RESrS'f 

ABILITIES 

Pierce Armor, Rend 

































































SpiRESFCHSK EAms Lord 


LEVEL 58 


^ FACTION 

AGGRO 

CLASS 

: Ore, Black rock 

Social 

Warrior 

Hit Points 


Armor 

17226 

SPELL RESIST 

3457 


ABILITIES 


X 

— 

) 


StONESPINE 

LEVEL 60 

---- 

FACTION AGGRO 

Undead, Scourge Social 

CLASS 

Warrior 

Hit Points 

Armor 

15260 

3566 

SPELL RESIST 


ABILITIES 

Vicious Rend 

\ 




Sprerawr 

A. 


TaKR THE LeAPER 

X 


LEVEL 52 



LEVEL 19 



1 FACTION 

AGGRO 

CLASS 


FACTION AGGRO 

CLASS 


i Beast - Carrion Bird 

Social 

Warrior 


Raptor Social 

Warrior 


Hit Points 

Armor 


Hit Points 

Armor 


3082 


3128 


1347 

826 



SPELL RESIST 



SPELL RESIST 




ABILITIES 



ABILITIES 



\ 

Curse of Blood, Thrash 



^ Battle Siance, Charge 




















































































































































Thunderstomp 


FACriON 

Munster 


LEVEL 24 

AGGRO 

Monster 


Hit Points 

664 


SPELL RESIST 


CLASS 

Warrior 


Armor 

1002 


ABILITIES 

Chained Bolt Thunderclap 


TwiLKiHr Lord Everun 


LEVEL 60 

FACTION AGGRO CLASS 

Monster Social Paladin 

Hit Points Armor 

3296 2876 

SPELL RESIST 

ABILITIES 

Shadow Shock, Fireball 

___ / 


ThUROS ilGHmNQERS 

-^ 


/' . 

Uhk*loc 


• \ 

i LEVEL 11 





LEVEL 53 



FACTION AGGRO 

CLASS 



FACTION 

AGGRO 

CLASS 


Defias Social 

Warrior 



Gorilla 

Social 

Warrior 


Hit Points 

Armor 



Hit Points 


Armor 


222 

545 



3188 


3183 


SPELL RESIST 





SPELL RESIST 



ABILITIES 





ABILITIES 



Backstab, Dual Wield 




^ Battle Shout, Uppercut Pummel 

. , / 



Timber 

LEVEL 10 



FACTION 

Wolf 

AGGRO 

Social, Predator 

CLASS 

Warrior 


Hit Points 


Armor 


198 

SPELL RESIST 

518 



ABILITIES 

Rabies 








llRSQL^ljOit 

LEVEL 31 


FACTION 

AGGRO 

CLASS 

Bear 

Social 

Warrior 

Hit Points 


Armor 

1257 

SPELL RESIST 

1247 


ABILITIES 


\ 

Maul 



./ 


/ 

Tsu’zee 


\ 


/ 

Uruson 


■\ 


LEVEL 59 





LEVEL 1 



FACTION 

AGGRO 

CLASS 



FACTION 

AGGRO 

CLASS 


Monster 

Social 

Warrior 



Furbolg 

Social 

Warrior 


Hit Points 


Armor 



Hit Points 


Armor 


17766 

SPELL RESIST 

3512 



137 

SPELL RESIST 

245 



ABILITIES 





ABILITIES 



^ Dual Wield, Gouge, Sinister Strike, Blind, Backstab 



i 

\. 

Demoralizing Roar 


/ 










































































/ 

Varo*™n*s Ghost 

“N 



VmCHAN 


\ 



LEVEL 48 






LEVEL 60 




FACTION 

AGGRO 

CLASS 




FACTION 

AGGRO 

CLASS 



Undead, Scourge 

Social 

Warrior 




Giant 

Social 

Paladin 



Hit Points 


Armor 




Hit Points 


Armor 



2577 

SPELL RESIST 

2907 




12210 

SPELL RESIST 

2876 




ABILITIES 






ABILITIES 



\ 

Curse of Weakness 


/ 


\ 

Fire Shield, Flamecrack, Fire Nova 

/ 












Vengeful Ancient 

\ 




VtiLTROS 





LEVEL 30 






LEVEL 26 




FACTION 

AGGRO 

CLASS 




FACTION 

AGGRO 

CLASS 



Elemental 

Elemental 

Warrior 




Beast ’ Carrion Bird 

Sociai 

Warrior 



Hit Points 


Armor 




Hit Points 


Armor 



1002 

SPELL RESIST 

1212 




787 

SPELL RESIST 

1072 




ABILITIES 






ABILITIES 



\ 


Curse of Thorns 


/ 




Swoop 


V 











y 


Verifonix 


X 


X 

War Golem 




LEVEL 42 






LEVEL 36 




FACTION 

AGGRO 

CLASS 




FACTION 

AGGRO 

CLASS 



Venture Company 

Social 

Warrior 




Dwarfs Dark Iron 

Social 

Warrior 



Hit Points 


Armor 




Hit Points 


Armor 



1981 

SPELL RESIST 

2262 




1468 

SPELL RESIST 

1494 




ABILITIES 






ABILITIES 



^ \. 


Pierce Armor 


/ 


X 

V 


Lock Down 


, 


VE\^HAK the CANNIBAL 

LEVEL 48 

X 


Warlord Kolkanis 

LEVEL 9 

' \ 

FACTION 

Troll, Frostmane 

AGGRO 

Soda! 

CLASS 

Warrior 



FACTION AGGRO 

Kofkar Social 

CLASS 

Warrior 


Hit Points 


Armor 



Hit Points 

Armor 


6186 


2907 



176 

412 



SPELL RESIST 




SPELL RESIST 



\__ 

ABILITIES 

Dual Wield, Rend 




ABILITIES 

^ Pummef, Thunderclap 


/ 































































Ill ilHtfitlit. 


/ 

Warlord Tt«ESH*nN 

\ 


LEVEL 58 




FACTION AGGRO 

CLASS 


i. 

Troll, Frostmane Social 

Warrior 



Hit Points 

Armor 



3875 

3457 



SPELL RESIST 




ABILITIES 




Whirlwind, Sunder Armor, 

Hamstring 



WriHERHEART THE StaLKER 



LEVEL 45 


FACTION 

Troll, Vilebranch 

AGGRO 

Social 

CLASS 

Warrior 

Hit Points 


Armor 

2217 

SPELL RESIST 

2742 

ABILITIES 

Dual Wield, Sneak, Backstab 


ZaLAS WhHERBARR 


FACTION 
TrolJ, Witherbark 


le:vel 40 

AGGRO 

Social 


CLASS 

Paladin 


Hit Points 

1409 


Armor 

1619 


SPELL RESIST 


ABILITIES 

Polymorph, Chains of Ice, Wither Touch, Shadow Boll Volley, 
Dual Wield 




FACTI ON 
Troil; Frostmane 

Hit Points 

5544 


Zerillis 

LEVEL 45 

AGGRO 

Social 


SPELL RESIST 


CLASS 

Warrior 


Armor 

2742 


ABILITIES 

Frost Shot, Shod, Net 




/ 







LEVEL 59 




FACTION 

AGGRO 

CLASS 



Siiithid 

Social 

Warrior 



Hit Points 


Armor 



8883 

SPELL RESIST 

3512 




ABILITIES 



\ 


Poison Bolt 


y 


y 

Zut*AREK HATEFOmER 

\ 



LEVEL 43 




FACTION 

AGGRO 

CLASS 



Troll, Vilebranch 

Social 

Warrior 



Hit Points 


Armor 



2059 


2414 



SPELL RESIST 


ABILITIES 

Silence, Shadow Bolt Volley 


Zut'BRiN Warpbranch 

LEVEL 59 


FACTION 
Troll, Frostmane 


AGGRO 

Social 


Hit Points 

2798 


CLASS 

Mage 

Armor 

1770 


SPELL RESIST 

ABILITIES 

Hex, Healing Wave, Chain Lightning, Flame Shock 




































































Inke £f SMilf clald Djound Jo see ihe sfghls, ecfl some fee oeom. ond have an al mmi ged !^b. [r is dse known 
thur ifnougti ttie hanjshijjs d war, g^owiny up an oiphon hos mtide llte diildfen a M, and ihe^ wiH nor 

come Jo wpf harm ta rurmng liKOugh the mosJ Efengerous oreos of teofofh, diownmy, jurnpmg hwn high cldfs, or being 
oofrun by ynof toesJ mnJ. As the lidfe will Jell you.. .the/w inW ond fokl.. .olf long. 


WEsifall * SoWeon's Fofm 


CJikken/Farmer Snktean 


QUESF iJlFOAirponce only. Go to Wesjfolt talk Jo Forn>of Soldeon ond puidniso swne of his "Spedol Chicken Feed-" HeaJ, v/otk 
Jo the fifsJ cteckeni you ko, and start laing lift atiole /cluck, tte tliis over and over unilil the (Mon bob at you {pzzscdty 
griTO ilthe "Specini Ctiidaft Fed" and it w§ by an egg, Giab fe egg and you wilt how ywir vafyowit cJikbti. _ 


Block Kingsnoke 


Brovflj Sftflke 


Cat Comer-Eamtifly 


Cot Carrier'Ccjjjish R&jc 


Cat Comer -Orange Tolihy 


CatCoErier 


Cat Comer-White Kitten 


CJKknxrch 


GrimsofiSfimce 


GreoJ Horned Owl 


Hawk CM 


Pcifjfft Cage ■ Cockotfel 


PonotCiop-Senegal 


Prairie Dog WteEfe 


Rohbit Crate - Snowshoe 


Tree Frog Box 


Wood frog 0 «jc 


Orgnmranr 


Orgriiniur 


Flwynn f twest 


Ettfynn Forest 


Elwyntifoi^ 


Efwynn forest 


Sltmrwind 


Ifndercity 


Orgrimr 


Doraassus 


Domnssiis 


Stran^e^om Vote 


StrorglefricimVale 


HiurMfej Bluff 


Dun Moragh 


Doikmaon foire 


Doikmocn Foire 


Xan'iish 


Xon'tish 


[kmni Antfionlo 


OonniAnltiifuiQ 


OenniAnlhanio 


Oonnt Anihenig 


til Timmy (rota) 


JerontiQh Payson 


Xoultsh 


ShytenQl 


Shyterwi 


Horkk 


SO# 


40# 


40# 


40# 


40# 


50# 


50# 


40# 


Yoihn Amkrstill 


40# 


50# 


20# 



Blue Mudoc Egg 

Requires fiiizHion Trode Show Katf 

OiohlD Stone 

WoW CollacJQJS Ediiion rerieired 

Orean Kelpor Box 

Found in gifts difing the Oieotfalhef Wjnter's f estid. 

PoEida Collar 

WoW CcdlectcHS Ediiion/Korea invitoiona! Key lequled. 

Red fiebwr Bt)x 

i Found in gifts, during the SrenffoJher WmJer's feslival. 

ZorgSng leash 

^VoW Colloctof^ Editian required 

Hfppogyrph Hatching 

WoW Wing Cord Gama Key 


Dropped Pets . 



' Pet Natne , 

Zuite 

MNctra 

Cat CortSf - Bkick lobliY 

Altaroc Mountaihs 

MultiplaDiiloranmQbs. 

Silverpine FortisJ 

Oolamri Spellscribe (rare) 

CqJ Carrier-Sinmase 

The OaDdrainas 

Cookie 

Dark Wheeling 

BadM 

: Scolding Whelp 

DusJwflIfcsw iWi 

Searrng Whelp 


Eosiem Plogsreloncfs 

Rotlrag Sludge 


Felwood 

Toimed Ooze 

Disgusting Oozding 

Ihe Tempb of AlaPHakkor 

(kizeiaig 


Western PbguelWs 

Davotiring Ooie/Oozeling 

Parrot Cage ■ fen Wing Mocow 

The Eteftdmmes ! 

Defe Pirote 

Parrot Cage - Hyacinth Mocow 

Strangletlwrii Vole 

MultipbBliKidsoEl molis. 

Tirvy Crimson Whslpfeg 

Wotlonds 

Mulfipie Whdp Mobs 

Tiny fjMrald Whelpling 

Swamp of Sorrows 

Dreaming Whelp 



1 Quest Kewara Fets - 


Pet Nome . ^ ^ 

Quest SlarJinuZorta, 

Quest NPC Name'^n'- 

1 Machmiiccil Chicken ] 

SlrafigtethomVale [ 

OgEetfioipe Obnolftus ] 

QUEST INFOVoif nwsf camplate the fiobcKhitk^ quest series Rescue Q0X-09/HL!, Rescue OOK-17/TN!, ond Rescue 
Cl0)(-2?/F£l in the HinlerioiMis, Tonoiis and Farabs before you can get the Meciranical Chickat. 

1 Smotderweh Cenicif | 

Burnrag Steppes | 

HhEef 1 

QUEST INFO-Tbe quasi e calfed IrrWy^Fs-THe-Wh/' where Ribb would lib you to go into Blockrack Spire W bring OUJ 

15 Spite Spider Eggs. 

1 Sprite Darter Egg 

[ Fartifeis | 

Agnar Baostemer | 

QUEST IflFC-AHionte only: MtisJ ccMttplete Ihis quest drain - "FFeadom for AH Creoturos'' Doling Justice" "An Orphan 

Looking For q Home' "A Short IncuEiotton*' Hie Hewest Member of the Family" "food hr Bohy^ end "Baconring n 

Parent" 

IWorgCartrar 

[Bum^ Steppes | 

Kibler j 

QUEST IHFOTfie rpusst is died "Kihler's fxotk Pefs" where he would lib you to go inifn Blackiock Spire and cage some 
Wotgpups. 

Human Qrplioiii Whistle 

Slurmwind 

ftphnn Mntmn NighJingale 

OrcFsIi Oiphon Whlstla 

Otgrimmar 

Djphnn Motfon Baltiewoil 

QUEST IHFlHIgce a year, to com^ o 

yaoity avetd ctilbd Children's We^. During this time Jhe Orphatr MnirorK wil let I 


Ctafied Peis 
IjfeiBMetlwuicGniicd. 


WEIQ'ZSS 


Mechanical Squitiel M 


Engbeering ■ 75 


F^t Bombing 


Engbseiing--?05 


\2 

















































































































THE KEYBOARD FOR WORLD OF WARCRAFT 

[ ALSO COMPATIBLE WITH WORLD OF WARCRAFT^ BURNING CRUSADE ] 


NO MORE MmS-TELlS WITH G ONE TOUCH CHAT CHAWWELS. INTERACT QUICKLY W\TH FRIEWOS AND FOES WITH 
12 ONE-TOUCH EMOTE KEYS. NO NEED TO MEMORIZE COMPILX KEYSTROKES AS GAME COMMANDS ARE LABELED 
RIGHT ON THE KEYS. OFFICIAL GAME GRAPHICS FDR THE COMPLETE WORLD OF WARCRAFT^ EXPERIENCE 


GET YOUR EPIC LOOT AT: 

WWW.ZBOARD.COM/WOWBRADY 


LlCCN^eO 



PRO DUCT 



anADVfiAJUES" 


© Ideazan, Inc. 2Q06, Al i^saivel fdaaian and Zboard are nv^rned and ragrslBred by IdBazon. Inc.All stber ^adamarlrs rEfarred la are tfie property of Ifteb 
respective cweers, Warid of ^IVaitraft and Blitzard Entertajemetrt am trademadss ar registered nademarks af Blizzard EntErtarninenE. te in tiie U.i and/or odier 
© 2005 ?%mm Qlucallon. BradyGanies. Atl riyliis reserved. Ail other tredemerlc ere the property of their respective owners. 



PRECISIOI^ 

GAMING 

TOOLS 






Pay 0 to taiYipIcte ihh quasi. 

Rewards P\jt three Mechanicat Ydi alty tokens 
with 1ATK and 1 health into play. 




JSS^!SJSL: 


Arc Vfe/riii^ • %ctl? 




TRQpmf c^RP ^gfit 




Explore the World of Warcraft Trading Card Game online at 

WWW.UDE.COM/WOW 


it 


Your favorite classes^ races, abilities, equipment, and quests! 
Uniquely coded rare Loot™ cards offering cosmetic online upgrades! 
Amazing original art from today’s top creators! 


PRODUCT 


© 2006 UDC. OSS Trade Drive, Morth Las Vegas, NV B9030. All right reserved. Printed in the USA. 200& Bhrzard Entertainment^ Inc. AIL rights reserved. 
Hermes flf Azeroth is a trademark, and Warcraft, world of Warcraft and Blizzard Entertainment are trademarfis or registered trademark.? of Blizzard Entertain- 
ment, Inc., in the U.S. and/or other countries. All other tradernarks referenced herein ane the properties of their respective owners. 











EXCLUSIVE 
WORLD MAP 


m 

MSi 


LARGE 36" X 48" DIMENSIONS 

2-sided, fulkolor poster fits standard poster frame 


A PERFECT ADDITION FOR 
YOUR WORLD OF WARCRAFT™ 
COLLECTION! 


SIDE 1: 

The Azerofb map with all flight paths, dungeons, 
cities and regions 


SIDE 2: 

The Azeroth map, unfettered—shows a dear view 
of the topography of the continents 



□RADYGArVTES 


www.bradygames.coni 


bradygames.com / wow 

"^For sale cin[y al bradygames.rDrn and its online offdiale partners. 

© 2006 Blizzard EntcrCQinmentj ln[. All rights reserved. WornoFt, Wnrtd of Wnrcrcifl mi blizzard Enlertainmeol are Irademarki ditd/or Tt^tstercd trademarks of 
Blizzard Enferloittmenlf ijic., in the LI.5. and/or other (ounifFies. All other tradenwrks referenred tieroin me ib pioperties of their respedive owners. 



IHTSRTA1HHEHT 


w w w. world®! wartf dft.tom 






















THE ULTIMATE RESOURCE 



41 COLLECTIBLE 

BOOKMARKS INCLUDED— 

this special collection representing each race, 

^eir race emblem, and their storyline makes the perfect 
addition to this beautiful Atlas. 


MAPS FOR EVERY AREA— 

including All Regions and Major Cities. 

Special "hy-flat"binding showcases maps in their 
full glory. 


^ EXHAUSTIVE INDEX— 

includes a Complete Listing of all NPCs, Named 
Enemies, and Beasts—along wth their locations 
on map gnds for easy use. 


41 EXCLUSIVE TOWN MAPS— 
hand-drawn maps include callouts for everyone 
in the towns. 


WORLD MAP— 

marks flight paths, main cities, instance 
dungeons, and battleground locations. 



bradygames.com / wow 


www.bradygames .com 


© 2006 SliiZQTtl Enteriainment Int. All riglils rescivd. Warcraft, World af Wortrofi and Blizzard EntcrtninmcEvt arc tradcmorks ond/ar registered Iradeiiuirks of 
Blizzard EnterlaiamcnL in the 13.S. ond/or other roonlries. All otbr tradBmarks referenced herein ore the properties of tbir respective owners.. 



r i B T_A I H W E W T 1 

ww w.worlilDf war trail .com 








INFORMATION JUNKIES BEWARE! 


BradyGames Has Two Online Exclusive 
World of Warcrafr Binders 



THE OFFICIAL WNDER 

Knarlfir riAeinn rf/rnmi/r iha UnrAa nn aha 


PENNY ARCADE BINDER ^ 

It's World of Warcraft in classic Penny Arcade style! 


These two binders also give , 

access to the Exclusive, Online-Only BradyGames strategy tips i ‘ 
for World of Warcraft Instance/Dungeon Contend 



□ n JiaYCiA MC& 


WWW. brady game s. toin 


bradygames.com/wow 

'ik/ 2006 filizzord Erttertoinmfinl, Irw. All righli rt'jcivd. Waitfaft^ V/arld of WaiuuEl' onti Blizzard EnlcrrciiiirTitnl ore Sroilortisrt'i astd/or Irade- 
liiofb af Blizziwd Ejiierloinflieafj Inc., in- ibe U.S. ondAr olbf [ouniriK. All olhet Ifoilemark'. (aftJOiKd herein are Hie praperfiei of (ficir ir^etlive czrnen 



w w w. worldof wartraf t,com 


i 














©2006 DK Publishing, Inc. 

Br^dyGAMFS® is a registered trademark of DK Pliblishing, Inc. 

All nj^hts reserved, iiicfiiding the right of reproduction in 
\\'bole or in part in any form. 



Author 

Michael t.urrmis 
Kirin Tar-Dovrani 


rWJLi lUP 

Ed Kt ril 

Kirin Tor-[Jov rani 


BradyGAMFS© Publishing 

An Imprint of DK Publishing [nc. 
flOO Past Street, Third Flwr 
Indianapolis, Indiana 46240 

©2006 B3lz7ard Fntertainment All rights reserved. 

Warcraft, World of Ware raft, and Bfb^.ard Entertainment 
are trademarks and/or registered trademarks of Blizzard 
Entertainment, Inc,,. in the U.S and/or other conn tries. Afl 
other trademarks referenced herein are the properties of 
their res|;>ective owners. 

The ratings icon is a registered trademark of the Entertain¬ 
ment Boftwanc Association. All other trademarks and trade 
nantes are properties of their respective owners. 

Please be advised that the PSRB ratings icons, "EC", "E", 
"'F10+", "M", ".AO", and "RP" are trademarks ewned 

by I he Entertainment Software Association, and may only 
used with their permission and authority. For information 
rf}garding whelher a product has been rated by the ESRB, 
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I normally say that [ would "tike lo thank" various people for their assEstance with a 
project. For this guide, Et is probably more appropriate to say that I "darn wefi better 
thank various peopfe." There is no way that any single person coufd make it through 
such an amazing game and writing project without immense help from the BEizzard, 
Brady's edEiors and designers, personal friends, feffow players, and so forth. Before 
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I can't praise enough people at Brady for getting this elegant mammoth of a guide 
togettier. Christian Sumner and Brian SNotion did the editing work for the guide, and 
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new book on my coffee table and my computer desk. Give it to me now! J 

Slaps on the back and cigars all around for our home team. To Edwin Kern, a soldier 
of war on and off of the e-battfefield, [ again smile and thank for standing at my side. 
Without his knowledge of dungeons, group dynamics, and so forth, I would rarely 
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To Kurt, Katie, Dave, Burton, jesse, and Christy, I give a fine Avave. It was nice to 
have some real life friends in game to play with whife making the guide. We had 
some pretty great times (again). 

To Maim on Kirin Tor, I give my /salute. This FvP guild was one of the best that I've 
had the hor>or to serve with. Its leading members contributed suggestions for certain 
portions of the text, collected the entire pet table for the pet store (thanks Jason), 
helped write quite a portion of the guild section (thanks lo you too, Lady Zakoia, you 
crazy Moon kin), and made rank grinding into a darn good time. 

To Kirin Tor, my first RP WoW server, I also give a fair shout. After leveling fully 
on a standard server and on a PvP one, it was nice to get into my character foi a 
while, Kayal made a number of friends out there, and despite many battles with the 
Alliance, l don't think I made many enemies. Good fortune to both the Horde and 
Alliance players that 1 met there. 
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During that time, I have come to realize what Et means to completely trust those 
people you are ■^vorking with to succeed. Not only was this trust well placed, I have 
been humbled by the amount of time and work others spent to make this something 
more than Brady or f dared to dream. 

There is no doubt; I wanted this to be special. I love playing World of Warcraft. In 
this job, you seldom gel Eo do a guide on a game you love. Often we learn to love the 
games we are doing, but rarely, if ever, do we get to revisit a game of this magnitude. 

From the beginning, I wanted to make a book that was eminonlly useful. Although 
we certainly stumbled a few times, never did we, as a team, lose site of the goal. 
What wa were after, from the beginning, rests in your hands. And, as you read my 
paltry thanks, know that behind each acknowledgement is an individual who by 
choice sacrificed more than words can ej^presst 

To Blizzard, you have created a world of wonder. From the game to the resources you 
so diligently provide, nothing would have been done if you had not taken the first step. 

To Michael Lummis and Ed Kern, you have put forth the standard. When others use 
the WoW guide as an example on what they want done, know it is you who placed 
that bar so high. Everything is measured in relation to your work. 

To Brent Gann, a freakin awesome design dude I You and I had some long hours and 
even longer meetings, but rrian does this book look sweet. You win the internet. 

To Dan, Areva, Brad, Tracy, and Bob, thanks for the eleventh hour help. Even with 
all the extra hours we would have been doomed without you guys picking us up. 

To SC, in every project there Is an MVP. 1 cannot express my gratitude enough for 
the help you provided Xian, myself, and all of Brady. In the span of two days, you 
took us from the pil of destruction to the lofty pinnacle of success. Without you this 
guide would in no way be what is w'as envisioned. Thank you. 

To Leigh, thanks for the opportuniiy. t hope you ane as pleased with the product as S. 

To Xian, this thing started with you and owes much of its focus and direction to your 
forward thinking. 

To my group on Delhroc, you guys make this all worth while. Vanya, Cyrddin, 

Kelek, Scarie, and Adelheid, no better males can an undead Rogue ask for. 

And to you, thanks for purchasing the second coming of the OSG. Enjoy. 


Even with a guide of this size and complexity, the acknowledgement section seems 
to be the hardest to write. There are so many people that have aided this guide in 
one way or another that it would be impossible to list them all, even if I could re¬ 
member all the names. There is so much to learn in a game this size that even Mages 
that insist on pulling with Pyroblast or Priests that pu!l with Mind Blast leach me how 
to pby a heafer or tank evert better. 

/cheer to Blizzard for both an amazing game and for making the time to help us 
make an amazing guide. World of Warcraft is a ganie that I enjoy nearly to the point 
of stupidity. Thanks for the legal crack that is WoW ^ 

The Brady Staff deserves a week off. l have decreed this and so it shall be! Well, 
maybe I donT have that kind of power, but the extra work that was put in by Chris¬ 
tian Sumner, Brian Shoiton, and the design team is worth a paid week off and more. 
This guide would never have gotten anywhere without everyone pulling their weight 
and more. 

I've played the game so long that half of the gui Ids kd I ike to thank no longer exist. 
Storm on Elune, Redxx in particular, taught me to master the Hunter class and how 
to work in large raids. With thorn I saw the beginning of the end-game. Malm and its 
sister-guild Nightsong Clan on Kirin Tor showed me how to heat teammates, hinder 
enemies, and run the flag at the same time. These guilds wore nearly unstoppable at 
any small-group challenge, be it in the battlegrounds or an instance. I wasn't in Lost 
Heroes on Kirin Tor for long, but they treated me with respect and kindness. 1 hey 
also showed me how to play an effective healer in a raid environment and many of 
the end-game zones. There are many other guilds ihat have come and gone. Each 
has taught me someihing and I'm glad to have met ail of them. 

Few guilds can offer what a circle of close friends can. Tve enjoyed playing with 
close friends so much that iFs hard to imagine WoW without them. Whether it was 
snaring enemies in Warsong Gulch, tearing dwarves off me in Blackrock Depths, 
blasting the annoying rats off me in Stratholme or listening to me whine about 
another group wipe in guild chat, my friends have always been there. Dave, Katie, 
Jesse, Christy, Kurt, and Burton also deserve a week of paid vacation! 

No one can single-handedly produce a guide this size. Keeping me sane, the guide 
on track, and the deadlines at bay was Mike Lummis. The man can take any game 
and say how long each section will take and which sections we should do first. With 
his guidance, E was able to contribute to something that is much bigger than myself. 
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